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This tsa Raleplaying Game. 

hiss the Star Wars 
Roleplaying Game, 

Characters. 

What You 


How Do Skits Work? 
Types of Sel Checks. 


‘Choosing Heroic Clas... 
‘Gass and Level Bonuses... 
Level-Dependent Benefits 


Running a Game Session 
Building an Encounter, 
Awarding 

Experience Points 
Buliding an Adventure 
Bulding a Campaign. 
Hazards, oa 
Gravity. 
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Welcome to the latest edition of the Star Wors Roleploying Game. Whether you're an experienced player or 
‘new to the game, you're in for a real treat. 


Why the new edition? First and foremost, we wanted the “definitive core rulebook to encompass all six 
feature filmssomething that wasn't possible until after the release of Episode Ii: Revenge ofthe Sithin 2005. 
Secondly, Wizards of the Coast had stepped amay from the roleplaying game fora few years to focus on the Stor 
Wors Miniatures Game. After the successful launch of the miniatures fine, we knew that we wanted a roleplaying 
‘game rulebook that embraced our pre-painted plastic miniatures—over 500 of them and counting. And what 
4 great opportunity to give Star Wars Miniatures Game players another way in which to use theit miniatures} 
Lastly, we wanted to make good on a promise to treat this game as a living document shaped by fan feedback 
and the latest breakthroughs in game design. Like the Star Wars saga itself, the game evolves, 


So, here it is: the first roleplaying game rulebook to span the complete Star Wars film saga. What else could 
we call it but the Saga Edition? 


This rulebook doesn't change how roleplaying games are played: You still need those wacky dice, your 
Imagination, a love for all things Stor Wars, and a few good friends, However, it boldly reinvents the game by 
allowing piayers to customize their characters in ways never before possible. Characters gain access to more 
feats as well as new suites of talents. Every level gained promises something new and exciting. We've even 
taken a few pointers from the miniatures game and streamlined the combat rules. We've also simplified the 
Shill system and devised Force rules that fee! more elegant and true to the Stor Wers milieu, 


The book incorporates Episode il content [of course!) as well as afew surprises Like its predecessors, the 
‘Saga Edition rulebook promises new adventures inthe Stor Wars galaxy and delivers a rules system that doesn't 
‘apologize for breaking new ground. 

Believe it or not, it’s been thirty years since George Lucas gave us his first film in the Star Wors saga. | was 
‘years old when the movie premiered on May 25, 1977. Truth be told, | was the boy on my block with the Stor 
Wors posters tacked to his bedroom walls, shelves lined with Stor Wars action figures, and yes, Star Wars bed 
sheets. Many of the “dry years" between Episode VI and Episode | were spent playing electronic games such 
‘as X-Wing, TIE Fighter, and Dark Forces. Somewhere along the way, | became an adult, and shortly before the 
release of The Phantom Menace, | rekindled my passion for Star Wors and unleashed my inner child by becoming 
the editor-in-chief of Stor Wors Gomer magazine. n this role, | was able to meet the people behind the Stor 
Worslegacy, even work with them. | visited Skywalker Ranch, read film scripts stamped “confidential” attended 
conventions, followed Peter Mayhew around like a happy little dog, and enjoyed frequent behind-the-scenes 
glimpses of filmmaking magic. It stuns me to think of how much Star Wors has remained a part of my life in 
spite of all of the things that can occupy one’s time. 


Thirty years—what a cause for celebration! Perhaps for this reason alone, the time seemed right to revisit 
this great oame, make it better, and give ita facelift. Fim as proud oF this book as anything I've worked on, and 
ve been doing game design since | was seventeen. As 3 follow-up, Wizards of the Coast plans to unveil more 
‘products in its new line of roleplaying game supplements and accessories. | hope you're as excited by them as 
Jam. More importantly, | hope this book fills many of your evenings and weekends with adventure, laughter, 
and fond memories of a galaxy far, far away. 


Choi pale 


Christopher Perkins 
January 7, 2007 
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‘The Stor Wars films depict an amazing galaxy of strange aliens, wondrous 
inery, mystical powers, epic struggles, great heroes, and terrible villains, 
the moment the first Star Destroyer blazed across the screen, the story 


) 
Nie ‘Sar Hors captivated the world, With this game, you can re-create the 


/f the films or craft your own adventures in the Star Worsuniverse. All 
‘need is same dice, a few friends, and your imagination. 


His IS STAR WaRS 
9: Xowing starfighters;ightsabers: clone troopers; the Force. 

‘Stor Warsi space fantasy at its best, full of action, adventure, and a 

~ sense of wonder. The heroes are larger than life. The vlan are utterly evil. 

‘The universe has lived-in, well-used look and feel tot t's familiar story, 

‘but i's never been told quite this way before. It has mythic elements that 

speak to the heart of the audience. It's epic in scope: everything appears 

(on 9 grand scale. And it's fun. Vehicles move very fast. Things blow up. We 

want to cheer for the good guys and boo the bad guys, And, sometimes, we 
‘want to be a part of that faraway galaxy. 


THis isa 
ROLEPLAYING Game 

t's 2 game of your imagination, where you get to tell stories by taking on 
‘les of the main characters—characters you create. I's game that offers a 
‘multitude of choices to those characters~more choices than even the most 
sophisticated computer game, because the only limit to what you can do 
's what you can imagine. The story is like a movie, except all of the action 
takes place in your imagination. There's no script to the mavie (other than, 
rough outline used by the Gamemaster); you decide what your character 
‘says and does. The Gamemaster is the director and special effects designer, 
deciding what the story is about and taking on the roles of all the other 
characters—the villains, the extras, the special guest stars, The Gamemas- 
ter also keeps track of the rules, interprets the outcome of actions, and 
describes what happens. Together, players and Gamemaster create a story, 
‘and everybody has a great time. 


THIS Is THE 

STAR WARS 
ROLEPLAYING GAME 
Combine the fabulous elements of the Star Wars universe with the imagi- 
fation-powered engine of a roleplaying game, and the faraway galaxy 
<raws nearet. Everything you need is in this book except the dice. Check 
‘ut The Basics, starting on page 9, to get an idea of the fundamentals of 
the game. 


When yau're ready, flip through the rest of this book. It offers @ wealth 
of options, allowing you to play in any Star Wars er. It lets you play the 
{good quys, the bad guys, or the guys in between if you want to adda little 
‘ambiguity to an otherwise black-and-white universe. 

When you play the Star Wars Roleplaying Game, you create 2 unique 
fictional character that lives in the imaginations of you and your friends. 
One person in the game, the Gamemaster (GM), controls the villains and 
other people who live in the Stor Wars universe, Through your characters, 
‘you and your friends face the dangers and explore the mysteries that your 
Gamemaster sets before you 

‘Anything is possible in the Star Wars Roleplaying Gome. You can have your 
‘character try anything you can think of fit sounds good and the dice fal in 
your favor, the action succeeds, The Basics section has mare details 

Now, get ready, It's a lang time ago in a galaxy far, far away. And the 
Force is with you. Enjoy! 


CHARACTERS 

Your characters are the stars of the movie, the main characters in the game. 
‘We sometimes refer to them as “heroes,” not in the “good guy” sense per 
'e, but in the sense of the main protagonists of the story, Each character's 
imaginary life is different. Your character might be... 


‘A tough blaster-for-hite. 

‘A Padawan learner seeking to gain power in the Force. 
Abrash starfighter pilot. 

‘A gambler looking to make the next big score. 
‘grizzled spacer making a living on the space lanes. 
‘A smuggler with a heart of gol. 

‘Ayyoung senator from a prosperous wor. 

‘ARebel spy, 

A Jedi Knight wielding a lightsaber in defense of the Republic. 
‘Agalactic scout exploring the hyperspace lanes. 

‘A soldier trained for war in the Outer Rim, 

Or any other kind of character you can imagine. 


WHAT YOU NEED 
TO PLAY 
Here's what you need to start playing the Star Wars Roleplaying Gome: 


This book, which tells ou how to create and play your character. 
‘A copy of the eharacter sheet (on page 287) 

pencil and scratch paper. 

One or two four-sided dice (44), four or more six-sided dice (46), an 
‘ight-sided die (48), two ten-sided dice (410), a twelve-sided die (412), 
and a twenty-sided die (420). 


‘© Aminiature from the Star Wars Miniatures Game line to represent your 
character. 
© Abattle map with 1-inch squares to put your miniature on, 


Players should read the front sections ofthis book, the parts dealing with 
‘character creation, skils, feats, and equipment, The rest of the book is for the 
Gamemaster, providing advice for running the game, opponents to throw at 
the players’ characters, and a few starting points for adventures. 


Dice 
The rules abbreviate dice rolls with phrases such as "4642," which means 
“four six-sided dice plus 2” (generating a number between 6 and 26). The first 
number tells you how many dice to roll all of which are added together), the 
‘number after the “d" tells you what type of dice to use, and any number after 
that indicates a quantity that is added to or subtracted from the result, 

‘Some examples: 

346: Three six-sided dice, generating a number from 3 to 18. This is the 
‘amount of damage that a blaster pistol deals, 

‘28: Two eight-sided dice, generating a number from 2 to 16, This is the 
‘amount of damage that a lightsaber deals in the hands of a Ist-level Jedi 


THE THREE ERAS 

OF PLAY 

‘The Stor Wars Roleplaying Game supports adventures and campaigns set in 
‘many different eras, three of which are described in detail in this book. You 
‘can set your campaign in the time of the prequel movies (Episodes !-I), 
Known as the Rise of the Empire era, this is a petiod when the Republic's 
‘power is waning, war grips the galaxy, and the Jedi Council still hlds sway 
‘over ten thousand Jedi Knights. This time period pre-dates the Empire but 
includes the tumultuous Clone Wars. 

(0, you can go forward in time to the classic period of galactic civil war 
‘and play in the Rebellion era, when the power of the Empire is supreme and 
those capable of using the Force are few and far between, This is the time 
described in the original Star Wors films (Episodes 1V-VI), 

‘r, jump toa time twenty years after the Battle of Endor and participate 
in the events surrounding the invasion of the galaxy. Aliens from beyond 
the edge of known space have begun an incursion into the New Republic as 
forces conspire to threaten the hard-won peace in the era of The New Jedi 
‘Order (as described in the Del Rey Books novel series). 

In addition, the rules in this book can be used to support campaigns s 
other eras. For example, in the distant past the Jedi and Sith warred far the 
fate of the galaxy, a5 described in Dark Horse Comics’ Tales af the Jedi and 
Knights of the Old Republic series, as well as the Knights ofthe Old Republic 
‘video game series. Alternately, you may choose to set your game in the Legacy 
‘era, 25 popularized in Dark Horse Comics’ Legacy series: Forty years after 


"New Jedi Order era, the Empire has once again risen to power and the 
‘Sith have regained control of the galaxy. Although these time periods are 
‘not explicitly covered in this book, the rules herein can be used as a basis 
for play in these eras. 


THE Basics 
“Along time ago in a galaxy far, far away .. 

With this compelling phrase, every Stor Wars film thunders onto the 
‘sereen. These epic movies enthrall us with a mix of space fantasy, high 
‘adventure, and mythology. We thril to the adventures of Luke Skywalker and 
‘Han Solo, Qui-Gon Jinn and Obi-Wan Kenobi, Anakin Skywalker and Padmé 
“Amidala, We imagine ourselves piloting X-wing starfighters down the Death 
‘Star trench or engaging in fight-to-the-death lightsaber duels with Darth 
‘Maul, Count Dooku, or General Grievous. 

With the Star Wars Roleplaying Game, you can experience this epic saga 
‘ina whole new way, Imagine yourself as a Jedi in training or a Republic 
Senator, a brave starfighter pilot or a powerful Wookiee, Whether you want 
to be a player or the Gamemaster, this book is your portal to the action- 
packed Star Wars galaxy. 


THE CORE MECHANIC 
‘The Star Wars Roleplaying Gome uses a core mechanic to resolve all actions. 
This central game rule keeps play fast and intuitive, Whenever you want to 
‘attempt an action that has some chance of failure, you roll a twenty-sided 
die (or 420"). To determine whether your character succeeds at a task (such 
‘asian attack or the use ofa sil), you do this: 


© Rolla d20. 
'* Add any relevant modifiers. 
'* Compare the result toa target number 


Ifthe result equals or exceeds the target number (set by the GM orgiven 
Jn the rules), your character succeeds at the task at hand. If the result is 
ower than the target number, you fail. 


THE GamemasTER 
When you play the Star Wars Roleplaying Game, you're participating in an 
tive story Players take on the roles of unique characters, called heroes. 
player serves as the Gamemaster, 3 combination director, narrator, and 
Teferee. The GM describes situations, asks the players what their characters 
‘Mant to do, and resolves these actions according to the rules of the game. 
‘The GM sets each scene, keeps the story moving, and takes on the roles of 
‘the opponents and other characters that the players” heroes encounter in 
‘®ach adventure. If you're the GM, you should read through all sections of 


‘his book; you don't need to memorize it, but you do need to have an idea 
Af where to find things once play begins. 


HeERCE: 
‘If you're a player, you take the role of a hero—one of the “stars” of the Star 
Worssaga that you, the other players, and the GM ali help to develop. You 
‘create your character with the help of the game rules that follow, according 
‘to your awn vision for the type of hero you want to play. As your character 
participates in adventures, he or she gains experience points (XP) that help 
hhim of her improve and become more powerful. 
For more information on character creation, see page 13. 


GAME PLAY 

This overview gives you enough of the basics to get a fee! for how this 
roleplaying game works. The chapters that follow take these basic concepts 
‘and expand upon them, 

Important! You don't have ta memorize the contents ofthis book to play 
the game. It's a game, not homework. Once you understand the basics, start 
playing! Use this book as a reference during play, The table of contents and 
index should help you finda specific topic easily, When In doubt, stick to the 
basics, keep playing, and have fun. You can always look up an obscure rule 
after your game session ends, but remember that you don't have ta sweat 
the details in the middle of play. 


ROLLING Dice 

We've already explained the basic rule that forms the foundation of the 
‘game—roll a 420, add a modifier, and try to get a result that's equal to or 
(greater than the target number. Whenever your character tries to accomplish 
‘something significant, the GM asks you to roll a 420, 

Important! Not every action requires a die roll, Roll dice in combat and 
‘ther dramatic situations when the success of an action is in doubt. 

The d20 is used to determine results in combat and when making skill 
checks and ability checks. In other words, the d20 determines whether or 
‘not you succeed at an action, 

The other dice (44, 46, 48, 410, and 412) are used to determine what 
happens after you succeed. Usually, the other dice come into play after 
‘aking a successful attack rll to determine how much damage the attack 
deals to the target. 


A GAME SESSION 
In the Stor Wers Roleploying Game, the Gamemaster and players get together 
to tell a story through the play of the game. We call these group-created 
stories “adventures.” A Stor Wors adventure features plenty of action, lots 
‘of opportunities for combat, cool villains, epic plots, and a sense of wonder 
‘and grandeur. 

Typically, the game consists of adventures that resemble episodes in the 
‘movie saga. One adventure might play aut ina single game session; another 
might stretch across several evenings of play. A session can last as long as 
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‘you're comfortable playing, from as short as one hour to as long as @ 12- 
hour marathan. Most groups get together and play for two to four hours at 
2 time. The game can be stopped at any time and restarted when the players 
‘get back together. 

Each adventure consists of interrelated scenes. A scene might feature 
‘some kind of challenge or roleplaying encounter, or it could revolve around 
‘combat. When there's no combat going on, play is much more casual. The 
‘GM describes the scene and asks the players what their characters do. When 
‘combat breaks out, game play becomes more structured, and the action 
‘takes place in rounds. 


WHaAT CHARACTERS CAN DO 
‘Accharacter can try to do anything you can imagine, just so long as it fits 
the scene the GM describes. Depending on the situation, your character 
might want to: 


Usten at a door 

Use a computer terminal 

Explore a location 

‘Converse with an alien 

Bargain with a merchant 

intimidate a thug 

Talk to an ally 

Pilot a vehicle 

Search for a clue 

Bluff an official 

Repair an item 

‘Swing across a repulsorlift shaft 

Move 

Duck behind a bulkhead 

‘Attack an opponent 

Characters accomplish these things by making skill checks, ability checks, 
‘or attack rolls, all of which entail a modified 420 roll 


WHAT'S NExT? 

IF you're new to roleplaying games, you might be wondering how to proceed. 
After you've read over these basies to get an understanding of the game, 
check out The First Game Session (see below). This example of play provides 
‘some insight into how a roleplaying game session plays out. Then review the 
first few chapters ofthe book. When you'e ready, use the Character Creat 
overview (page 13) and a copy of the character sheet from the back of the 
book to create a character. (You can also download a copy of the character 
sheet from our website at www.wizards.com/starwars.) When you, your 
Gamemaster, and the other players are ready, start playing! 


SeTrur 

After you've created a hero, get together with the rest of your gaming group 
for your first adventure. Prior to this, the GM has developed a storyline for 
the adventure. She might buy a complete, ready-to-play adventure or grab 
‘one off of the Internet. Alternately, the GM might develop ane using the 
‘guidelines in Chapter 14: Gamemastering. 

Pick an evening or a weekend afternoon or some other convenient time 
when you and your friends can spend a few hours playing the Star Wars 
Roleplaying Game. Decide on how much time you want to spend playing. 
(Two to four hours is a good length for a game session.) 

Where should you play the game? Anywhere that's comfortable, The 
place should have a flat surface to roll dice on, such as @ kitchen table, The 
‘GM sits so that the other players can’t look over her shoulder or peek at her 
adventure notes. She needs enough room to spread out the rulebook and 
any other materials she might have for the game session, including other 
‘Star Wars books, a battle map, miniatures, a pencil ar pen, dice, and her 
‘adventure notes. 


GENERAL ADVICE 

The first couple of game sessions you play might be a litle uneven as 
‘everyone learns how the game works and gets comfortable with the idea 
‘of roleplaying. Remember that these rules are guidelines, a framework and 
structure for playing Star Worsadventures in a roleplaying game environment. 
‘A roleplaying game isa living game; it evolves and develops as you play it. If 
‘something isn't working for your group, and the entire group agrees, make 
4a change. But wait until you've played a few times with the official rules 
‘before you decide to tinker, 


THE FIRST GAME SESSION 

‘You and your friends have reviewed the basic rules and created 1st-level 
‘eharacters. Your Gamemaster has reviewed the rules and is ready to run her 
first adventure. You've agreed upon a time and place to play, Then the time 
arrives and the game begins! 

Sitting around the table, with dice and snacks scattered in al directions, 
the players gather. Michele is the GM. She takes her place at the head of the 
table. Chri sits in the next seat; he's running Sia-Lan, a female Jedi. Next 
10 Chris is Mike, practicing his Wookiee sounds to inject a little authenticity 
into his character, Rorworr the scout, Across the table, Penny makes some 
last-minute notes on her character sheet, adding alittle more detail to Vor'en 
the soldier. Next to Penny, Brian anxiously waits to get started. He's running 
Dee! Surool, the crafty scoundrel 

Michele has selected a number of Stor Worsminiatures from her collec- 
tion to use in tonight's game. The figures will help the players visualize the 
action in certain situations and will speed along play. She's got a miniature 
10 represent each of the players’ characters, and she places them in the 


Of the table. She leaves 2 few others hidden on the floar beside her. 
use these later to represent opponents that will challenge and compete 
the heroes. 

Michele doesn’t have a specific character for herself. While the players 
‘run a single hero, the Gamemaster narrates the story, adjudicates the 
“rules, and plays all of the GM characters~the supporting cast that serves 
allies and opponents for the heroes. 
“Anyway, it looks like everyone's ready to get started. Michele answers 3 
Jast-minute rules questions, then begins the game. 


Michele (6M): 4 fong time ago, in a galaxy far, far way. 

‘the Republic, about twenty-two years before the days of the Empire and 

frst Death Star battle station. Supreme Chancellor Palpatine leads the 
‘Republic, Mace Windy ond Yoda lead the Jedi Council, ond the start of the 
“Clone Wars is still a few weeks away, 

You‘re ino spaceport cantina on Corelia, prominent world in the lactic 
‘core, The place is pretty busy fora weekday afternoon, though it’s not packed 
tocopacity. You see humans and a variety of other species drinking, laughing, 
‘and talking quietly near the bar, in shadowy booths, and at o scattering of 
“freestanding tables. Among those you see are the other players’ characters, 
‘Why don't you each take o moment to describe yourselves? 

Chris (Sia-Lan): You see o young woman with brown hair sitting alone 
‘in one of the booths. She's sipping a clear liquid and watching the crowd. 
‘Her hairstyle ond outfit mark her as a Jedi. She's 0 Padawan learner, ifany of 
‘you know anything about the specifics ofthe Jedi order, She has o lightsober 
‘hanging at her side, but it’s probably hidden beneoth the rable. 

Mike (Rorworr): There's a young male Wookie standing at the bar. He's 
‘exchanging words with the bortender. He's toll, bt perhops a bt thin when 
-Fompared to other Wookiees you may have seen, He's ot o bomcoster slung 
‘9¢703s his back, and he's nursing a huge mug of some foomy liquid. 

Penny (Vor'en); My choracter sits in a corner booth, his back to the wall 
‘as herionchalantly studies the crow He's got dark eyes and on intense gaze, 
_and he looks strong and capable. He's wearing bits and pieces of light body 
timo. If he has any weopons—and you're sure he does~they re either hidden 
‘under the table or in the booth’s darker shadows. 

Brian (Deel): You oso see a young male Twi'ek—you know, the guys with 
‘the head-toils ike Bib Fortuna—sitting at one of the tables inthe middle of 

room, He's playing sabace with o few of the spacers, and it looks like he's 

fo.moss more than his share of credits. 
__ Michele (GM): Otay. You've all noticed each other, but you don't know 
‘tach other yet. Before anything else happens, why don't each of you make o 
check for me? 

The players each roll a d20 and add their Perception skill modifier to get 
result. fa character doesn't have the Perception skil as a trained shil, the 
player still gets to apply his Wisdom modifier (if any) to the roll. Afterall the 

layers have made the skil check, they let the GM know the results. 


Penny (Vor'en)=/ rolled an & 

Brian (Deel): The amazingly perceptive Deel Suroo! got 0 22. 

Michele consults her notes, checking to see what the DC for the Percep- 
tion check is. She nods and makes 3 note or two, just to keep the players 


essing. 

Michele (GM): Vor'en the soldier, even though he's watching the room, 
{ats to notice something that the rest of you successfully spot. The rest of 
you see a Human male who looks alot like Senator Alastar Treen of Corulag. 
He's dressed like most of the other spacers in the cantino, and he's deep in 
‘conversation with a Rodion female. 

Just then, you olisee the cantina doors lide open as a group of tough-Iook- 
ing thugs enters the room. The bartender yells, “Hey, no blasters in here!” He 
‘ducks behind the bar, justin time, as one of the thugs casuolly fires a blaster 
bolt in his direction. There are four thugs—two Humans, a Rodian, and a 
‘Gamorrean. The Gamorrean wields vibroblode, and the other three are ormed 
with blaster pistols The Gamorrean grunts something foul and gestures toward 
the table where the senotor is sitting, 

“For the Separatists!" shouts one ofthe Humans with a sneer as he prepares 
{0 target Senator Treen. 

Everyone make an initiative check! 

The players each roll a 420 and 26d ther Initiative skill modifier to get 
a result. a character doesn't have the Initiative skill 3s a trained ski, the 
player still gets to apply his Dexterity modifier [if any) to the roll. Michele 
rolls a single Initiative check for the group of thugs, and one for the disguised 


Mike (Rorworr): 10 for Rorworr! 

Penny (Vor'en): Vor'en goto 12. 

Brian (Deel): The fost-octing Dee! Suroo! goto 15. 

Michele writes down the initiative order, from highest result to lowest. She 
Jots down: 

‘Sio-Lan 18 

Deel 15 

‘Thugs 13 (her roll) 

‘Voren 12 

Rorworr 10, 

‘Senator 7 (her roll) 

Michele (GM): The thugs ook lke they're gunning forthe senator Sia-Lon, 
what ore you going to do? 

Chris (Sia-Lan): / /eap out of the booth and position myself between the 
senator and the thugs as my first move action, As my second mave action / 
drow my lightsaber. Asa free action, activate the lightsaber and shout, “This 
‘man is under the protection ofthe Jedi Knights!" 


Michele (GM): Your lightsaber hues to life. Deel, you're next. What are 
you going to do? 

Brian (Deel): Helping a senator and a Jedi could be profitable. Deel tps 
his table over and crouches behind it to get some cover. lguess that's a move 
action. Them he pulls out his blaster fr his second move action. 

Michele (GM): When the table crashes onta its side, sobacc card-chips 
and credits scatter across the floor. The spacers you were playing with dive 
for cover, 
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Brian (Deel): Oops, | forgot about the sobace game in all the excitement. 
No matter, | guess. Most ofthe credits belonged to Deel, anyway. 

Michele (GM): The thugs act next. The two humans each toke a shot 
ot the Jedi who's standing between them and the senator. The Rodian thug 
tokes a shot at Deel, and the Gamorrean rushes forword to silce at the Jed! 
with his vibroblode. 

Chris (Sia-Lan): 'm going to use the table next to me to protect myself 
from the bloster shots. 


‘Michele, (GM): Sure. That gives you cover against ail the thugs. but 
nses your Reflex Defense by +4. 
‘Michele makes the attack rolls for the two thugs. The first one gets an 


Sia-Lan's Reflex Defense when she uses cover to protect herself is 19. That 
ns she blocks the first bolt, but the second bolt gets through. 

Michele rolls 346 damage forthe successful blaster pistol attack. The total 
11, Sia-Lan has 22 hit paints, so the attack reduces her hit points to 11. 
‘The rest of the round continues, with Michele finishing up the thua's 
‘actions, then Vor'en, Rorwor, and Senator Treen acting in turn. Each round 
out in this order until one side or the other is defeated or flees. Then the 
would geta chance to meet each other and find out why the senator 

in disguise and under attack. And so begins this Star Wors adventure! 


HARACTER CREATION 
\ke sure you review Chapters 1 through 9 before using this overview when 
iting a Ster Worscharacter. Make a copy of the character sheet from the 
ck of this book to use as @ record of your character, 

Characters generally begin play at Ist level and attain additional levels 
they complete adventures, 


. GENERATE ABILITY SCORES 
fy character has six abilities that represent the character's base strengths 
weaknesses. These abilitiesStrength, Dexterity, Constitution, inelli- 
ee, Wisdom, and Charisma~affect everything a hero does, from fighting 
using skills. 
A score of 10 or 1¥ in an ability is average. Higher scores grant bonuses, 
lower scores give penalties. When you create your character, you'll want 
pt your higher scores into the abilities most closely associated with your 
ters class, 
‘Use one of the methods described in Chapter 1= Abilities to generate your 
bility scores. Record the scores on a piece of scrap paper and put them 
fe for the moment, 


» SELECT YOUR SPecie 

11 Star Wors character, you aren't limited to simply being Human. There 
Varlety of species available, from Mon Calamari to Wookiee. Select the 

ties You want to play from those presented in Chapter 2: Species. 

Each species has its own set of special abilities and modifiers. Record 
‘alts on your character sheet. 


» CHOOSE YOUR CLAS: 
Drovides you with a starting point for your character, a frame upon 
YOU can hang skils, feats, and various story elements. Choose 2 class 


those presented in Chapter 
ter sheet. 


Heroic Classes and write it on your 


4. ASSIGN ABILITY SCORES 

Now that you know what species and class you want your character to be, 
take the scores you generated earlier and assign each to one of the six abili- 
ties: Strength, Dexterity, Constitution, intelligence, Wisdom, and Charisma, 
Then make any adjustments to these scores according to the species you 
selected. 

For guidance, each class description indicates which abilities are most 
important for that class, You might want to put your highest scores in the 
abilities that accentuate the natural benefits of the class. 

Record your ability scores on your character sheet. Record your ability 
modifiers 35 well. 


S. DETERMINE COomBAT 
STATISTICS 

In combat, you need to know your character's hit points, defenses, damage 
threshold, attack bonuses, and speed, as well as how many Force Points he 
thas to spend. 


Hit Points 

Each character can withstand a certain amount of damage before falling 

‘unconscious or dying. This ability to take damage and keep on functioning 

{s represented by the character’ hit points. 
‘Your class determines how many hit 

shown below: 


ints you have at 1st level, as 


‘STARTING HIT POINTS: 
Hobe sound 18+ Constitution modifier 
‘Scout 24 + Constitution modifier 
Jedi, soldier == 30+ Constitution modifier = 


For example, if your character belongs to the scoundrel class and you 
have 12 Constitution, you start with 19 hit points (18 plus 1 for your 
Constitution bonus). 

‘Your hit points increase as you gain levels, as described on page 37, 


Defenses 
Determine your character's defenses as follows: 

Reflex Defense: 10 + your heroic level or armor bonus + Dexterity modi- 
fier + class bonus + natural armor bonus + size modifier 

Fortitude Defense: 10 + your hercic level + Constitution modifier + class 
‘bonus + equipment bonus 

Will Defense: 10 + your heroic level + Wisdom modifier + class bonus 

When you take your first level in a heroic class, you gain class bonuses 
‘on two or more defenses, as shown on page 36. 


uw 
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ARIISODAIIN val 


Ifyou wear armor, you mast substitute your armor bonus for your heroic 
level when calculating your Reflex Defense. For example, 2 Ist-leve soldier 
with a Dexterity of 12 wearing a blast helmet and vest (+2 armor bonus) 
has a Reflex Defense of 13 (10 + 2 armor + 1 Dex + 1 class. Some types 
‘of armor also provide an equipment bonus to your Fortitude Defense in 
addition to an armor bonus to your Reflex Defense (as noted in Tab 
Armor, page 132) 


Damage Threshold 
Attacks that deal massive amounts of damage can impair or incapacitate 
you regardless of how many hit points you have remaining, Your damage 
threshold determines how much damage a single attack must deal to reduce 


your combat effectiveness or, in some cases, kill YU. 
‘A Small or Medium character's damage threshold is equal to his or her For- 
titude Defense. Record this number on your character sheet 


—— 


Base Attack Bonus 
‘Your character's elass determines your base attack bonus. Record this number 
fn the character sheet, 

Jedi and soldiers have a base attack bonus of +1 at Ist level; nobles, 
‘scoundrels, and scouts have a base attack bonus of +0 at ist level. 


Melee Attack Bonus 

‘To determine your melee attack bonus, add your Strength modifier to your 
‘base attack bonus. Certain feats and talents might provide additional modi- 
fiers, so make adjustments as necessary. 


Ranged Attack Bonus 

‘To determine your ranged attack bonus, add your Dexterity modifier to your 
base attack bonus. Certain feats and talents might provide additional modi- 
fiers, so make adjustments as necessary. 


Speed 
‘Your character's species determines her speed. Most species have 3 speed of 
SG squares. Ewoks have 2 speed of 4 squares because they ave Small, 


Force Points 
Your character begins play with § Force Points. Indicate this in the space 
provided on the character sheet. 

If you end up taking the Force Boon feat (page 85), you gain an additional 
force Points, 


Destiny Point 

Wf your GM uses the optional destiny rules described in Chapter 7: Heroic 
Traits, your character begins play with 1 Destiny Point. Indicate this in the 
space provided on the character sheet 


6. SELEcT SKILLS 

Skils represent how well a character accomplishes dramatic tasks other 
than combat, such as disabling a tractor beam generator or climbing a 
sheer surface. 

Each class comes with a list of class skills, From this list, you get to pick 
‘number of skills in which your character is considered trained, The number 
of trained skills your character gets depends on the ciass you've selected and 
‘your characters Intelligence modifier. Once you've selected your character's 
‘trained skills, determine the sill check modifier for each skill. 

‘The shill check modifier for trained skill is one-half your character level 
{rounded down) + the relevant ability modifier + 5. if you are untrained in = 
hil the skill check modifier is one-half your character level (rounded down) 
+ the relevant ability modifier. (In other words, you get a +5 bonus on sill 
‘Checks made using trained skills.) 


‘Some skills cannot be used untrained, See Chapter 4: Stills for more 
information. 


7. SELECT FEATS 
Feats are special features that provide a character with new capabilities or 
Improvements. 

‘Your character begins play with at least one feat. If you are playing a 
Human, you get 2 bonus feat. In addition, your class also gives you several 
starting feats that you get for Free. 

‘Select your feats from Chapter 5: Feats and record them on the character 
sheet. Some feats may affect the information you've already recorded, so 
make adjustments as necessary. 


8. SELECT A TALENT 

At Ist level, your character gets a talent (a special class feature), Choose 
4 talent from any of the talent trees presented in your character's class 
description. Some talents have prerequisites that must be met before they 
can be selected. 


9. DETERMINE STARTING 
CREDITS AND BUY GEAR 

‘Your character's class determines haw many credits you start play with, Use 
‘your credits to purchase equipment for your character. Chapter 8: Equipment 
describes weapons, armor, and gear you can select from, 


10. FINISH YOUR CHARACTER 
‘The last details you need to add to your character sheet help you visualize 
‘and roleplay your character, You need a name, of coursesomething that 
fits your class, species, and the Star Wors galaxy. You should also determine 
your character's age, gender, height. weight, eye and hair color, skin color, 
‘and any relevant background information you want to provide. (Make sure 
to run your ideas past your Gamemaster so that he or she can fit them into 
the campaign.) 

Chapter 7: Heroic Traits provides guidelines that can help you with these 
details and characteristics, 


CHAPTER | 
BILITIES 


we — 
Just about every dice roll you make to get a bonus or penalty based 
‘on your character's bilities. A tough character has better chance of surviv= 
ing a freezing night on Hoth. A perceptive characteris more likely to notice 
stormtroopers sneaking up from behind, A stupid character isles likely 10 
find @ concealed pane! that leads toa secret cargo compartment. Your ability 
scores tell you what your modifiers are for rolls such as these. 

Your character has six abilities: Strenath (abbreviated St), Dexterity 
{Dex}. Constitution (Con), Intelligence (Int), Wisdom (Wis), and Charisma 
(Cha). Each of your character's above-average abilities gives you a benefit 
‘on certain die rolls. and each below-average ability gives you a disadvantage 
‘on other de rolls. You roll your scores randomly, assign them to the abilities 
you fike, raise and lower them according to your character's species. and 
then raise them as your character advances in experience. 


YOUR ABILITY SCORES 
To create an ability score for your character, roll four six-sided dice (4d). 
Disregard the lowest die and total the three highest dice, 

This roll gives you a number between 3 (horrible) and 18 (tremendous). 
‘The average ability score forthe typical galactic citizen is 10 or 11, but your 
‘character isnot typical. Te mast common ability scores for player characters 
(heroes) are 12 and 13. (The average hero is abave average.) 

‘Make this rol six times, recording the result each time on a piece of pape. 
(Once you have al six score, assign each score to one of your six abilities. At this 
step. you need to know what hind of person your characters going tobe, includ 
lng his species and class, in order to know where best to place your character's 
ality scores. Remember that choosing a species other than Human causes some 
ofthese ability scores to change (see Table 2-1; Species Ability Adjustments). 


ABILITY MODIFIERS 

Each ability, after changes made because of species, has a ~5 to +5 modi~ 
fier, Table 1-1: Ability Modifiers shows the modifier for each ability, based 
fon its score. 

‘The modifier the number you add to or subtract from the die rll when 
your character tries to do something related to that ability. For instance, 
YYou ad or subtract your Strength modifier to your roll when you try to hit 
someone with a vibroblade. You also apply the modifier to some numbers 
that aren't de rolls, such as when you add or subtract your Dexterity modifier 
to your Reflex Defense. A positive modifier is called 3 bonus and a negative 
‘modifier is called a penalty. 


REROLLING 

your seores are too low, you may serap them and reroll all six scores. Your 
‘scores ae considered t00 low if your total modifiers (before changes accord- 
ing to species) are 0 o less, oF if your highest score is 13 or lower. 


SCORE MODIFIER SCORE MODIFIER SCORE MODIFIER 
1 6 1243 a Mw 7 

2 4 14-15, 2 67 8 

45 a fs 

6-7 2 18-19 4% O10 

a9 4 20-21 45 

ton ° 2-2 6 


PLANNED GENERATION 
Instead of rolling dice, you may select the scores you want by using the 
planned character generation method. This requires 2 bit more thought and 
effort on yaur part, since you need to know what kind of character you want 
ta play So you can select your scores appropriately, Determine your species 
and class beforehand, then select your scores as outlined below. 

Your character's ability scores all start at 8. You have 25 points to spend 
to increase these scores, using the costs shown below. After you select your 
scores, apply any species modifiers 


SCORE COST SCORE COST SCORE COST 
8 o 2 4 16 10 
9 1 13 5 v7 3 
10 2 “ 6 8 6 
" a 8 8 


STANDARD SCORE PACKAGE 
The third method of determining ability scores is the standard score pack- 
‘age, a balanced mix of scores designed to quickly create hero characters 
Assign the scores to the abilities as you lke. After you assign your scores 
apply species modifiers. 

‘The standard score package is: 

15, 14, 13, 12, 10, and 8. 


THE ABILITIES 

Each ability partially describes your character and affects some of your 
character's actions. The description of each includes a list of notable 
characters along with their scores in that ability, 


STRENGTH (STR) 
Strength measures your character's muscle and physical power. This ability 
is especially important for Soldiers because it helps them prevail in physical 
combat. 

‘You apply your character's Strength modifier to: 

Melee attack rolls 

—Damage rolls for melee and thrown weapons. (Exceptions: Grenades 
don't have their damage modified by Strength.) 

Clim, Jump, and Swim checks (the skils with Strength as the Key 
ability). 

Strength checks (for breaking down doors and the tke). 


DexTeRiTy (Dex) 
Dexterity measures hand-eye coordination, agility, reflexes, and balance. 
This ability is the most important ability for scoundrels, but it’s also high 
on the lst for characters who want to be good shots with ranged weapons 
{such as blaster pistols) or who want to handle the controls of a starship or 
speeder fairly well 

‘You apply your character's Dexterity modifier to: 

—Ranged attack rolls, such as with blasters. 

Reflex Defense, provided the character can react to the attack, 

—Acrobatics, Pilot, Ride, and Stealth checks (the skills where Dexterity 
{s the key ability) 


CONSTITUTION (CON) 

Constitution represents your character's health and stamina, Constitution 
adds toa hero's hit points, so it's important for everyone, but most important 
for soldiers and Jedi. 

‘You apply your Constitution modifier to: 

Each die roll for gaining additional hit points (though a penalty can 
never drop a hit point roll below 1; a character always gains at least 1 it 
point each time he or she goes up a leve). 

Fortitude Defense, for resisting poison, radiation, and similar threats. 

—The Endurance skill 


fa character's Constitution changes, hs or her hit points should also 
Jncrease or decrease accordingly. 


INTELLIGENCE (INT) 
Intelligence determines how well your character learns and reasons. Intel~ 
ligence isimportant for scouts, nobles, and any character who wants to have 
'8 wide assortment of skills. 
‘You apply your characters Intelligence modifier to: 
—The numberof languages your character knows at the start of the game: 
The number of trained skills you have. 


Knowledge, Mechanies, and Use Computer checks {the skills with Intel= 
figence as the key ability) 


Beasts have Intelligence scares of 1 or 2. Sentient creatures have scores 
pf at least 3 

‘When a character's Intelligence score permanently increases or decreases, 
jts number of trained skills and known languages also changes. For example, if 
Paul's Wookiee scout increases his Intelligence from 13 to 14, his Int modifier 
goes from +1 to +2. Paut’s Wookie gains one new trained skill (chosen from 
Fhisclass skills] and one new language. The Wookiee’s greater Intelligence allows 
him to utilize things he had learned but never before applied properly. 


wispom (wis) 
Every ereature asa Wisdom score. Wisdom describes a character's willpower, 
tummon sense, perception, and intuition. Compared to ineligence, Wisdom 
Jemare related to being in tune with and aware of one’s surroundings, while 
Intelligence represents one’s ability to analyze information. An “absent- 
minded professor” has a low Wisdom score and a high Intelligence score. 
‘A simpleton with low Intelligence might nevertheless have great insight 
{high Wisdom). Wisdom is the mast important ability for scouts, but i's 
also important to characters wishing to be in-tune with theit environment 
‘or characters who lite to gamble. If you want your character to have heen 
‘senses, put a high score in Wisdom. 
You apply your character's Wisdom modifier to 

Will Defense, generally for resisting certain Force attacks. 
Perception, Survival, and Treat Injury checks (the skils with Wisdom 
asthe key ability) 
=The number af Force powers you learn when you take the Force Train- 
Ing feat 


When a Force-using character's Wisdom score permanently increases 
‘OF decreases, his number of known Force powers also changes. For every 
Instance of the Force Training feat that you have, you gain one Force power 
{oran additional use of an already-known Force power) for every point by 
Which your Wisdom modifier increases. If you Instead sutfer a permanent 
reduction in your Wisdom modifier, you lose access to the same number of 
Force powers: you must choose which Force powers (or extra uses of the 
Same Force power) you lose 


CHaRisma (CHA) 

Every creature has a Charisma score. Charisma measures @ character's force 
‘oF personality, persuasiveness, personal magnetism, ability to lead, and physi 
‘al attractiveness. It represents actual strength of personality and force of 
Bresence, nat merely haw others perceive you in a social setting. Charisma 
Ts most important for nobles and Jed. 

You apply your Charisma modifier to: 


—Deception, Gather Information, Persuasion, and Use the Force checks 
(stills with Charisma as the key ability) 


CHANGING 
ABILITY SCORES 


(Over time, your character's ability scores can change. Ability scores can 
increase without lit 


#Ax4th, ath, 12th, 16th, and 20th level, a heroic character increases two 
ability scores by 1 point each. 

Asa character ages, some ability scores go up and others go down. See 
Table 7-2; Aging Effects (page 110) for details 


When an ability score changes, all attributes associated with that score 
change accordingly, For example, when Sia-Lan becomes a 4th-level Je 
she increases her Dexterity from 1S to 16 and increases her Charisma from 
13 to 14. Now she's harder to hit, better at using ranged weapons, and all of 
her Dexterity-based and Charisma-based skills improve as wel 
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| The Star Warsaataxy contains 2 bewildering variety of species, each with ts 

| ow unique outook and cvization.Athough Humars dominate the known 

| galaxy, there are many inteligent alien species that can be encountered 

wherever you travel 

| Humans live among tne Core Words, throughout the Mid Rim, and even 

\. |. onthe worid af the Outer Rim Tertitories. Most of the ain species have 

© theirown homeworids and colonies, but individuals can be found anywhere, 

thanks to the prevalence of hyperspace travel, The promise of profit and 

power often lure members of all species tothe same arezs, icludingspace- 
‘parts and metropolitan cities. 

Sometimes its easy to believe that a Rodians are outtaws ral Wookiees 
axe short-tempered, but the tuthis that every member of every species 
Unique. Depending on the era in which your campaign's se, nonhuman 
species have different social sivantages or disadvantages, as explained in 
the Era Note: Species sidebar (page 23). 


CHOOSING A SPECIES 
‘After you rol your ability scores and before you write them on your charac- 
ter sheet. choose your character's species. At the same time, you' want to 
select your characters class, since species affects how wel the character 
nde in each class. Once you've decided your character's species and class, 
ability scores to particular abilities. Alter the scores according to the 
jes (see Table 2-1: Species Ability Modifiers) and continue detailing 
character. 
“You can play a character of any species presented in this chapter, but 
lain species do better pursuing certain classes, 
Your character's species provides plenty of clues as to the sort of person 
‘she is, how he or she feels about characters of other species, and what 
ptivates him or her. Remember, however, that the species descriptions only 
iy to the majority of people. In each species, some individuals diverge 
“from the norm, and your character can be one of these. Don't let a descrip- 
tion hinder you from detailing your character a you like 


Your character's species determines some of his or her qualities. 


ABILITY ADUUSTMENTS 
Find your character's species on Table 2-1: Species Ability Adjustments and 
apply the adjustments that you see there to your character's ability scores. 
If the changes raise a score above 18 or lower it below 3, that's okay. 

For example, a Rodian gets a +2 species bonus on his Dexterity score and 
{8-2 penalty on his Wisdom and Charisma scores. Knowing this, the player 
puts her best score rolled (15) in Dexterity and sees it increase to 17. She 
doesn’t want @ Wisdom or Charisma penalty for her character, so she puts 
above-average scores (13 and 12) in Wisdom and Charisma. These drop to 
11 and 10, for neither @ bonus nor @ penalty. 


SPECIES: ABILITY ADJUSTMENTS. 


Bothan +2 Dex, -2Con 


Duros +2 Dex, +2 Int, -2Con 


Gamorrean $2 Str,-2 Dex, -2 Int 


Ithorian +2 Wis, +2 Cha, -2 Dex 


Mon Calamari +2 Int, +2 Wis, -2 Con 


Rodian +2 Dex, -2 Wis, -2 Cha 


‘Trandoshan +25tr,-2Dex 


Wookiee +4°St, +2 Con, -2 Dex, -2 Wis, -2 Cha 


COMMON LANGUAGES 

The Stor Wors galaxy & home to milions of languages, but picking 
languages for your character doesn't need to be daunting, A few of the 
‘more common languages are listed below. Among these, Basic is the most 
widely spoken, Other prevalent languages include Huttese (particularly 
‘common in the Outer Rim), Binary [used by droids and programmers), and 
‘Bocce (a trade language that can be spoken by almost any species), 


Basic Huttese 
Binary Ihorese 
Bocce Jawa Trade Language" 
Bothese Kel Dor 

Cerean ‘Mon Calamarian 
Dosh ‘Quarrenese 
Durese Rodese 
Ewokese yl 
Gamorrean ‘Shyriiwook 
Gunganese” ‘Sullustese 

High Galactic 2abrak 


* Local language not widely spoken except on Its planet of origin, 


“THE ABILITY 
TO SPEAK DOES 
NOT MAKE YOU 

INTELLIGENT.” 


— Qui-GONn JINN 


KNOWN LANGUAGES 
The primary language used throughout known space |s called Basic, Mast 
characters can speak Basic, and all characters understand it evenif they con't 
speak it. Nonhuman characters can also speak, read, and write the language 
associated with their species; for example, Bothans speak, read, and write 
Bothese 2s well as Basic 

Characters with an intelligence bonus know how to speak, read, and write 
‘other languages 2s well. For each point of Intelligence bonus, a character cal 
‘speak. read, and write one additional language of his choice. 

‘Some species (Gamorreans and Wookiees, for example) are incapable of 
speaking any language other than their native tongue, but they can learn tO 
read and write other languages just Fine. 


HUMANS 
Humans dominate the Core Worlds 
and can be found in virtually every 
corner of the galaxy. They are 
the ancestors of early spacefaring 
pioneers, conquerors, trader, trav 
clers, and refugees. Humans have 
always been people on the move 
As a result, they can be found on 
almost every inhabited planet. As 
a species, Humans are physically, 
culturally, and politically diverse 
Hardy 0 fine, light-skinned or dark 
Humans remain one of the most 
Gominant species throughout all 
ras of play. 

Personality 
Hy funs the gamut of possibilities, though members of this species tend 
{a be highly adaptable, tenacious, and willing to keep striving no matter 
the odds. They are flexible and ambitious, diverse in their tastes, morals, 
‘eustoms, and habits 

Physical Description: Humans average about 1,8 meters tall. Skin shades 
fur from nearly black to very pale, har from black to blond. Men are usually 
‘aller and heavier than women, Humans achieve maturity about the age of 
16 und rarely live beyond 106, 

Homeworlds: Various, including Coruscant (page 229), Corelia, Naboo 
{pane 233), Tatooine (page 236), and Alderaan 
Languages: Humans speak, read, and write Basic. They often learn other 
Wuiiges as wel, including obscure ones 
Example Names: Anakin, Arai, Bail, Ben, Beru, Biggs, Boba, Corran, Dack 
Dané, Galak, Garm, Han, Jango, Jodo, Lando, Leia, Luke, Mace, Mara, Obi-Wan, 
‘Owen, Padme, Qui-Gon, Sia-Lan, Rann, Talon, Vor‘en, Wedge, Winter. 

‘Adventurers: Humans aren't afraid to try anything, and Human adventur 

fete most audacious, daring, and ambitious members of an audacious, 

tiring, and ambitious species. A Human can earn glory by amassing power, 
Wealth, and fame, More than any other species, Humans champion causes 
father than territories oF groups 


Human personal 


c 


HUMAN Species TRAITS 
Humans share the following species traits 
Medium Size: As Medium creatures, Humans have no special bonuses: 
OF penalties due to their size 
é Human base speed is 6 squares. 
Bonus Trained Skill: Humans are versatile and accomplished at many 
AHuman character chooses one additional trained skill at 1st level 


The skill must be chosen from the characte’ list of class skills (see Chapter 
3: Heroic Classes). 

Bonus Feat: Humans gain one bonus feat at Ist level (see Chapter 5: 
Feats. 

‘Automatic Language: Basic 


BOTHANS 

Native to Bothawui, these short, Fur-covered humanoids have had hyper- 
space travel for thousands of years. Bothans use information as a measure 
of wealth and power, even wielding it as a weapon when necessary, The 


Era NoTes: SPeciIES 

Nonhuman characters have some restrictions placed upon them, 
depending on the era in which your campaign is set. These restrictions 
are described below. 


‘The Rise of the Empire (50 to 0 years before Episode IV) 

During the time that saw the erasian of the Ola Republic and the rise 
of the Empire, including the period around Episodes I-Il all species 
participated in a more or less cosmopolitan galaxy. The only restrictions 
(on your ehoice of an alien species in this time frame refer to species that 
have not yet “been discovered! by the galaxy at large. Ewaks, therefore, 
are not available if your campaign i set in this ra 


The Rebellion (0 to 5 years after Episode IV) 
The Empire was particularly entrenched with anti-alien sentiments 
uring this period of galactic history, most alien species were either 
‘enslaved or subjugated by the Empire. In the Outer Rim, nonhuman spe= 
cies continued to carry on their lives as normally as they were able, but 
Jn the more civilized regions, nonhumans were relegated to the status 
of second-class citizensor worse. Many aliens joined the Rebellion, 
fighting alongside humans in an effort to throw off the shackles of 
‘oppression and tyranny. Ewoks show up late in this era, during the 
Battle of Endor, and free Wookiees rarely appear due to their status 
as slaves of the Empire. 

Late in this era, with the decline of the Empire and the birth of the 
‘New Republic, nonhumans once again take a prominent and equal role 
ln the affairs of the galaxy. 


‘The New Jedi Order (25+ years after Episode IV) 

Allalien species are available without restriction in this time frame. The 
era is marked by the New Republic's battle against the Yuuzhan Vong 
invaders and tainted by growing distrust of the Jedi Knights. 
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Bothan SpyNet, one of the largest 
intelligence agencies during most 
plays 
Galactic Civil War 

Culturally, Bothans don’t 
believe in direct conflict because 
it destroys people, material, and 
even information. They prefer 
behind-the-scenes manipulation 


important role in the 


watching and waiting for infor 
mation that they can use to gain 
status and influence. This attitude 
part of 
their culture. While others often 
find Bothans to be manipulative 
4nd irritating, no one wants to lose 
‘access to their SpyNet. AS a result 
nearly all groups have at least some contact with the Bothans, 

Personality: Bothans are curious, manipulative, crafty, suspicious, 
‘nd even a bit paranoid, They can be iritating, but they are also loyal and 
brave, 

Physical Description: Bothans are covered with fur that ripples in 
‘esponse to their emotional state. They have tapered ears, and both male and 
female Bothans sport beards. They average about 1.6 meters tall and have & 
‘maturity rate and life span slightly greater than Humans. 

Homeworld: The industrial world of Bothawul (page 228), with various 
‘colony worlds throughout the Mid Rim Territories. 

Languages: Bothans speak, read, and write Bothese and Basic 

Example Names: Borsk Fey'lya, Karka Kre'fey, Koth Melan, Tav Breilya 
Tereb Ab'lon, 

Adventurers: Bothan adventurers, often SpyNet operatives, engage in 
daring missions at great personal risk. In addition, many Bothan heroes serve 
as soldiers, pilots, and diplamats. Their curiosity leads some to be explorers 
and seouts 


makes espionage a natu' 


BOTHAN SPECIES TRAITS 
Bothans share the following species traits 

Ability Modifiers: +2 Dexterity, -2 Constitution. Bothans are agile but 
rot particularly resilient. 

Medium Size: As Medium creatures, Bothans have no special bonuses 
or penalties due to theirs 

Speed: Bothan base speed is 6 squares. 

Iron Will: Bathans have above-average willpower and gain a +2 species 
‘bonus to their Will Defense 


Conditional Bonus Feat: Bothans are natural spies and investigators, A 
Bothan with Gather Information as a trained skill gains Skill Focus (Gather 
Information) as a bonus feat. 

Automatic Languages: Basic and Bothese. 


CEREANS 
Cereans are a sophisticated and cultured humanoid species native to Cerea, 
4 world on the fringes of known space. Their elongated heads distinguish 
em from most other humanoid species. 

Cereans established contact with the rest ofthe galaxy shortly before the 
Galactic Republic was transformed into the Empire, swiftly gaining fame as 
expert astrogators, cryptographers, and economists. Few patterns or trends 
escape the natice of a Cerean, 

Cerean society is matriarchal, and the Cerean culture's traditional values 
emphasize living in harmony with nature and minimizing any impact on the 
environment from technology. The peaceful philosophies of the Jedi appeal 
to Cereans, and many join the Order. 

Personality: Cereans tend to be calm, rational, and extremely logical 

Physical Description: Cereans average about 2 meters tall, with elon- 
gated eraniums housing binary brains. They have a maturity rate and life 
span similar to those of Humans. 

Homeworld: The blissful planet Cerea (page 228) 

Languages: Cereans speak, read, and write Cerean and Basic 

Example Names: Ki-Ad, So Leet, Sylvn, Ti-Dal, Maj-Odo. 

Adventurers: Cereans who become adventurers do so in spite of thelr 
peaceful traditions. Still, when a cause or situation leads down this path, @ 
Cerean tries to keep these traditions intact, avoiding aggression when pos 
sible. The binary brain allows a Cerean to constantly weigh both sides in any 
disagreement and give two points of view equal consideration, This ability 
extends eve 
the Force, and a Cerean Force-user 
often contemplates the light side 
and the dark side simultaneously. 


to issues surrounding 


CeREAN 
SPecies 
TRAITS 
Cereans share the following spe- 
ies traits 

Ability Modifiers: +2 Intel 
gence, +2 Wisdom, -2 Dexterity 
Cereans are bright and intuitive 
but less coordinated than most 
thes species. 


Medium Size: As Medium creatures, Cereans have no special bonuses or 
Ities due to their size 
ispeed: Cerean base speed is 6 squares 
ltuitive Initiative: A Cerean may choose to reroll any Initiative check, 
puttiie result of the reroll must be accepted even if itis worse. Despite their 
Knetal lack of coordination, Cereans' reaction speed is superior to that of 
most other species 
Conditional Bonus Feat: A Cerean with initiative asa trained skill gains 
‘gull Focus (Initiative) as a bonus feat 
‘Automatic Languages: Basic and Cerean. 


DuROS 
Tall hairless humanoids from the Duro system, Duros were ane of the 
Species to become a major influence in the Galactic Republic, and ma 
respected scholars credited the Duros with creating the first nyperdrive. The 
uros have a natural affinity for space travel, possessing an innate grasp of 
the mathematical underpinnings of astrogational computations. Many tales 
fae swapped in cantinas about Duros astrogators calculating the coordinates 
for supposedly impossible jumps in their heads. Although not as numerous 
fas Humans, the Duros are almost as omnipresent; al but the smallest settle 
ments in known space feature Duros populations. 

The Duros species has existed on other worlds in isolation from the res: 
‘Of their kind, evolving in slight different directions from the baseline specie 
are the Neimoidians 


‘The most populous and well-known near-Duros spec 
aipeople rarely encountered during the Rebellion era 

Personality: A Duros tends to be intense and adventurous, always 
Seething to learn what's at the end of the next hyperspace jump. They are a 
proud, self-sufficient, fun-loving people who also have a tendency toward 
‘gregariousness 

Physical Description: Duros 
Average about 1,8 meters tall 
They are hairless, with large eyes 
aNd Wide, lipless mouths. Skin 
(olor ranges from blue-gray to 
deep azure 

Homeworld: The orbiting cities 
Af the Duro system (page 230) 

Languages: Duros speak and 
Ate literate in Durese and Basic. 

Example Names: Baniss Keeg 
Blo, Kadlo, Kir Vantai, Lai Nootka 
Monnda Tebbo, 

Adventurers: Ouros adventur- 
15 Include hyperspace explorers, 
Mr charters, and spacers of all 
Geseriptions. They also tend to 


gravitate toward the sciences, including engineering and astrogation. Some 
Duros shun exploration in favor of smuggling and trading, and a small number 
{90 into diplomatic professions. 


DuROS SPECIES TRAITS 
Duras share the Following species traits: 

Ability Modifiers: +2 Dexterity, +2 intelligence, ~2 Constitution. Duros 
are agile in mind and body, but they aren't a physically hardy people. 

Medium Size: As Medium creatures, Duros have na special bonuses or 
penalties due to their size 

‘Speed: Duros base speed is 6 squares. 

Expert Pilot: As natural spacers, a Duros may choose to reroll any Pilot 
check, but the result of the reroll must be accepted even if itis worse, 

Automatic Languages: Basic and Durese. 


EwoKs 

Intelligent omnivores native to ane of the moans orbiting Endor, Ewoks are 
almost unknown prior to the Battle of Endor. Ewoks live in tree-dwelling 
tribes with gender-based division of labor; males hunt, forage, and make 
weapons, while females raise young and handle other domestic tasks. Ewok 
culture revolves around complex animistic beliefs involving the giant trees 


of the forest moon, 


Although technologically primitive, Ewoks are clever, inquisitive, and 
inventive. Skittish and wary when first introduced to machines, their curiosity 
soon overcomes fea. 
Personality: Ewoks tend to be curious, superstitious, and courageous, 
though they can be fearful around things that are strange and new. 
Physical Description: Ewoks average about 1 meter tall. Their fur color 
and pattern varies widely 


Homeworld: The forest moon of 
Endor (page 230) 

Languages: Ewoks speak 
Ewokese, They have no written 
form of their language. They can 
learn to speak Basic 

Example Names: Asha, Chirp, 
Deej, Kneesaa, Latara, Logray, 
Malani, Nippet, Paploo, Shodu, 
Teebo, Wicket, Wiley 

Adventurers: An Ewok adven 
turer maybe motivated by a love of 
excitement, 2 natural inquisitive- 
ness, or a wartior’s quest: Collect- 
ing powerful “magic” items from 
fallen opponents is sure way to earn 
the respect of the tribe 


Ewok SPECIES TRAITS 
Ewoks share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Strength, Ewoks are very agile but 
somewhat weak. 

‘Small Size: As Small creatures, Ewoks gain a +1 size bonus to their Reflex 
Defense and a +5 size bonus an Stealth checks. However, their lifting and 
carrying limits are three-quarters of those of Medium characters. 

Speed: Ewok base speed is 4 squares. 

Primitive: Ewoks do not gain Weapon Proficiency (pistols, rifles, or 
heavy weapons) as starting feats at Ist level, even if their class normally 
cgrants them, 

Scent: Ewoks have a keen sense of smell. At close range (within 10 
squares), Ewoks ignore concealment and cover for purposes of Perception 
checks, and they take no penalty from poor visibility when tracking (see 
Survival sil, page 73), 

Sneaky: An Ewok may choase to reroll any Stealth check, but the result 
Of the reroll must be accepted even if itis worse 

Conditional Bonus Feat: Ewoks are skilled foragers. An Ewok with Sur 
Vival as a trained shill gains Skill Focus (Survival) 3s a bonus feat 

‘Automatic Languages: Ewokese (speak only) 


GAMORREANS 

Gamorreans are green-skinned, porcine creatures from native to Gamorr 
Theit tendency toward violence makes them valued as criminal enforcers 
though viewed as mindless brutes, they don't care so long as they are paid 
to fight. 

Gamortean civilization revolves around the never-ending wars between 
their clans, Preferring large melee weapons in combat, many see ranged 
weapons as cowardly, Males live to fight; females farm, hunt, and manu 
facture weapons. Inter-clan hatred 
rarely fades, and anyone hiring 
Gamorreans should be aware of 
their clans to avoid infighting 

Personality: Gamorreans are 
toutish, violent, and proud. They 
respect physical prowess and have 
no problem facing death against 2 
foe they feel they are on at least 
equal footing with. 

Physical Description: Gamor- 
reans average about 1.8 meters 
tall, with thick green skin covering 
powerful muscles. Close-set eyes, a 
thick snout, tusks, and small horns 
give them a distinct look. 


Homeworld: The preindustrial world of Gamorr (pae 231), 

Languages: Gamorreans speak Gamorrean. They have no written ver- 
sion of the language. They can lear to understand but not speak other 
languages 

Example Names: Gartoga, Jubnuk, Ortugg, Ugmush, Venorra, Warlug 

Adventurers: Some Gamorreans leave their homeworld as slaves but 
later escape of buy out their contracts. Others sell their contracts, finding 
employment as bodyguards or enforcers. A Gamorrean is constantly at war; 
nly a matter af figuring out who the enemy i. Gamorrean heroes tend 
to select the soldier class. 


GAMORREAN SPECIES TRAITS 
Gamorreans share the following species traits: 

Ability Modifiers: +2 Strength, ~2 Dexterity, ~2 Intelligence. Gamorreans 
possess greater physical power, but have limited agility and intelligence. 

Medium Size: As Medium creatures, Gamorreans have no special bonuses 
or penalties due to ther size. 

Speed: Gamorrean base speed is 6 squares 

Primitive: Gamorreans do not gain Weapon Proficiency (pistols, rifles, 
or heavy weapons) as starting feats at 1st level, even if their class normally 
rants them. 

Great Fortitude: Gamorreans gain a +2 species bonus to their Fortitude 
Defense, accounting for their reat physical resistance. 

Bonus Feat: Gamorreans gain Improved Damage Threshold as a bonus 
feat 

‘Automatic Languages: Basic (cannot speak) and Gamorrean (speak 
only) 


GUNGANS 


The Gungans are omnivorous 
humanoids native to the swamps of 
Naboo, Technologically advanced, 
they rely mostly on biotech, groW= 
ing instead of building thelr homes 
and production facilities. 

While their culture is peaceful 
it evolved from a series of long, 
bloody clan wars, and Gungans still 
admire strenath and cunning, Mast 
communities are devoted to farm 
ing or manufacturing goods that 
are then traded to other Gungan 
settlements, but they will reluc- 
tantly trade with the Humans of 
Naboo 


: Gungans tend to be inquisitive, cautious, and suspicious. 


Naboo (page 233). 

{Gungans speak, read, and write Gunganese and Basic. 
‘Names: Fassa, Jar Jar, Rugor, Tarpals, Toba, Tobler Ceel, Yoss. 
ers: Many Gungans leave their underwater cities to explore 


mimpulse to regain the warrior spirit of old—have taken a larger step 
society. 


SUNGAN SPECIES TRAITS 
ss share the following species traits 
ity Modifiers: +2 Dexterity, -2 Intelligence, -2 Charisma. Gungans 
ile but aren't particularly witty or astute. 
lum Size: As Medium creatures, Gungans have no special bonuses 
isles due to their size 
Jj Gungan base speed is 6 squares. They have a swim speed of 4 


Expert Swimmer: A Gungan may choose to reroll any Swim check, but 
‘ebult of the reroll must be accepted even if itis worse. In addition, a 
‘may choose to take 10 on Swim checks even when distracted or 


Hold Breath: Gungans are at home either in air or water. A Gungan can 
his breath for 2 number of rounds equal to 25 times his Constitution 
before he needs to make Endurance checks to hold his breath [see the 
ce Sil, page 66) 
Lightning Reflexes: Gungans gain a +2 species bonus to their Ref 
se, accounting for their uncanny ability to avoid danger. 
Low-Light Vision: Gungans ignore concealment (but not total conceal 


Familiarity: Gungans with the Weapon Proficiency (simple 
a) Feat are proficient with the atlatl and the cesta (see page 121), 
Languages: Basic and Gunganese 


ITHORIANS 
are tall humanoids whose appearance leads many to refer to them 
Hially a5 "Hammerheads." Peaceful and gentle, Ithorians are widely 
25 tlened artists, biliant agricultural engineer, and skied 


Safe pethaps the greatest ecologists in the galaxy, devoting their 
0 preserving the natural beauty of their homeworld’ jungles. Tey 


I*herds" dwelling in cities that hover above the surface of ther planet and 
10 maintain the ecological balance in the "Mother Jungle.” 


Ithorians 250 travel the galaxy in massive “herd ships.” masterpieces of env- 
ronmental engineering thet cerry a perfect replica of ther native jungle. Many look 
forward to trading forthe exotic wares the horians bring from distant plants, 

Personality: Ithorians tend to be calm, peaceful, tranquil, and gentle. 

Physical Description: Ithorians are humanoid, ranging in height from 1.8, 
102.3 meters tall, with long necks that curl forward and end In dome-shaped 
heads. They have two mouths, one on each side of their neck, producing 
stereo effect when they talk 

Homeworld: Ithor (page 231), or a specific herd ship. 

Language: Ithorians speak stereophoric Ithorese and Basi. 

Example Names: Fandomar, Momaw, Oraltor, Tomia, Trangle, Umwaw. 

‘Adventurers: Ithorians tend to concentrate on peaceful professions. They 
love to meet new beings and see new places. Often, wanderlust leads them to 
explore the greater galaxy for a time before they eventually return home. 


“WHY DO !l SENSE 
WE'VE PICKED UP 
ANOTHER PATHETIC 
LIFE FORM." 


- OBI-WAN KENOBI 


ITHORIAN SPECIES TRAITS 
Ithorians share the following species traits: 

Ability Modifiers: +2 Wisdom, +2 Charisma, ~2 Dexterity, thorians are 
wise and deliberate thinkers whose 
personable nature allows them to 
‘get along well with others, but they 
‘re not agile 

‘Medium Size: As Medium crea- 
tures, Ithorians have no. special 
bonuses oF penalties due to their 
size. 

Speed: Ithorian base speed is 


Ithorians have 
above-average willpower and gain 
@ +2 species bonus to their Will 
Defense. 

Bellow: As 2 standard action, 
an Ithorian can open all four of its 
throats and emit a terrible subsonic 


bellow. The Ithorian makes a special attack rol (1420 + its character level) and 
‘compares the result to the Fortitude Defense of ail creatures and unattended 
Objects in a 6-square cone. A successful hit deals 346 points of sonic damage 
if the attack misses, the target takes half damage instead. 

Each use of this ability moves the Ithorian ~1 step along the condition 
track (see Conditions, page 148). 

‘An itharian can choose to add more dice (46s) to the damage it deals with 
Its bellow, but each additional 146 of damage moves the Ithorian another —1 
step along the condition track 

‘Survival Instinet: An Ithorian may choose to reroll any Survival check 
but the result of the reroll must be accepted even if it 

Conditional Bonus Feat: Ithorians like to maintain close ties with nature 
An thorian with Knowledge life sciences) asa trained skill gains Skill Focus 
(Knowledge [life sciences]} as 2 bonus feat 

‘Automatic Languages: Basic and Ithorese 


KEL DOR 

The Kel Dor evolved on Dorin, a world with an atmosphere consisting mostly 
of helium and a gas that is unique to that world. As such, Ke! Dor cannot 
breathe on planets with common nitrogen/oxygen atmospheres. Conversely, 
Dorin’s atmosphere is toxic to most nonnative life (see page 253) 

(On other planets, Kel Dor dwellings provide their native atmosphere 
(stored in large tanks). When outside, Kel Dor must wear breath masks and 
goggles. They can neither see nor breathe without these devices. Most Kel 
Dor breath masks include vocoders that amplify the wearer's speech; while 
thelr vocal cords function normally in their native atmosphere, Kel Dor must 
shout to produce sound in other environments. Their eyesight, however, is 
enhanced when they are away from Dorin 

Personality: Calm and kind, the Kel Dor never turn away a being in 
need. Still, most believe in quick 
simgle justice (even engaging in 
Vigitantism) 

Physical Description: The aver- 
age Ke! Dor stands between 1.6 and 
2 meters tall. Their skin ranges from 
peach to deep red, and most have 
black eyes 

Homeworld: The technological 
planet of Dorin (page 229). 

Languages: The Kel Dor speak 
read, and write Ke! Dor and Basic 

Example Names: Dorn Tl, 
Koon, Torin Dal. 

Adventurers: Kel Dor commonly 
become diplomats, bounty hunters, 


and Jedi, Given thelr altruism and sense of justice, many enter law 
enforcement 


KEL DOR SPECIES TRAITS 
Kel Dor share the following species traits 

Ability Modifiers: +2 Dexterity, +2 Wisdom, -2 Constitution. Ke! Dor 
are quick and wise. but they suffer from weaker constitutions than other 
species. 

‘Medium Size: As Medium creatures, Kel Dor have no special bonuses or 
penalties due to their size. 

‘Speed: Ke! Dor base speed is 6 squares 

Keen Force Sense: Ke! Dor may choose to reroll any Use the Force check 
made to search their feelings or sense the Force, keeping the better of the two 


Low-Light Vision: Kel Dor ignore concealment (but not total conceal 
ment) from darkness, 

Special Equipment: Kel Dor suffer limitations outside their native 
atmosphere. Without protective goggles, a Kel Dor is considered blind (see 
page 254). Without an antiox breath mask, a Kel Dor begins to suffocate 
{see Endurance, page 66). A replacement mask costs 2,000 credits (500 an 
Dorin), and a year's supply of filters costs 200 credits (80 on Dorin), Kel Dar 
characters begin play with these items at no cost 

‘An antiox breath mask is poisonous to other species (see page 258). 

‘Automatic Languages: Basic and Kel Dor, 


MON CALAMARI 

Amphibious land-dwellers, the Mon Calamari share their Outer Rim home= 
world with the aquatic Quarren, They tend to be soft-spoken but vigorously 
defend causes that inspire them, Mon Calamari suffered under great oppres= 
sion under the Galactic Empire) 
thus, it was one of the first worlds 
to declare support for the Rebel 
Alliance. 

‘Mon Calamari are widely recs 
ognized for their keen analytical 
and organizational abilities, and 
they have developed a reputation 
‘as being among the foremost ship 
designers in the galaxy. They s€€ 
everything they create as a work of 
art, not just as @ too! or weapon 

Personality: Creative, quiet 
and inquisitive, the Mon Calamafl 
are dreamers who cherish peace but 
‘aren't afraid to fight for the causes. 
they believe in 


Description: The average Mon Catamari stands 1.8 meters tall, 
Jhave high-domed heads, large eyes, and smooth, mottled skin. 


orld: The watery world of Mon Calamari (page 232). 

juages: The Mon Calamari speak, read, and write Mon Calamarian 
Basic. They tend to learn Quarrenese a5 well 

7 le Names: Ackbar, Bant, Clighal, Ibtisam, Jesmin, Oro, Perit, 


iAdventurers: Mon Calamari seek their dreams among the stars. They 
« idealistic and daring, often attaching themselves to causes that seem 
ss oF lost right from the start. They strive to prove that even thinkers 


AON CALAMAR! SPECIES TRAITS 
Calamari share the following species traits: 
bility Modifiers: +2 Intelligence, +2 Wisdom, -2 Constitution. Mon 
ri are bright and prudent, but they have relatively frail physiques. 
“Medium Size: As Medium creatures, Mon Calamari have no special 
gnuses or penalties due to their size. 
‘Speed: Mon Calamari base speed is 6 squares. They have a swim speed 
A squares. 
Breathe Underwater: As amphibious creatures, Mon Calamari can't 
nin water, 
[Expert Swimmer: A Mon Calamari may choose to reroll any Swim check, 
the result ofthe reroll must be accepted even if itis worse. In addition, a 
Calamari may choose to take 10 on Swim checks even when distracted 
‘threatened, 
Low-Light Vision: Mon Calamari ignore concealment (but not total 
iment) fram darkness. 
ditional Bonus Feat: Keenly perceptive, a Mon Calamari with 
Perception as a trained skil gains 
Skill Focus (Perception) as a bonus 
feat 
Languages: Basic and Mon 
Calamarian 


QUARREN 
The Quarren hail from the distant 
Outer Rim world of Mon Calamar 
sharing the world withthe sentient 
humanoid species of the same 
name. The Mon Calamari live on 
the surace ofthe word, while the 
more isolationist Quarren dwell 
oxygen-filled cities in the deep 
recesses of the oceans. 


Offworld. Quarren generally stay clear galactic politics. instead, they often 
‘become involved with shadowy occupations such as pirates, smugglers, and 
Spy networks. Many Quarren blame both the Empire and the Rebels (even 
more than the Mon Calamari) for their homeworld's devastation during the 
Galactic Civil War. 

Personality: Practical and conservative, Quarren tend to hate change 
and distrust anyone who displays overt optimism and idealism. 

Physical Description: The average Quarren stands 1.8 meters tall. They 
have leathery skin and heads that resemble four-tentacled squids, hence the 
‘name "squid head” sometimes used by others. 

Homeworld: The watery planet Mon Calamari (page 232). 

Languages: Quarren speak, read, and write Quarrenese and Basic. They 
tend to learn Mon Catamarian as well. 

Example Names: Kelmut, Seggor, Tessek, Tsllin, Vekker, Vuhlg 

Adventurers: Quarren leave their homeworld to escape their dependency 
‘on the Mon Calamari. They tend to seek out the fringes of society, operating 
a scoundrels or nobles in criminal organizations, 


QUARREN SPECIES TRAITS 
Quarren share the following species traits 

‘Ability Modifiers: +2 Constitution, ~2 Wisdom, -2 Charisma, Quarren are 
‘extremely resilient and physically tough, though they tend toward deficien- 
cies in wisdom and social graces. 

Medium Size: As Medium creatures, Quarren have no special bonuses 
‘or penalties due to their size 

‘Speed: Quarren base speed Is 6 squares, They have a swim speed of 4 
squares. 

Breathe Underwater: As amphibious creatures, Quarren can't drown 
in water. 

Expert Swimmer: A Quarren may choose to reroll any Swim check, but 
the result of the reroll must be accepted even if itis worse. In addition, a 
‘Quarren may choose to take 10 on Swim cheeks even when distracted oF 
threatened. 

Low-Light Vision: Quarren ignore concealment (but not total conceal- 
ment) from darkness. 

Conditional Bonus Feat: Adept traders and negotiators, Quarren with 
Persuasion as a trained skill gains Skill Focus (Persuasion) as a bonus feat 

Automatic Languages: Basic and Quarrenese, 


RODIANS 

Rodians hail from the Tyrius star system in the Mid Rim, their homeworld 
humid and choked with heavy rain forests teeming with dangerous life forms. 
In this hostile environment, the Rodians evolved into brutal hunters and killers 
to survive. As a result, Rodian culture centers around the concept of “the 
hunt." Their art glorifies violence and the act of stalking prey. The more intel- 


ligent and dangerous a hunter’ prey, the more honorable the hunt. Rodians 
have numerous annual festivals that exist solely to honor such activities. 

Since joining the est of the galaxy’s spacefaring species, the Rodians have 
‘came to view bounty hunting as the most honorable profession in existence, 
and many have found great success in this field 

Personality: Radians tend to be violent, tenacious, and dedicated. 

Physical Description: Humanoid, with multifaceted eyes, a tapered snout, 
and deep green skin, the average Radian stands 1.6 meters tal. 

Homeworld: The industrial world of Rodia (page 234), 

Languages: Rodians speak, read, and write Rodese and Basic, but many 
learn to speak Huttese a5 well 

Example Names: Andoorni, Beedo, Chido, Doda, Greedo, Greeata, Kelko, 
Navik, Neela, Neesh, Wald 

‘Adventurers: Rodian adventurers leave their homeworld to improve 
theitskils, hoping to one day return and claim the title of Hunt Master. To 
this end, they take on roles that allow them to flex their hunting skills and 
Increase their battle prowess, most commonly working as bounty hunters 
or mercenaries. 


RODIAN SPECIES TRAITS 
Rodians share the following species traits 

Ability Modifiers: +2 Dexterity, -2 Wisdom, -2 Charisma. Rodians are 
{quick and well coordinated but often act before thinking things through and 
are often rude and try to bully others 

Medium Size: As Medium creatures, Rodians have no special bonuses or 
penalties due to thelr size 

Speed: Rodian base speed is 6 squares. 

Heightened Awareness: A Rodian may choose to reroll any Perception 
check, but the result of the reroll must be accepted even if itis worse 

Low-Light Vision: Rodians 
ignore concealment (but not total 
concealment) from darkness 

Conditional Bonus Feat: Rodi- 
ans are taught how to track and 
survive in the wilderness of Rodia 
from a very young age. A Rodian 
with Survival as @ trained skill 
gains Skill Focus (Survival) as a 
bonus feat. 

‘Automatic Languages: Basic 
and Rodese. 


SULLUSTANS 

Tosurvive the natural perils of their harsh, volcanic homeworld, the Sullustans 
evolved in the planet's numerous caves. They prefer to dwell underground, 
constructing highly advanced cities of such great beauty that wealthy 
sightseers come from all over the galaxy to visit them, Living underground 
helped the Sullustans to develop acute senses, and they are renowned for 
their navigational and piloting skills. 

This friendly, gregarious species enjoys interacting with unique, unusual, 
and interesting beings. When Old Republic scouts first visited their home- 
world, the Sullustans quickly embraced galactic civilization. The Sullustan 
‘manufacturing company SoroSuub is one of the largest non-Human-owned 
interstellar corporations in the galaxy. Infact, the company Is so powerful 
that it has become the official government of Sullust, and more than half of 
the planet’s population is on its payroll. 

Personality: Sullustans tend to be pragmatic, pleasant, and fond of 
practical jokes. 

Physical Description: Humanoid with large round eyes, big ears, and 
jowls, the average Sullustan stands 1.5 meters tall. 

Homeworld: The volcanic, technological world Sullust (page 235). 

Languages: Sullustans speak, read, and write Sullustese and Basic. 

Example Names: Aril Nunb, Dlir Nep, Nien Nunb, Sian Tewy, Syub 
Srunb. 

‘Adventurers: Sullustan adventurers enjoy exploring the galaxy, conduct 
ing business, and pulling pranks to see how others react. They are inquisitive 
and lave to discover things through personal experience, sometimes being 
abit reckless. 


SULLUSTAN SPECIES TRAITS 
S.ullustans share the following species traits 

Ability Modifiers: +2 Dexter 
ity, -2 Constitution, Sullustans are 
{ulck, agile, and good with ranged 
weapons, but they are nat as hardy. 
as other species 

Medium Size: As Medium crea 
tures, Sullustans have no special 
bonuses oF penalties due to thelr 
size 

‘Speed: Sullustan base speed is 
6 squares. 

Darkvision: Sullustans ignore 
concealment (including total con= 
cealment) from darkness, However 
they cannot perceive colors in total 
darkness. 


Expert Climber: Sullustans are adept at climbing in their underground 
homes. A Sullustan may choose to take 10 on Climb checks even when 
tracted or threatened 
Heightened Awareness: A Sullustan may choose to reroll any Perception 
heck, but the result ofthe reroll must be accepted even if itis worse 
‘Automatic Languages: Basic and Sullustese 


TRANDOSHANS 
The reptilian Trandoshans are known for their great strength and wart 
futures. Many of these beings dedicate themselves to martial traning, and 
ome follow the path ofthe hunter on their native word. A few have even 
fecome renowned (or infamous) bounty hunters in galactic society, Tran- 
doshans have a long-standing enmity with Wookiees, and the two species 
have fought often over the centuries 

Trandoshans (who refer to themselves as "Toshok") have supersensitive 
tyes that can see into the infrared range. They shed their skin several times 
jnthe span of their ives and can even regenerate lost limbs, but ther clawed 
hands have difficulty with fine manipulation of object. 

Personality: Violent, brutal, and driven, Trandoshans love to compete but 
fan show compassion and mercy as the situation warrants 

Physical Description: Trandashans range from 1.8 to 2.1 meters tal 
hei sly hides offer additional defense against attacks. 

Homeworld: Trandosha (page 237) 

Language: Trandoshans speak, read, and write Dosh and Basic. 

Example Names: Bossk, Fusset, Krussk, Ssuurg, Tusserk 

‘Adventurers: A Trandoshan adventurer craves the thill of battle. Some 
Jeave Dosha to become bodyguards or mercenaries. Others set out to find 
fnew places to hunt and explore. A few use their warrior traditions to become 
Soldiers, some even developing into bounty hunters as time goes by, 


TRANDOSHAN 
SPecies 
TRAITS 

Tandoshans share the following 
Species traits: 

Ability Modifiers: +2 Strength, 
“2Dexterity. Trandoshans ate pow. 
erful but lack agility. 

Medium Size: As Medium crea 
Ares, Trandoshans have no special 
bonuses or penalties due to their 
She. 

Speed; Trandoshan base spee 
1s 6 squares 


Darkvision: Trandoshans ignore concealment (including total con- 
cealment) from darkness, However, they cannot perceive colors in total 
darkness 

Limb Regeneration: A Trandeshan regrows a lost limb in 1010 days. At 
the end of that time, all persistent penalties associated with the loss of the 


fimb are removed. 
Natural Armor: Trandoshans have thick seales that provide a +1 natural 
armor bonus te their Reflex Defense. A natural armor bonus stacks with an 


armor bonus. 
Bonus Feat: Rugged and resilient. Trandoshans gain Toughness as 3 
Automatic Languages: Basic and Dosh. 


Twi'lekcs 
From the dry, rocky world of Ryloth, Twi'leks have made a place for themselves 
along the galactic rim. These tall, thin humanoids include a variety of distinct 


braces, but are all instantly recognizable by the tentacular “head-tails” 
(called Jetku) that protrude from the backs of their heads. 

‘Sly, calculating beings, Tw'leks prefer to avoid trouble and stick to the 
shadows until an opportunity to act without undue danger to themselves 
presents itself. Their entrepreneurial spirit frequently leads them to positions 
Of influence, and Twi'lek corporate executives and ambassadors are no less 
‘common than unscrupulous Twi'lek freighter captains and crime lords. 

Personality: Twi'leks are calculating, pragmatic, and charismatic people. 
Generally, they try to avoid being swept up in open conflict, preferring 
instead to duck into the shadows where they can observe, plan, and prepare 
10 profit from the outcome. 

Physical Description: Humanoids with long head-tails, the average 
stands between 1.6 and 2 meters tall, Skin tones include white, 
green, blue, red, and orange, among 
others. 


Twi 


Homeworld: Twieks come from 
the planet Ayloth (page 234) 

Languages: Twi'leks speak, 
‘ead, and write Ry! and Basie. They 
can als communicate with one 
another using their lekku (2 form 
of sign language). Some aso learn 
Huttese. 

Example Names: Bib Fortuna, 
Deel Suroal Firth Olan, Koyi Komad, 
Lyn Me, Cola, Tott Doneeta, 


9) 
1 
4 
4 
4 
3 


‘Adventurers: Twilek adventurers generally prefer to work behind the 
scenes, letting others stand in the ful ight of day. Many wind up in busi- 
ness (whether legal or illegal), performing as entertainers, or even serving 
3s diplomats 


Twi'tex Species TRAITS 
Tiles share the following species traits 

Ability Modifiers: +2 Charisma, -2 Wisdom. Twi'leks make convincing 
Ciplomats but are relatively weak-willed 

Medium Size: As Medium creatures, 1 
penalties due to their size 

Speed: Twilek base speed is 6 squares. 

Deceptive: Naturally gifted at manipulation, a Twrlek may choose to 
reroll any Deception check, but the result of the reroll must be accepted 
even if itis worse, 

Great Fortitude: Twileks gain @ +2 species bonus to their Fortitude 
Defense, Twi'leks have great health with a natural resistance to toxins and 
iiness. 

Low-Light Vision: Twi'leks ignore concealment (but not total conceal- 
iment) from darkness. 

‘Automatic Languages: Basic and Ry/. 


WOOKIEES 
Wookiees are widely recagnized as one of the strongest and fiercest inte 
ligent species in the galaxy, Wookices have many customs and traditions 
that revolve around honor and loyalty including the special bond called the 
honor family and the sacred pledge called the life debt, A Wookiee never uses 
his of her climbing claws in combat; doing this s considered dishonorable 
and a sign of madness, 

Personality: Wookiees tend to be honorable, rash, loyal, and 
short-tempered. 

Physical Description: Wookiees are large furry bipeds ranging in height 
from 2 to 2.3 meters. 

Homeworld: The forest world of Kashyyvk (page 232) 

Language: Wookiees speak Shyriiwook, consisting of complex grunts and 
growls. They understand Basic but lack the ability to speak it: 

Example Names: Chewbacca, Gorwooken, Graznik, Low-bacea, Ralra, 
Rorworr, Salporin 

Adventurers: Wookiee adventurers usually start out as wanderers ot 
explorers, but some find this path by forming an honor family with (or owing 
a life debt to) other adventures. 


"leks have no special bonuses or 


WOOKIEE SPECIES TRAITS 
Wookiees share the following species traits: 

Ability Modifiers: +4 Strength, +2 Constitution, ~2 Dexterity, -2 
Wisdom, -2 Charisma, Wookiees are powerful and hardy, but they aren't 


‘agile, tend to be impulsive, and have 
litle patience for diplomacy, 

‘Medium Size: As Medium crea 
tutes; Wookiees have no special 
bonuses or penalties due to their 
size 

Speed: Wookiee base speed is 
6 squares. 

Extraordinary Recuperation: 
‘A Wookiee regains hit points at 
double the normal rate (see Natural 
Healing, page 148). 

Rage: Once per day, a Wook 
lee can fly into a rage as a swift 
action. While raging, the Wookiee 
temporarily gains @ +2 rage bonus 
fon melee attack rolls and melee 
damage rolls but cannot use skills that require patience and concentration, 
such as Mechanies, Stealth, or Use the Force. 

A fit of rage lasts for a number of rounds equal to 5 + the Wookiee's 
Constitution modifier. At the end ofits rage, a Wookiee moves ~1 persistent 
step along the condition track (see Conditions, page 148). The penaities 
imposed by this condition persist until the Wookiee takes at least 10 minutes 
to recuperate, during which time the Wookiee can't engage in any strenu= 
‘ous activity, 

‘Weapon Familiarity: Wookiees with the Weapon Proficiency (rifles) feat 
ate proficient with the bowcaster. 

Skills: Wookiees are great climbers and may choose to take 10 on 
Climb checks even when distracted or threatened, Known to pull the ears 
off gundarks, they may choose to 
reroll any Persuasion check made 
to intimidate others, but the result 
of the reroll must be accepted even 
if itis worse. 

‘Automatic Languages: Basic 
(cannot speak) and Shyriwook 


Ae. tm 


ZABRAK 

The Zabrak are an early spacefar- 
ing race distinguished by patterns 
‘of vestigial horns on their heads. 
Zabrak hail from many worlds 
and have been spacefarers for 50 
long that they define themselves 
and each other according to theit 
colony of origin. 


abrak possess a great amount of confidence, and they believe that there 


Inward those of other species. 
Personality: Zabrak tend to be dedicated, intense, and focused, some 
Himes appearing obsessive and single-minded to other species 
Physical Description: Humanoid, a 
horns atop their heads, The average Z: 
Homeworld: Iridonia (page 231) 
region of space. 
Language: Zabrak speak, read 


tinguished by patterns of vestigia 


‘olanies in the Mid Rim 


‘one of eigh 


and write Zabrak and Basic 


Example Names: Aagh Ook, Eeth Kath, Kooth Aan, 
Adventurers: Zabrak adventurers lave to explore the galaxy. No ch 

lenge is too big to deter a Zabrak. They range from scoundrels on distant 

colony worlds. to 

even Jed) 


nd 


ble diplomats and merchants, to scouts, soldiers, 


ZABRAK SPECIES TRAITS 
species traits 


rak share the followin 
Ability Modifiers: score adjustments, 
Medium Size: As Medium creatures, Zabrak have no special bonuses or 


abrak have no abil 


Speed: 
Heightened Awareness: Having stro 


brak base speed is 6 


val instincts and quick reac 
jon check, but the result of 


1¢ accepted even if it 


Superior Defenses: Adapted to a very tough and trying environmen 


Automatic Languages: Basic and Zabrak 
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Heroic CLASSES 
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Star Wors heroes seek credits, glory justice, fame, influence, and knowledge, 
‘among other goals. Some of these goals are honorable, some base. Each 
character chooses a different way to achieve these goals, from brutal combat 
power to subtle skills to mastery of the Force. Some adventurers prevail and 
{grow in experience, wealth, and power. Others die. 

‘A character class is the frame upon which you build your hero, It isn’t 
meant to be rigid or confining. Instead, a class provides a starting point 
from which you can develop in any direction you see fit. Don’t think of a 
class as restrictive; instead, a class is defining. When you choose a class 
for your character, you're laying the foundation of a concept that will grow 
‘and expand as you play. A class provides structure. How you develop your 
character is entirely up to you, You get to choose talents and feats as you 
advance—and you can take levels in other classes as you go along if that 
better serves the concept at the core of your hero. 


CHOOSING 
4 HEROIC CLASS 
Five basic classes, known as heroic classes, are available in the Star Wars 
Roleplaying Game. Characters with levels in heroic classes are called heroic 
characters, or heroes. Unlike nonheroie supporting characters, heroic char: 
‘acters have many special abilities that make them extraordinary. 

AL Ist level, you must choose a heroic class for your character, The five 
heroic classes are 

Jedi: The Jedi are the quardians of peace and justice in the galaxy, They 
Jearn to master the Force, and their trademark weapon is the lightsaber. 

Noble: The noble is a shrewd bargainer and negotiator who inspires 
confidence and makes a great leader 

Scoundrel: The scoundrel is a tricky, skilful rogue who succeeds by 
stealth instead of brute force 

Scout: The scout is a cunning stlled explorer trained to operate in the 
vast wilderness of space and backwater worlds 

‘Soldier: A warrior with exceptional combat capability and unequaled 
shill with weapons. 


THE MULTICLASS CHARACTER 

‘As your character advances in level, he or she may add new classes. Adding 
a new class gives the character a broader range of abilities, but all advance 
iment in the new class is at the expense of advancement in the character's 
other class or classes. A noble, for example, might become a nable/solier. 
‘Adding the soldier class would give her proficiency in more weapons, a better 
Fortitude Defense, and so on, but it would also mean that she doesn't gain 
‘new nable talents and thus is not as powerful a noble as she otherwise would 
hhave become. Rules for creating and advancing multiclass characters can be 
found at the end of this chapter. 
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CLASS AND 
LEVEL BONUSES 


‘An attack roll isa combination of three numbers, each representing a cif- 
ferent factor: a random factor (the number you roll on the 420), a number 
representing the character's innate abilities (the ability modifier), and 3 
bonus representing the character’ experience and training. This third factor 
depends on the character's class and level. Each class table summarizes the 
figures for ths third factor. 


Base ATTACK BONUS 
CCheck the table for your character's class. Your character's base attack 
bonus applies to all attack rolls. Use the bonus that corresponds to the 
character’ lass level, 

Ifa character has more than ane class, add the base attack bonuses for 
cach class tagether to determine the character's base attack bonus. 


Damace BONUS 
Your character deals extra damage on melee and ranged attacks equal to 
‘one-half her character level rounded down. A 1st-level character, therefore, 
thas a damage bonus of +0. 

Far example, a 4th-level soldier armed with a heavy blaster deals 3¢842 
points of damage with the weapon. A 12th-level soldier armed with the exact 
‘same weapon deals 34846 points of damage. 


Derenses 
Your character has three defense scores. Defenses are discussed fully on 
page 145. 

Reflex Defense: 10 + your heroic level or armor bonus + Dexterity modi- 
fier» class bonus + natural armor bonus (if any) + size modifier 

Fortitude Defense: 10 + your heroic eve! + Constitution modifier + class 
bonus + equipment bonus 

Will Defense: 10 + your heroic level + Wisdom modifier + class bonus 


Heroic Level 
Your heroic level is the sum of all evels you have in heroic classes (Jedi, 
noble, scoundrel, scout, soldier) and prestige classes (see Chapter 12), lt 
does not include levels in the nonheroic character class (see page 277) 
fr beast class (see page 273). For example, if you were a scout 6/soldier 
2, you would have a heroic level of 8, adding that number to all of your 
defense scores 


Class Bonuses to Defenses 
‘When you take your first level in a heroic class, you gain class bonuses on 
two or more defenses, as shown below. 


CLASS CLASS BONUSES TO DEFENSES 

Jedi ‘Reflex Defense, +1 Fortitude Defense, +1 Will Defense 
Noble +1 Reflex Defense, +2 Will Defense 
Scout +2 Reflex Defense, +1 Fortitude Defense 
+1 Reflex Defense, +2 Fortitude Defense a 


‘Cass bonuses do not stack; you only apply the best bonus from all your 
classes to each defense score. Continuing the previous example, if you were 
scout 6/soldier 2, you would have a +2 class bonus to your Fortitude Defense 
(this isthe better bonus, ranted by being asolcier) and a +2 cass bonus to 
your Reflex Defense (also the better bonus, granted by being a scout, Ifyou 
later added a level of noble, you would also gain @ +2 class bonus to 
Wil Defense 


LEVEL-DEPENDENT 
BENEFITS 


In addition to attack bonuses and saving throw bonuses, all characters 
‘other benefits from advancing in level. Table 31: Experience andl 
Dependent Benefits summarizes these additional benefits. 

XP: This column shows the experience point total needed to acti 
2 given character level. For multiclass characters, XP determines ove 
character level, not individual ciass levels 

Feats: This column indicates the levels at which a character gains fea 
‘These feats are in addition to any bonus feats granted in the clas des 
tions and the bonus feat granted to Humans at 1st level. 

Ability Increases: This column indicates the levels at which a char 
gains abllty score increases. Upon gaining 4th, 8th, 12th, 16th, and 
level, a character increases two of his or her ability scares by 1 point 
The player chooses which twa ability scores to improve. A player cannot 
booth ability increases toa single ability score, and the ability improve 
are permanent. 
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20th 190,000 ~ th, 10th 


For example, a noble wth a starting Dexterity of 13 and a starting Ch 
istna of 15 might \prove to Dex 14 and Cha 16 at 4th level. At Sth level, the 
Same character might improve Charisma again (from 16 to 17) and increase 
Any One of the other five abilities by 1 as well, 

Ability score increases are retroactive. For ‘example, if you increase your 

1 score from 13 t0 14, you immediately gain an adcitional trained 

Ali. chasen from your class skils and an aditional language. Similarly, ia 
“ediwith two instances ofthe Force Training feat increased his Wisdom from 

tO 14, he would. gain two Force powers (for a total of six). 


‘Multictass Characters: For multiclass characters, ability increases are 
gained according to overall character level, not class level. Thus, 2 3rd-ieve! 
‘roble/tst-level soldier is 4th-level character overall and eligible for her 
first two ability score boosts. 


CLASS DESCRIPTIONS 
The rest ofthis chapter, upto the section on multiclass characters, describes 
cach cass. These descriptions are general. Individual members ofa class may 
differ in their attitudes, outlooks, and other aspects 


GAME RULE INFORMATION 
Game rule information follows the general class description, Not all of the 
following categories apply to every class. 


ABILITIES 

This entry tells you which abilities are most important for a character of 
‘hat class. Players can “play against type," but a typical character ofa class 
puts his or her highest ability scores where they'll do the mast good. (O¥, in 
‘game-world terms, the character is attracted to the class that most sults 
his or her talents, or for which he or she is best qualified) 


HIT POINTS 
A Ist-level heroic character begins play with a certain number of hit points 
determined by his or her class: 


CLASS STARTING HIT POINTS 
‘Noble, scoundrel 18 + Constitution modifier 
‘Scout 24 + Constitution modifier 
Jedi, soldier. 30 + Constitution modifier 


‘A character's hitpoints increase each time he of she gos a level, The 
type of die rolled depends on the class in which the level is gained, as shown 


CLASS HIT POINTS/LEVEL 

‘Noble, scoundrel 146 + Constitution modifier: 
Scout 108 + Constitution modifier 
Jedi, soldier 1610 + Constitution modifier 


The character always gets at least 1 hit point with each new level, regard- 
{ess ofthe player's die roll and the character's Constitution modifier. 


CLAss Tas_e 
This table details how a character improves a5 he or she gains levels. Class 
tables include the following information 

Levels The character's level in the class. 


Base Attack Bonus: The character's base attack banus. Apply this bonus 
to the character’ attack rolls and damage rolls. 

Class Features: Level-dependent class abilities, alternating between 
talents and bonus feats. 


Class Skills 

Every class has a list of class skills. Once a player selects class for his 
character, he chooses 2 number of trained skills from the character's list 
of class skills. The exact number of trained skills a player can choose at Ist 
level depends on the character's class: 


CLASS NUMBER OF TRAINED SKILLS 
Jedi 2 + Intelligence modifier 
Noble 6 + Inteligence modifier 
Scoundrel 44 Intelligence modifier 
Scout 5 + Intelligence modifier 
‘Soldier ‘9-4 Intelligence modifier 


Put another way, a character's trained skills represent a subset of that 
‘character's class skills, Every time a character picks up 3 new class, his ist 
Of class skills grows to include those of the new class, but the only way 
to gain new trained skills after Ist level is to take the Skil Training feat 
(page 88), 

For example, a noble gets 6 trained skills at 1st evel, Ifshe has +1 Intel- 
ligence modifier, her total becomes 7 trained skills. The noble then selects 7 
skills from her lst of class skills, which then become trained skills for her. 

For mare information on trained skills, see Chapter 4: Skills, 


CLASS FEATURES 

This entry details special characteristics of the clas, including starting feats 
that the character gets for free at Ist level, special talents uniquely flavored 
to the class, and bonus feats. 


Jed! 

‘ei combine physical training with mastery of the Force. ed concentrate 
on battle prowess, defense, and lightsaber training. Additionally, they are 
ambassadors of the Jedi order, protecting the Republic from all dangers. Few 
are trong enough in the Force and have the devation to walk the ed's path, 
but those few are awarded with a powerful aly. They walk in larger world 
than those who neither feel nor heed the Farce. 


exploits 

Al Jedi journey into the galaxy at large to further their own knowledge and 
‘to help those in need. They take their responsibility seriously, considering 
‘even mundane missions to be personal tests. Most Jedi follow the light side, 
but some become darksiders and use the Force for evil or selfish intent. 


Those imbued with the light side refrain from using the Force for every 
task, preferring to find other solutions and save the Force for when it is 
truly needed. Those wha succumb to the dark side use every advantage at 
their disposal, wielding the Force to solve problems as a soldier would use a 
blaster to destroy a stingfly. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 


tnd 42-—_—Bonus feat 
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+4 Bonus feat 


3 


+6 Bonus feat 


8th = +8——_—Bonws feat 


Yoh +10 Bonus feat 


yath 412. Bonus feat 


Ed 


+16 Bonus feat 


16th +16—Bonus feat 
18th Bonus feat 
20th —-+20—_—Bonus feat 


(Class Skills (trained in 2 + Int modifier): Acrobaties, Endurance, Initia 
Kowledge [all sklls, taken individually), Perception, il, Use the Force 


|JARACTERISTICS Force Points 
sie strenath flows from the Force, granting her special powers. This edi gain a number of Force Points equal o 5 « one-half their character level 

‘often masters the ability to fee! the living Force in the world (founded down) at Ist evel and everytime they gain a new level inthis cass 
shet Charisma and Wisdom are the mest important abilities fora Jedi, Any Force Points left over from previous levels are lost. 


the other ables are nearly 2s important. 
fs C.ass FEATURES 


cKGROUND {All of the following are features of the Jedi class. 


(cally starts out 25a Padawan learner attached to 2 Jedi 
r {Prior to Ist level, the character trained as a student 
yith the Jedi Council. She begins her heroic career at Ist 
level when she (s Selected 2s a Padawan learner) The Jedi has 
ine desire to use the Force to help the people of the 
my A Jedi has a deep connection to her mentor and the 
Forder but often operates with only tangential contact with 
master or order 
“Sil no all who study the Jedi arts are actually members 
‘Jed order, During the Old Sith Wars (thousands of 
before the Battle of Yavin), many Sith acolytes ana Starting Feats 
are often members of thiscass before becoming ‘At Ist level, you gain the following bonus feats 
apprentice undera particular Sith Lord (see page Force Sensitivity 
This lass is also common among other Force Weapon Proficiency (lghtsabers) 
with strong tes to the Jedi arts, such as the Weapon Proficiency (simple weapons) 
(see page 108), 


Defense Bonuses 
At st level, you gain a +1 class bonus to your Fortitude Defense, 
Reflex Defense, and Will Defense. 


Lightsaber 

‘You start play with a lightsaber provided by your 

Master. Later, you can bullé your own lightsaber 
{see Build Lightsaber, below). 


Talents 
XAMPLES OF JEDI IN At 1st level and every odd-numbered level there- 
‘STAR WARS after (3rd, Sth, 7th, ete,), you select a talent from 
Tike Skywalker (after training under Obi-Wan Kenobi and Yoda), any of the following talent trees. You may choose a 
iT talent from any tree you wish, but you must meet the 
prerequisites (iF any) ofthe chosen talent. No talent 
can be selected more than once unless expressly 
incited, 


ORMATION 

hhave the following game statistics. JEDI CONSULAR TALENT TREE 
Jedi that follow the path of the consular 
ate skilled negotiators and talented 
[should be gifted in all abilities, but Wisdom ambassadors. You prefer to use the 
d Charisma are most important. Strength and strength of your words and the 
wisdom that the Force provides to 

solve conflicts, 

Adept Negotiator: As a 
tg play at Ist evel witha number standard action, you con 
Pest t0 20+ te Con. weaken the resolve of one 
ier At each level enemy with your words 
st Jedi gain 110 hit points The target must have an 
stitution modifier. Inteligence of 3 or higher, 
and it must be able to see, 


SSS 


hhear, and understand you. Make @ Persuasion check; f the result equals or 
‘exceeds the target's Will Defense, it moves =1 step along the condition track 
(see Conditions, page 148), The target gets a +5 bonus to its Will Defense 
if itis highter level than you. If the target reaches the end of the track, it 
does not fall unconscious; instead, it cannot attack you or your alles for the 
remainder of the encounter unless you or one of your alles attacks it or one 
ofits allies Fist. This is a mind-affecting effect. 

Force Persuasion: You can use your Use the Force check modifier instead 
‘of your Persuasion check modifier when making Persuasion checks. You are 
‘considered trained in the Persuasion skill for purposes of using this talent. 
Ifyou are entitled to a Persuasion check reroll, you may reroll your Use the 
Force check instead (subject to the same circumstances and limitations) 

Prerequisite: Adept Negotiator, 

Master Negotiator: If you successfully use the Adept Negotiator talent 
(see above), your target moves an additional -1 step along the condition 
track (-2 steps total, This is a mind-affecting effect. 

Prerequisite: Adept Negotiator. 

Skilled Advisor: You can spend a full-round action advising an ally, 
thereby granting her @ +5 bonus on her next skill check. f you spend 3 
Force Point, the bonus increases to +10. The target must be able (and will- 
ing) to hear and understand your advice. You cannot advise yourself. This is 
a mind-affecting effect. 


JEDI GUARDIAN TALENT TREE 
Jedi that follow the path of the guardian are more combat-oriented than 
‘ther Jed, honing their sklls to become deadly combatants 

Acrobatic Recovery: If an effect causes you to fall prone, you can make 
‘8 DC 20 Acrobatics check to remain on your feet. 


Battle Meditation: The Jedi technique known as Battle Meditation 
allows you and your allies to work together seamlessly and with a level of 
precision that can only come from the Force. As a full-round action, you 
can spend 3 Force Point to give you and al alles within 6 squares of you a 
+1 insight bonus on attack rols that lasts until the end of the encounter, 
This bonus does not extend to allies outside the range of the effect, even 
if they move within 6 squares of you later on, Allies who benefit from the 
Battle Meditation must remain within 6 squares of you to retain the insight 
bonus, and they lose it if you are knocked unconscious or killed, This is @ 
mind-affecting effect 

Elusive Target: When fighting an opponent or multiple opponents in 
melee, other opponents attempting to target you with ranged attacks take 
14-5 penalty. This penalty isin addition to the normal ~5 penalty fo firing 
into melee (ste Shooting oF Throwing into a Melee, page 161), making the 
penalty to target you ~10, 

Force Intuition: You can use your Use the Force check modifier instead 
cof your Initiative modifier when making Initiative checks. You are considered 
trained in the Initiative skill for purposes of using this talent, If you are 
entities to an Initiative check reroll you may reroll your Use the Force check 
instead (subject to the same circumstances and limitations). 

Resilience: You can spend a Force Point as a swift action to move +2 
steps along the condition track (see Conditions, page 148). 


JEDI SENTINEL TALENT TREE 
The Jedi that follow the path ofthe sentinel are the true enemies of the dark 
side, hunting down evil and stopping the spread of darkness wherever they 
190. You are a master of subtlety and difficult to tempt with the dark side, 
‘even when constantly confronted with its power. 

Clear Mind: You may reroll any opposed Use the Force check made t@ 
avoid being detected by other Force-users. You must take the result of the 
reroll, even if itis worse. 

Dark Side Sense: Jedi following the path of the sentinel become excep 
tionally talented at rooting out evi. You may reroll any Use the Force check 
made to sense the presence and relative location of characters with a Dark 
Side Score of 1 or higher. You must take the result of the reroll, even If itis 
worse. 

Dark Side Scourge: Against creatures with a Dark Side Score of 1 of 
higher, you deal extra damage on melee attacks equal to your Charisma 
bonus (minimum +1), 

Prerequisite: Dark Side Sense 

Force Haze: You can spend a Force Point asa standard action to reate® 
“haze” that hides you and your allies from the perceptions of athers. You caf 
bide a numberof creatures inline of sight equal to your class level, Make a USE 
the Force check ana compare the result tothe Will Defense of any opponent 
that moves into line of sight of any ereature hidden by your Force haze. IF 


#“My ALLY 'S 
‘HE FORCE, AND 
POWERFUL ALLY 
It 1s." 


— JED! MASTER YODA 


if they had total concealment against that opponent. 
ce haze lasts up to 1 rhinute but is dismissed instantly if anyone 


he 
Force powers with the [dark side] descriptor and Force powers 
“rom any dark Force-user (that i, any Force-user whose Dark 
are equals his Wisdom score), 
Dark Side Sense. 


COMBAT TALENT TREE 

ers the chasen weapon ofthe Jedi, Not as clumsy or random as 

ter, the lightsaber is an elegant weapon for a more civilized combatant. 
ing talents allow you to improve your prowess with a lightsabe 

‘Asa reaction, you may negate a melee attack by making a suc- 

‘the Force check. The DC of the sil check is equal to the result 

ttack roll you wish to negate, and you take a cumulative -§ penalty 

‘Use the Force check for every time you have used Block or Deflect 

‘beginning of your last turn. You must have a lightsaber drawn 

To use this talent, and you must be aware ofthe attack and not 


i As reaction, you may negate a ranged attack by making a suc- 
the Force check, The DC of the skil check is equal to the result of 
roll you wish to negate, and you take a cumulative -5 penalty on 
Force check for every time you have used Block or Defect since 
ng of your last turn You must have a lightsaber drawn and ignited 
talent, and you must be aware of the attack and not fat-footed. 
‘We this talent to deflect some of the barrage of shots fired 
‘Weapon set on autofire. f you succeed on the Use the Force 
Half damage ifthe autofire attack hits and no damage i the 
ek misses, This talent has na effect on other area attacks (such 

s, missles, and flamethrawers) 
anfot be used to negate attacks made by Colossal (frig- 
vehicles unless the attack is made with 2 point-defense 


Lightsaber Defense: As a swift action, you can use your lightsaber to 
parry your opponents’ attacts, gaining a +1 deflection bonus to your Reflex 
Defense until the start of your next tur. You must have a lightsaber drawn 
‘and ignited to use this talent, and you don't gain the deflection bonus if you 
‘are fst-footed or otherwise unaware ofthe incoming attack. 

You can take this talent multiple times; each time you take this talent, 
the deflection bonus increases by +1 (maximum +3). 

Weapon Specialization (lightsabers): You gain a +2 bonus on melee 
damage rolls with lightsabers, 

Prerequisite: Weapon Focus (ightsabers) feat (see page 89). 

Lightsaber Throw: You can hurl a lightsaber as a standard action, treat- 
ing It as 3 thrown weapon. You are considered proficient with the thrown 
lightsaber, and you apply the normal range penalties to the attack rol (see 
‘Table 8-5: Range Penalties). The thrown lightsaber deals normal weapon 
damage ifithits. 

I your target is no more than 6 squares away, you can pul your light- 
saber back to your hand as a swift action by making a DC 20 Use the Force 
check, 

Redirect Shot: This talent allows you to redirect a deflected blaster bolt 
along a specific trajectory so that it damages another creature or object in 
its path. Once per round when you successfully deflect a blaster bolt, you can 
‘make an immediate ranged attack against another target with which you have 
{ine of sight. Apply the normal range penalties to the attack rol (see Table 8-5; 
ange Penalties), not counting the distance the bolt traveled to reach you. If 
the attack succeeds it deals normal weapon damage to the target. 

‘Oniy single blaster bolts can be redirected inthis manner. Barrages from 
‘utofire weapons and other types of projectiles can't be redirected. 

Prerequisites: Deflect, base attack bonus +5. 


Build Lightsaber 
‘At 7th level and beyond, you can build your own lightsaber (see the Building 
a Lightsaber sidebar). 


Bonus Feats 

‘At each even-numbered level (2nd, th, 6th, ete), you gain a bonus feat. 
This feat must be selected from the following list, and you must meet any 
prerequisites for that fea. 

‘Acrobatic Strike, Cleave, Combat Reflexes, Dodge, Double Attack, Dual 
‘Weapon Mastery |, Dual Weapon Mastery Il, Dual Weapon Mastery i, Great 
Cleave, Improved Charge, Improved Disarm, Martial Arts, Martial Arts I, Martial 
‘Ants il Melee Defense, Mobility, Quick Draw, Power Attack, Powerful Charge, 
Rapid Strike, Running Attack, Skill Focus, Sill Training, Strong in the Force, 
‘Triple Attack, Triple Crt, Weapon Finesse, Weapon Focus (lightsaber). 


CREDITS 
‘A st-level Jeai starts play with 344 > 100 credits 


N EXAMPLES OF NOBLES IN 
lepagies STAR WARS 
Leia Organa, Padmé Amidala, Bal Organa, Talon Karrde, Jabba the 
Hutt, Chancellor Valorum, Supreme Chancellor Palpatine 


Members of the noble class use their intelligence and natural cha- 
risma to make their way in the galaxy. From true royalty to elected 
officials, military commanders ta crime lords, traders, merchants, 
ambassadors, holovid stars. and influential corporate magnates, 
character types who appear in the noble class are varied and numer- 
‘aus, Some bring honar to the name. Others are sly, treacherous, and 
dishonorable to the core. With a winning smile, s golden tongue, 3 
powerful message, ora knack for making compromises, tne noble 
‘commands respect, makes friends, and inevitably influences 
people. 


GAME RULE INFORMATION 
Nobles have the following game statisti 


Abilities 
Charisma is undoubtedly a noble's mast important abil 
ity score as the noble's skill at interacting with others 
and projecting a sense of confidence are crucial for 
his or her suecess. Wisdom and Intelligence form 
the basis of other important skills, so these ability 
scores are also sigificant 


ExPLoITs 

‘Most nobles wind up in dangerous situations because 
‘of something they believe in or because theit job calls 
{or It. Others hope to use their negotiating talents to 
navigate @ course through the troubles around them, 
‘Or seek to find profit in the troubles of others. Whatever 
their initial motivations, nobles usually wind up taking to 
‘a cause and a goal that sustains them through the roughest 
missions. An adventuring noble might be a senator's aide, a free 
trader, a diplomat, a true prince or princess, or an outlaw’ leu 
tenant, Nobles often fee! responsible for others, though some 
‘consider themselves to be better than those around them, 


Hit Points 
Nobles begin play at 1st fevel with a number of hit 
points equal to 18 + their Constitution modifier. At 
each level after Ist, nobles gain 106 hit points + their 
Constitution modifier 


Force Points 

Nobles gain a number of Force Points equal to § + one-half 
their character level (rounded down) at Ist level and every time 
they gain a new level in this class. Any Force Points left over from 


CHARACTERISTICS 
previous levels are lst, 


The noble fosters feelings of good will and honesty, or at least the 
ilusion of such, to succeed. Where other classes shoot first, the 
noble starts out asking questions and hopes to finish by negotiating 
a deal. The noble believes she can be more effective with words and 
deeds than with violence, though some draw 2 blaster when push 
comes to shave. The nable is more comfortable in civilized regions 
of space, where iaw and order have some meaning. Of all the classes, 
ables have the best diplomatic and bargaining skills. They're good 
talkers, negotiators, and bluffers. They have a knack for inspiring 
others, and they make good leaders. 


CLASS FEATURES 
All of the following are features of the noble class. 


Defense Bonuses 
At Ist level, you gain a +1 class bonus to your Reflex Defense and 
{2 +2 class bonus to your Will Defense. 


Starting Feats 
You begin piay with the Following feats 
Linguist” 
Weapon Proficiency (pisto's) 
Weapon Proficiency (simple weapons) 
* You must meet the prerequisite of ths feat (minimum Intel= 
ligence 13) to gain it 


BACKGROUND 

Nobles come to their profession in a variety of ways. Altruistic 
nobles believe itis their duty and responsibility to serve and lead. 
‘More selfish nobles seek the fame, wealth, and power often associ 
ated with the positions they aspire to. Power-hunary nobles tate 
advantage of the system and wind up helping others only to help 
themselves, The halls of power are calling. How the noble answers 
‘can make all the difference. 


‘every odd-numbered level thereafter (3rd, Sth, 7th, etc.) 

eta talent from any of the following talent trees. You may choose 
‘any tree you wish, but you must meet the prerequisites (if 
“chosen talent. No talent can be selected more than once unless 


‘TALENT TREE 
‘greatest strenaths fs your ability fo exert influence over your 


ce: You can make 3 Persuasion check to intimidate 2 creature as 
action (instead of a full-round action), 

ind Surrender: Once per encounter, you can make a Persuasion 

‘standard action to demand surrender from an opponent who has 

20 one-half or less ofits hit points. If your check result equals. 

‘the target's Will Defense, it surrenders to you and your alls, 

|weapons i is holding, and takes no hostile actions. f the target is 

elthan you it gains a +5 bonus to its Will Defense. Ifyou or any of 

tack it, tno longer submits to your will and can act normaly 

monly use this talent against a particular target once per encounter, 

50 mind-atfecting effect. 


| Weaken Resolve: As Weaken Resolve (see below), except that 

| doesn’t stop fleeing from you if it is wounded. 

H Presence, Weaken Resolve. 
Resolve: Once per round, when you deal damage equal to or 
ithe target's damage threshold, make a Persuasion check as a free 
the result equals or exceeds the targets Wil Defense. you fil the 
ero, causing it to flee from you at top speed for 1 minute. The 
take standard actions, swift actions, ot full-round actions while 
‘the target stops fleeing and can act normally if it is wounded. 
‘action oF reaction, the target can spend 3 Force Point [if it has 
(spent one earlier in the round) to negate the effect. The effect 
ily negated if the target's level is equal to or higher than your 
ter level. This is a mind-affecting fear effect. 


TALENT TREE 
‘Fenowned for their ability to inspire their followers and urge 
You can often get results out of their friends, allies, and 
ther leaders cannot. 


falents in this tree are mind-affecting effects. Moreover, you 
Of these talents on yourself 


{AAs standard actin, you can bolster a aly within neo 
+1 step along the condition track (see Conditions, page 
ees points equal to his character level 


if he's at one-half his maximum hit points or less. Damage is subtracted from 
‘the bonus hit points first, and any bonus hit points remaining at the end of 
‘the encounter go away. You can't bolster the same ally more than ance in a 
single encounter, and you can't bolster yourself. 

Ignite Fervor: Whenever you hit an opponent with a melee or ranged 


attack, you can (282 free action) choose to give one ally within your fine of 
BASE ATTACK 


LEVEL BONUS CLASS FEATURES 
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+1 Bonus feat 


4th 43Bonus feat 
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+4 Bonus feat 
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+6 Bonus feat 


1th 7B Feat 


Wh = +9—_—Bonws feat 


th +1 Bonus teat 


Wh = +1. Bonus feat 


3 


413° Bonus feat 


20th $15 Bonus feat 


Class Skills (trained in & + Int modifier): Deception, Gather Information, 
Initiative, Knowledge {all sis, taten individually), Perception, Persuasion, 
Pilot, Ride, Treat Injury, Use Computer 


esesviS s10%S) 


sight 2 bonus to damage on his next attack equal to his character level. Once 
his fervor has been ignited, the affected aly doesnt need to remain within 
fine of sight of you; iF his next attack misses, he loses the bonus to damage 
granted by this talent. You can't ignite fervor in yourself. 

Prerequisites: Bolster Ally, Inspire Confidence. 

Inspire Confidence: Asa standard action, you can inspire confidence 
allaliesin yourline of ight, granting them a +1 morale bonus on attack rolls 
and a +1 morale bonus on sil checks fr the rest of the encounter of until 
you're unconscious or dead. Once inspired, your allies don't need to remain 
‘within line of sight of you. You ean inspire confidence in yoursel. 

Inspire Haste: As a swift action, you can encourage one of your allies 
within ine of sight to make haste with a skill check, On that all's next turn, 
that ally can make a still check that requires a standard action as @ move 
action instead 

Inspire Zeal: Whenever anally within line of sight of you makes an attack 
"hat movesan opponent down the condition track (such a by dealing damage 
that equals or exceeds the targe’s damage threshold, that ally moves the 
target an additional -1 step down the condition track. 

Prerequisites: Bolster Ally, Inspire Confidence, ignite Fervor. 


LEADERSHIP TALENT TREE 
‘A.born leader, you know how to take charge and lead your companions and 
followers to success. 

All of the talents in this tree are mind-atfecting effects. Moreover, ou 
can't use any of these talents on yourself. 

Born Leader: Once per encounter, a5 a swift action, you grant ail allies 
within your line of sight a +1 insight bonus on attack rolls, This effect lasts 
for as lng as they remain within line of sight of you. An ally loses this bonus 
immediately if fine of sight is broken or if you are unconscious or dead. 

Coordinate: A noble with this talent has @ knack for getting people to 
‘work together. When you use this talent as a standard action al ales within 
Your lie of sight grant an additional +1 bonus when they use the aid another 
action until the start of your next turn (see Aid Another, page 151). 

You may select this talent multiple times; each time you do, the bonus 
‘granted by the coordinate ability increases by +1 (to 3 maximum of +5). 

Distant Command: Any ally who gains the benefit of your Born Leader 
talent (see above) does not lase the benefit if their line of sight to you is 
broken 

Prerequisite: Born Leader. 

Fearless Leader: Asa swift action, you can provide a courageous example for 
your allies. For the remainder of the encounter, your alles receive a +5 morale 
bonus to their Will Defense against ary fear effect. Your ales lose this benefit 
IY they lose fine of sight to you, o if you are kile¢ or knocked unconscious. 

Prerequisite: Born Leader. 

Rally: Once per encounter, you can rally your allies and bring them back 
from the edge of defeat. As swift action, any allies within your ine of sight 


wiho have less than half their total hit points remaining yain @ 42 morale 
‘bonus to ther Reflex Defense and Will Defense and a +2 bonus to all damage 
‘lls for the remainder of the encounter. 

Prerequisites: Born Leader, Distant Command, 

‘Trust: You can give up your standard action to give one ally within your 
line of sight an extra standard action or move action on his next turn, to 
do with as he pleases. The ally does not lose the action if line of sight is 
later broken. 

Prerequisites: Born Leader, Coordinate, 


LINEAGE TALENT TREE 
You lead 2 privileged life and reap the benefit ofan upbringing beyond mast 
citizens of the galaxy. 

Connections: You are able tobtain licensed, restricted, military, or ilegal 
equipment without having to pay a licensing fee or endure « background 
check, provided the total cost of the desired equipment is equal to or less 
‘than your character level = 1,000 credits. In addition, when obtaining equip> 
‘mentor services through the black market, you reduce the black market cost 
‘multiplier by 1. See Restricted items (page 118) for details. 

Educated: Thanks to your well-rounded education, you may make any 
Knowledge check untrained. 

‘Spontaneous Skil: Sometimes you surprise others with your skill, Once 
‘per day, you may make an untrained skill check as though you were trained 
in the Skil. Exception: You cannot use this talent to make an untrained Use 
the Force check as though you were trained in the skill unless you have the 
Force Sensitivity feat [page 85) 

You can select this talent multiple times; each time you do, you can ust 
it one additional time per day. 

Prerequisite: Eeucated. 

Wealth: Each time you gana level including the level at which you sel 
this talent), you receive an amount of credits equal to 5,000 x your 
level. You can spend these credits as you see fit. The creits appear in 8 
lized, accessible location of your choice or in your private bank account 


Bonus Feats 

At every even-numbered level (2nd, 4th, 6th, et.) you gain @ bonus: 
This Feat must be selected from the following list, and you must meet 
prerequisites for that feat. 

‘Armor Proficiency light), Cybernetic Surgery, Exotic Weapon Profi 
Linguist, Melee Defense, Skill Focus, Skil Training, Surgical Exp 
Weapon Finesse, Weapon Proficiency (advanced melee weapons), Weal 
Proficiency (rifles). 


CREDITS 
A Ist-level noble starts play with 344 * 400 credits. 
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sOUNDREL 

“ bad, and neutral—who either live outside the law 

sit in order to get the upper hand, They can come from any worid 

saath gaan. Most use ter inteligence and dexterity to accomplish 

snd many rely on charisma as 2 fallback when all ese fails The scoundrel 

‘bravado, cunning, duplicity, and trickery. They live by their wits, 
‘stealing, and even fighting when the need arises. 


for the thi orto right a wrong done to them or those they love. Others. 
-knaves who serve only one master=the greed that swells inside 


‘allegiance and attitudes as the political climate changes, unt 

larger than himself sets him on a particular course through the 

“Adventurous scoundrels call themseives smugglers pirates, outiaws, 
“slicers, con artists, thieves, rogues, and spies. 


JARACTERISTICS 

have @ knack for getting into and out of trouble, They have an 

fo slf-preservation that keeps them alive, but it's usually tempered 

sneed to experience the thrills that their profession has to offer, and 

enturous scoundrels are also saddled with @ sense of honor that 
makes them go against their natural inclination. 


CKGROUND 

usdon't often start out seeking to defy authority and break the law. 

thrust into the profession as a means of rebellion. Others wind up 

side ofthe law due to bad luck, poor decisions or circumstances 

their contro. The skils they piek up along the way make them great 
Of any mission team, 


AMPLES OF SCOUNDRELS IN 
R WARS 
‘Lando Calrissian, Dash Rendar, Dexter Jettster, Ghent, Watto. 


= RULE INFORMATION 
jhave the following game statistics, 


and Intelligence are a scoundrel's mast important ability scores, 

Ihe must have quick reflexes and a sharp wit to survive. Charisma 

Itfor talking one's way out of trouble, and Wisdom is useful for 
ouble before it Finds the scoundrel 
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BASE ATTACK 
LEVEL BONUS — CLASS FEATURES 


Ind +1 Barus Feat 


4th 42 Bonus Feat 


6th = +4 Bonus Feat 


Sth = #6 Bonus Feat 


10th —47——Bonus Feat 


Th +9 Bonus Feat 


Vth #10 Bonus Feat 


Wth —+12——Bonus Feat 


wth +13 


2th 5 


Class Skills (trained in 4 + Int modifier): Acrobat 
{nformation, Initiative, Knowledge (ail skills, taken ini 
Perception, Persuasion, Pilot, Stealth, Use Computer 


Deception, Gather 
ually), Mechanics, 


3 
o 
4 
é 


Force Points Knack: Once per day, you can rela stil check and tate the better 
Scoundrels gain 3 number of Force Points equal to 5 + one-half thei result 

character level (rounded down) at Ist level and every time they gain 

2 new level in this class, Any Force Points leftover from previous 
levels are lst 


You can select this talent multiple times; each time you select 
this talent, you can use it one additional time per day. 
Lucky Shot: Once per day, you can reroll an attack roll and 
take the better result 
You can select this talent multiple times; each time you 
select this talent, you can use it one additional time per 
day. 
Prerequisite: Knack 


CLASS FPeaATURES 
All of the following are features of the scoundrel class. 


Defense Bonuses 
‘At 1st level, you gain a +2 class bonus to your Reflex 
Defense and a +1 class bonus to your Will Defense: MISFORTUNE TALENT TREE 
Your mother always said you were trouble. Now, yaur 
enemies know it, too, 

Dastardly Strike: Whenever you make a successful 
attack against on opponent that is denied its Dexterity 

bonus to Reflex Defense, the target moves ~1 step along 
the condition track (see Conditions, page 148). 
Disruptive: By spending two swift actions, you can 
use your knack for causing trouble and instigating 
chaos to disrupt your enemies. Until the start of 
Your next turn, you suppress all morale and insight 
bbonuses applied to enemies in your line of sight 

Skirmisher: If you move at least 2 squares 
before you attack and end your move In a dif 
ferent square from where you started, you gain 
{8 +1 bonus on attack rolls until the start of your 
next turn, 

Sneak Attack: Any time your opponent Is 
flat-footed or otherwise denied its Dexterity 
bonus to Reflex Defense, you deal an extra 148) 

points of damage with a successful melee or ranged 
attack, You must be within 6 squares af the target 10 
make a sneak attack with a ranged weapon, 

You may select this talent multiple times. Each time 
you select it, your sneak attack damage increases OY: 
+146 (maximum +1048} 

Walk the Line: As a standard action, you can d0.0F 
say something that catches your enemies off guard. All 

opponents within 6 squares af you and in your line of sight 
tate a ~2 penalty to their defenses until the start of yournext 
tuen. The penalty is negated if line of sight is broken. 

Prerequisite: Disruptive. 


Starting Feats 
‘You begin play with the following feats 
Point Blank Shot 
Weapon Proficiency (pistols) 
Weapon Proficiency (simple weapons) 


Talents 
‘At Ist level and every odd-numbered level thereafter 
(3rd, Sth, 7th, ete), you select a talent from any of 
the following talent trees. You may choose a talent 
from any tree you wish, but you must meet the pre 
requisites (if ary) ofthe chosen talent. No talent can be 
selected more than once unless sy indicated. 


FORTUNE TALENT TREE 
‘Many scoundrels like to gamble with destiny, putting every 
thing on the line and trusting fate {or the Force) to bring 
them fartune, fame, and success 

Fool's Luck: Asa standard action, you can spend a Force 
Point to gain one of the following benefits for the rest of the 
‘encounter: a +1 luck bonus on attack rolls, a +5 luck bonus 
‘n kill checks, oF @ +1 luck bonus to all your defenses. 

Fortune's Favor: Whenever you score a critical hit with 
a melee or ranged attack, you gain a free standard action. 
You must take the extra standard action before the end of 
Your turn, or else its lost. 

Gambler: You gain a +2 competence bonus on Wisdom 
checks when you gamble (see the Gambling sidebar on the 
next page). 

‘You can select this talent multiple times; each time you tate 
this talent, the competence bonus increases by +2. 


ENT TREE 
Mike's ghost through the HoloNet and can hack into enemy main- 
Computer systems with astonishing grace. 
fou can issue 2 routine command toa computer (see page 
action 
Bp ay poser ay Une Computer checkmade 0 
i uoson a computes, keeping the Deter of the two results 
iste: Gimmick. 
i you can substitute your Use Compute stl for any Gather Informa 
ics ony a5 yu have acess to computer network 


TALENT TREE 
the space lanes seeking wealth, fame, adventure, or something 
‘Youte also pretty good with vehicles in general 
ven: Once per day while aboard a starship. you can add your 
fel class level as a bonus on a single attack rol skill check, or ability 
The decision to add this bonus can be made after the result of the 
For check is known. 
ct ‘You take no penalty on attack rolls in low-gravity or 
ity environments, and you ignore the debilitating effects of space 
{hee Zero-Gravity Environments, page 257). In addition, you are 
dered proticient with any starship weapon 
‘Starship Maider: You gain a +1 bonus on attack rolls while aboaré a 
is This bonus applies to attacks made with starship weapons as wel 
personal Weapons used aboard a starship. 
‘Prerequisite: Spacchound. 
“Stellar Warrior: Whenever you roll a natural 20.0n an attack roll made 
a starship, you gain one temporary Force Point. Ifthe Force Pont is 


is Feats 
Bevery even-numbered level (2nd, 4th 6th, ete), you gain a bonus feat. 
feat mst be selected from the following ist, and you must meet any 
sts for that feat. 
" Deaileye, Dodge, Melee Defense, Mobility Precise Shot, Quick Draw, Rapid 
Running Attack, Skil Focus, Skil Training, Vehieulat Combat, Weapon 
ney (advanced melee weapons) 


tl scoundrel starts play with 344 260 credits. 


wh 47 


wth 49 


‘th 10——_—Bonus Feat 


20th «+15 Bonus Feat 


Class Skills (trained in 5 + Int modifier): Cimi, Endurance, Initiative, Jump, 
Knowledge (al skis, taen individually), Mechanics, Perception, Plt, Ride, 
‘Stealth, Survival, Swim 


of the stars. Tey know how to recognize danger and locate the basic neces 
sites for survival. The scout seeks knowledge, tries to solve mysteries, and 
wants to be the fst to see something new and diferent. The scout learns 
tofind a path through the wild regions often becoming a decent plot along 
the way, and usvally learns how to protect himself from whatever hides over 
the next hill or beyond the most distant nebula, 


=xpPLoirs 

Many scouts become adventurers to see what's in the next star system, 
They pick up skills that make them excellent members of any team. They. 
are usualy the best trackers, trailblazers, and survivalists the galaxy has to 
offer. Some scouts are scientists and researchers who learn the skills of the 
profession so they don't have to rely on others. Some sel their services tothe: 
highest bidder, More often, the adventurous scout has a good heart a sense. 
‘of honor, and 2 burning desire to embrace the wild regions ofthe galaxy and 
‘eam to conquer them~either figuratively or literally, Adventurous scouts. 
call themselves rangers, outriders, hunters, explorers, guides, adventurous, 
scholars, and vanguards. 


CHARACTERISTICS 
Scouts temper insatiable curiosity with excellent survival instinets. They 
‘make use of deaterity and intelligence, a8 well as wisdom, to spot and avoid 
‘dangers. The scout has an undying faith in himself and his abilities that 
Sometimes allows the scout to cal upon reserves and an inne strength 10 
get out of tough situations. Scouts like tobe the first to reach any location, 
although they also want to reach it in one piece They can be gruff or sles 
jovial or talkative They ae confident and brave, and they often appreciate 
the wonders that the galaxy has to offer. 


BACKGROUND 

Scouts come to their profession in search of something, usually knowledge of 
secrets or the answers tothe mysteries af the ages, Scholars, while possi 
associated with an institute of learning or a particular government, often 
forsake the halls of academe for the pure research of working in the field 
Pathfinders and explorers may work for a government or a military institu 
tion, or they may take on Freelance contracts from anyone willing 0 pay 
their services. Many scouts develop into bounty hunters, especially those 
‘who combine military skills with their tracking and searching abilities. 
sroup of adventurers benefits from having a scout inthe party. 


EXAMPLES OF SCOUTS IN 
STAR WaRS 
(Chewbacca, Wicket the Ewok, Captain Tarpals. 


GAME RULE INFORMATION 
‘Scouts have the following game statistics, 


if the seout’s hey skills rely on Dexterity, Inteligence, 
Paidom. Strength 5250 useful for the scout trained 


hil. 


Points 


th a number of hit points 
fa begin play at 1st level with a number of hit pc 
fo 24+ their onstitution modifier At each level after 


Teoundres gain 148 hit points + their Constitu~ 
tion modifier 


Force Points 
Sp one-holf thelr character level (rounded down} 
Bist level anc every time they gain anew tevel 
Tp this class. Any Force Points left over from 
previous levels are lost 


CLASS FesTURES 
Ailof the following are features of the scout 
class. 


Defense Bonuses 
TALIS Teel you goin a +1 cass bonus to you Fort 
Hide Defense and a +2 class bonus to your Reflex 
Defence. (See page 145 for more information on 
defenses) 


Starting Feats 
‘YoU begin play with the following feats 
Shake Ie OFF 
Weapon Praticiency (pistols) 
Weapon Proficiency (rifles) 
Weapon Proiciency (simple weapons) 
*You must meet the prerequisite of this Fat (rn 
Mum Constitution 13 and trained in the Endurance 
sil] 10 gaint 


Talents 
Ar Yat level and every odd-numbered level thereafter 
ba ett) youslect ales rm anya the 
alent trees. You may choose a talent from 
Trea ateh bt you must meet the prerequsies 
chosen talent. No talent canbe selected 
ImAre than once unless expressly indicated 


AWARENESS TALENT TREE 
You are exceptionally good at noticing things and avoiding perilous 
situations. 
Acute Senses: You may choase to reroll any Perception check, but 
the result ofthe reroll must be accepted even if itis worse, 
Expert Tracker: You take no penalty on Survival checks made to 
follow tracks while meving your normal speed. (Without ths talent, 
you take a -§ penalty on Survival checks made to follow tracks while 
‘moving your normal speed.) 
Prerequisite: Acute Senses. 

Improved Initiative: You may choose to reroll any Initiative 
check, but the result of the reroll must be accepted even if itis 
worse 

Prerequisite: Acute Senses. 

Keen Shot: You take no penalty on your attack roll when attack 
Ing a target with concealment (but not total concealment} 

Prerequisite: Acute Senses. 
Uncanny Dodge I: You retain your Dexterity bonus to yout 

Reflex Defense regardless of being caught flat-footed or struck 
by a hidden attacker. You still lose your Dexterity bonus 

to your Reflex Defense if you are immobilize, 
Prerequisites: Acute Senses, improved Initiative 

Uncanny Dodge II: You cannot be flanked. You 
ccan react to opponents on opposite sides of you as 
‘easly as you can react to a single attacker 

Prerequisites: Acute Senses, Improved Initia- 
tive, Uncanny Dodge I 


CAMOUFLAGE TALENT TREE 
You learn quickly how to blend in with your 
ervironment 
Hidden Movement: You're very good at 
hiding when mobile. You take no penalty on your 
Stealth check when moving your normal speed. 
Prerequisite:\mproved Stealth. 
Improved Stealth: You may choose to reroll any Stealth check, but the 
result of the reroll must be accepted even if itis worse. 
Total Concealment: Any situation that would give you concealment 
{see page 156) grants you total concealment instead, 
Prerequisites: Hidden Movement, Improved Stealth, 


FRINGER TALENT TREE 
You're especialy shilled at “getting by" on backwater worlds. 

Barter: You may reroll any Persuasion check made to haggle 
{see the Persuasion shill, page 71). You must, however, accept the 
result of the reroll 
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Fringe Savant: Whenever you roll 8 natu 
during an encounter, you gain one t 

Force Point is not used before the end of th 
lost. 

Long Stride: Your speed increases by 2 squares 
if you are wearing light armor or no armor. if 
you have a natural fly, climb, or swim speed 
It Increases by 2 squares as well. You cannot 
use this talent if you are wearing medium or 
heavy armor, 

Jury-Rigger: You may reroll any 
Mechanics check made to accomplish 3 
iury-tigged repair (see the Mechanics sil 
age 68), You must, however, accept the 
result of the rero 


SURVIVOR TALENT TREE 
{AS an explorer of dangerous places, you are trained to 
teact to danger swiftly and adroitly, as well as navigate 
dificult terrain and reduce damage 

Evasion: if you are hit by an area attack (see 
‘Area Attacks, page 155), you take half damage if the 
attack hit you Ifthe area attack misses you, you take 
no damage. 

Extreme Effort: You can spend two swift actions to 
(gain a +5 bonus on a single Strength check oF Strength: 
based skill check made during the same round. 


Sprint: When you use the run action, you can move 
Lp to five times your speed (instead of the normal four 


times your speed) 


‘Surefooted: Your speed is not reduced by difficult ter 


rain (see Difficult Terrain, page 19). 


Bonus Feats 
At every even-numbered level (2nd, 4th, 6th, ete.) 
‘and you must meet any prerequisites for that feat 
‘Armor Proficiency (light, medium, or heavy), Careful 
Shot, Deadeye, Dodge, Far Shot, Linguist, Moblity 
Point Blank Shot, Precise Shot, Rapid Shot, Running 
Attack, Skill Focus, Skill Training, Sniper, Vehicular 
Combat, Weapon Proficiency (advanced melee 
weapons) 


Creoirs 
A tst-level scout starts play with 344 x 250 credits 


20 on a skill check 
porary Force Point. If the 


counter, it Is 


you gain a 
bonus feat. Ths feat must be selected from the Following list 


SOLDIER 

Soldiers combine discipline with martial skills to become the best pure 
warriors in the galaxy, Soldiers can be stalwart defenders 
‘of those in need, cruel marauders, or brave adventurers, 
They can be hired guns, nobie champions, or cold-hearteg 
killers. They fight for glory, for honor, to right wrongs, 
t0 gain power, to acquire wealth, or simply for the thrill 
of battle 


exPLoiTs 
Many soldier 

holds, and dangerous missions as their obs, Some want 
to defend those who can't defend themselves; others 
seek to use their muscle to carve their own place of 
importance in the galaxy. Whatever their initial math 
vation, most soldiers wind up living for the thrill af 


yee adventures, raids on enemy strong 


combat and the excitement of adventure, Adventuring 
soldiers call themselves guards, bodyguard 


enforcers, mercenaries, warriors, soldiers of fortune, of 
simply adventurers 


CHARACTERISTICS 

Soldiers have the best all-around fighting abilities, and an 

Individual soldier develops styles and techniques that set 
him apart from his peers. A given soldier might be especially 
capable with certain weapons, another trained to execute spe= 
cific combat maneuvers. As soldiers gain € 

‘more opportunities to develop their fighting ski 


rience, they get 


BAcKGROUND 

‘Most soldiers come to the profession after receiving at least 
some amount of formal training from a military organi 
tion, focal militia, or private army, Some attend farmal 
academies; others are self-taught and wel tested. Asoidiet 
may have taken up his weapon to escape a mundane If 
Another may be following a proud family raditian. Soldiers 
in a particular unit share a certain camaraderie, but most 
have nothing in common except battle prowess and the 
desire to apply it to a given situation. 


EXAMPLES OF SOLDIERS 
IN STAR WaRS 

‘Admiral Ackbar, Corran Horn, Captain Panaka, Capt 
Typho, General Crix Madine, Kyle Katarn, Wedge AntillS: 
Zam Wesel 


RULE INFORMATION 
ive the following game statistics. 


bat n the Star Wars universe uses blasters and other ranged 
rit isthe soldier's most important ability score, followed 
Constitution and Strength, Don’t underestimate the Importance 


‘modifier. At each level after Ist, soldiers gain 1410 hit points 
tution modifier, 


ina number of Force Points equal to § + one-half their character 
own) at 1st level and every time they gain a new level in this 
Force Points lett over from previous levels are lost. 


Froicency (ight) 

Proficiency (medium) 
Proficiency (pistols) 
Proficiency (rifles) 
Proficiency (simple weapons) 


lind every odd-numbered level thereafter (3rd, Sth, 7th etc), 
Eta talent from any of the following talent trees. You may choose 

Any tree you wish, but you must meet the prerequisites (if 
chosen talent. No talent can be selected more than once unless 


IST TALENT TREE 


ximize the benefits of wearing armor while reducing or eliminat- 
Its drawbacks, = 


and 2 Bonus Feat 
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+10 Bonus Feat 
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+14 Bonus Feat 


Ey 


+16 Bonus Feat 


+18 Bonus Feat 


20th +20 


(Clas Skills (trained in 3.+ Int modifier): Climb, Endurance, initiative, ump, 
Knowledge (tactics), Mechanics, Perception, Pilot, Swim, Treat Injury, Use 
Computer 


Bonus Feat 


‘Armored Defense: When calculating your Reflex Defense, you may a8 
either your heroic leve ar your armor bonus, whichever i higher. You must 
be proficient with the armor you are wearing to gain this benefit. 

Improved Armored Defense: When calculating your Reflex Defense, you 
‘may add your heroic level plus one-half your armor bonus (rounded down) 
‘or your armor bonus, whichever is higher. You must be proficient with the 
‘armor you are wearing to gain this benefit. 

Prerequisite: Armored Defense, 

“Juggernaut: Your armor does not reduce your speed or the distance you 
‘can move while running. You must be proficient with the armor you are 
wearing to gain this benefit. 

Prerequisite: Armored Defense, 

Second Skin: When wearing armor with which you are proficient, your 
armor bonus to yout Reflex Defense and equipment bonus to your Fortitude 
Defense increase by +1 

Prerequisite: Armored Defense, 


‘BRAWLER TALENT TREE 
‘You like to get “up close and personal” with your enemies and engage them 
in melee combat 

Expert Grappler: You gain a +2 competence bonus on grapple attacks 
{see page 153). 

‘Gun Club: You can use a ranged weapon as a melee weapon without 
taking a penalty on your attack rol. (Normally you take a ~6 penalty on 
attack rolls made with an improvised weapon.) The weapon is otherwise 
treated as a club in all respects. 

Ifyou are using a rifle with a mounted bayonet (see page 121) oF vibro~ 
bayonet (see page 124), you may wield that weapon as a dovble weapon. 
The bayonet or vibrobayonet end is treated normally, and the other end is 
treated a5 a club. 

‘Melee Smash: You deal +1 point of damage with melee attacks. 

‘Stunning Strike: When you damage an opponent with a melee attack, your 
‘oppanent moves an additional -1 step along the condition track see page 149) 
If Your attack roll result equals or exceeds the target's damage threshold. 

Prerequisite: Melee Smash. 

Unbalance Opponent: You are skilled at keeping your opponents off 
‘balance in melee combat. During your action, you designate an opponent 
no mare than one size category larger or smaller than you. That opponent 
doesn't get to add his Strength bonus on attack rolls when targeting you. 


“YOUR FRIEND IS QUITE A 
IF HE REALLY CARES ABOUT 
.. OR ANYBODY." 


| WONDER 
ANYTHING . 


{iF the opponent has a Strength penalty, he still sufers that penalty) 

‘opponent's Strenath modifier applies to damage, as usual. You can select 

‘new opponent on your next turn. 
Prerequisite: Expert Grappler, 


‘(COMMANDO TALENT TREE 
‘You use advanced combat tactics to take down enemies quickly, shield 
comrades, and endure whatever challenges are thrown your way. 

Battle Analysis: As a swift action, you can make a DC 1S Knowle 
{tactics} check. If the check succeeds, you know which allies and oppon 
Jn your line of sight are reduced to at least half oftheir maximum total 
points 

‘Cover Fire: When you make a ranged attack with a pistol or rife 
within 6 squares of you when the attack is made gain a +1 tonvs to 
Defense until the start of your next turn. Allies within range don't need 
‘be within your line of sight to gain the bonus. 

Prerequisite: Battle Analysis, 

Demolitionist; When you use the Mechanics skill to place an exp 
device, the explosion deals +2 dice of damage, You may take this ta 
‘multiple times; its effects stack. 

‘Draw Fire: You can distract opponents and convince them that you 
the most tempting (oF most dangerous) target in an area, Asa swift act 
‘make a Persuasion check and compare the result to the Will Defense of 
‘opponents within line of sight. Ifthe check result exceeds an opponents 
Defense, that opponent cannot attack any character within 6 squares of 
nti the start of your next tur 3s long as you da not have cover against 
‘opponent. (The affected opponent may still attack you, however) 

Harm's Way: Once per round, you may spend a swift action to shi 
‘ingle adjacent aly from attacks, taking the damage and suffering 
cffectsin your ally’ stead, Until the start of your next turn, any attack 
against the protected aly affects you instead, You may elect not to sh 
‘your protected ally against a given attack, provided the decision is 
‘before the attack rll is made. 

Prerequisite: Trained in the Initiative kil. 

Indomitable: Once per day asa swift action, you can move +8 
the condition track (see Conditions, page 148), This does not remove 
persistent conditions that may be affecting you (see page 149) 

‘You can select this talent multiple times. Each time you select this 
you can use it one additional time per day 


MERCENARY. 


ial 


- LEIA ORGAN 


‘as Nails: You can catch a second wind one extra time per day 
second Wind, page 146). If you have tis talent and the Extra Second 
feat (see page 85), You can catch your second wind a total of three 


ies per 09 


PON SPECIALIST TALENT TREE 
‘ehighly trained a using specific weapons. 
eepevastating Attack: Choose a single exotic weapon or weapon group 
Hymn which you are proficient. Whenever oumake a successful attack against 
armel using such a weapon, you treat your target's damage threshold asi 
frweres points Iower when determining the result of your attack. 

You may select thi talent multiple times, Each time you select this talent, 
Ftapplies toa different exctic weapon or weapon group. 

Penetrating Attack: Choose 2 single exotic weapon or weapon group 
WWthiwhich you ae proficient. Whenever you make a successful attack agains 
Gptargetusing such a weapon, you treat your target’s damage reduction a 
Jeowere 5 points lower when determining the result of your attack 

‘You may select this talent multiple times. Each time you select this talent 
Jtapplies 10 a diferent exotic weapon or weapon group. 

Prerequisite: Weapon Focus with chosen exotic weapon or weapon grou 

Weapon Specialization: Choose a single exotic weapon or weapon 
OUP with which you are proficient. You gain 2 +2 bonus on damage rolls 
with such weapons. 

‘You may select this talent multiple times. Each time you select th 
Anapplies 10» diferent exotic weapon or weapon group. 

Prerequisite: Weapon Focus with chosen exotic weapon or weapon 


‘group, 
Bonus Feats 


At every eversnvmbered level (2nd, 4h, 6th, etc), you gains bonus fe 
THis Feat must be selected from the folowing 
prerequisites for that feat 

Wor Proficiency (heavy), Santha Rush, Careful Shot, Charging Fre 
Gleave, Combat Reflexes, Coordinated Attack, Crush, Deadeye, Double 
HAttack, Dval Weapon Mastery |, Dual Weapon Mastery Il, Dual Weapon 
Mistry I, Exotic Weapon Proficiency, Far Shot. Great Cleave, improved 
hata improved Disarm, Martial Arts, Martial Arts ll, Martial Arts 
Melee Defense Mighty Swing Pin, Point Blank Shot, Power Atta, Precise 
Sot, Ovick Draw, Rapia Shot, Rapis Strike, Running Attack, Shae I 
PeltFocus, Skit traning Sniper, Throw, Toughness, rp, Hriple Attack, Triple 
EMuVehicular Combat, Weapon Focus, Weapon Proficiency (advanced melee 
Weapons), Weapon Profi vy weapons). 


and you must meet any 


off 


ciency ( 


CREDITS 


PE ve sles stars play win 3 x 250 creits 


MULTICLASS 
CHARACTERS 

‘Acharacter may add new classes ashe or she progresses in leves, Multiciass~ 
ing improves a character's versatility at the expense of focus, 


CLASS AND LEVEL FEATURE: 
‘Asa general rule, the abilities of a multiclass character are the sum of the 
abilities of each of the character's classes, 


Level 

"Character level” is a character's total number of levels. It derives from 
overall XP eared and is used to determine when feats and ability score 
‘boosts are gained, as per Table 3-1: Experience and Level-Dependent Ben~ 
efits, “Class level” is the character's level in a particular class, as per the 
individual class tables. For the single-class hero, character level and class 
level are the same. 


Hit Points 

ach time you gain a new (eve, roll a hit point die (the size of the die 
depends on the class in which the level i gained) and add the result to your 
character's hit point total, Your character's Constitution modifier applies to 
each it point die rol. 

For example, a Tst-level scout who becomes a st-levelscout/Ist-level 
soldier gains a number of additional hit points equal to 1610 + the character's 
Constitution modifier. few game sessions later, the character gains a second 
level in the scout class, becoming a 2nd-level scout/1st-level soldier, where 
Upon her hitpoints increase by 18 + the character's Constitution mati 


Base Attack Bonus 

‘Add the base attack bonus of each class to get the character's base attack 
bonus, For instance, a Bth-level nable/2nd-level soldier has a base attack 
bonus of +8 (+4 for noble, +2 for soldier) 


Defenses 
Each time a character gains @ new level, his Reflex Defense, Fortitude 
Defense, and Will Defense need to be adjusted to account for the increase 
in character level, 

A character who takes his fist level of a new class also gains 2 class 
‘bonus to one or more of his defenses; however, this class bonus does not 
stack with other class bonuses. 


Skills 
When you select @ new class, you do not gain any new trained shils. However, 
‘your list of class skills expands to include those of the new class. f you take 


feat [page 88), you may choose your new trained ski from. 
the class stl ist of any class in which you have levels. 

For example, Aran is 2 multiclass nobe/soldier who takes the Skil Training 
feat. Her new trained sill may be chosen from the noble's list of class sly 
Or the soldier’ list of class stills. 


Starting Feats 
When you select a new class, you do not gain al of is starting Feats, Select 
cone feat from the list of starting feats. For example, a Tst-level noble decides 
t take a level of soldier and gains one feat of his choice from the soldier's 
Uist of starting feats: he selects Weapon Proficiency (rifles). 


Talents 

if a character gains a talent as a consequence of gaining level, he mi 
select a talent associated withthe class in which he gained the level 
‘example, Araniis a 2nd-level noble who decides to take a eve inthe so 
clas, which grants her 3 talent. She must select her new talent from t 
soldier talent trees (or from Force talent trees if she has the Force Sensi 
feat), since it was a soldier level that granted her te talent 


Feats 

For multiclass characters, feats are received at 3rd level and every th 
charactes levels thereafter, regardless of individual class level (see 
3-1: Experience and Level-Dependent Benefits) 

‘A multiclass character that gains a class bonus feat must select it fo 
the bonus feats available to that particular class. For example, Aran 
2nd-levenoble/1t-level soldier who decides to take a second level in 
soldier €lass, Doing so grants her a bonus feat, which she must select 
the solgier’s list of bonus feats (page 63). 


Ability Increases 
For multiclass characters, abilities are increased every four charactet It 
regardless of individual class level (see Table 3-1: Experience and Le 
Dependent Benefits). 


ADDING 4 SECOND CLAS! 
‘When a single-class character gains a level, he or she may choose toi 
the level of his or her current class or pick up a new class at Ist level 
GM may restrict the choices available according to how he or she 
classes, sil, experience, and traning, For instance, the character may ne 
to finda teacher to instruct him in the ways ofthe new class, Additionally 
GM may require the player to declare what class his or er hero i" 
‘on’ before he or she makes the jump tothe next level, so the characte 
time to practice new stills. In this way, gaining the new class is the: 
previous effort rather than a sudden development, 


- = 


ch new level, rani decides whether to increase her noble level or her 
el. Ofcourse, if she wants to have even more diverse abilities, she 
acquire a third class, such 2s scoundrel. At seme point, she may also 
ye class (see Chapter 12: Prestige Classes), In general, a 
tclass as many times as there are classes availabe, 


er gains the base attack bonus, class bonuses to defense 


chore 
3s well as hit points ofthe appropriate die type and a talen 


ast til 

aceite new cass =f 

Ie ip anew class isnot exactly the same as starting a character in 

a nq and fresh, with lots of time to practice. When pickin 

Henig oi et iasoftieoaice hen pig 

Fre jass, a here does not receive the following starting benefits give 
iB cser rs that begin their careers in that class. 


tocharacter 


(select only one of the st 
points fri 


le Storting feats 
® Maxieno, tripled nit 
fe Starting credits 


ADVANCING A LEVEL 

Each time an w level, he either increases one 

lois eurrent class levels by one or picks up a new class at Ist level 
Wher a multiclass character increases 

Hetsall thestandard benefit that characters get for achieving th 


jelass character achieves 


ssible bonuses on attack rolls, better d 


ht elass: more hit points, 
Bedtes, and one or more new class features (such as a talent or bonus 
addition, » multiclass character has the 
for that cl 


(on to take any startin 


ponus feat 


HOw MULTICLASSING WORKS 


[Aran 4th-level noble, decides she wants to expand her repertoit 


Iipsome soldering. When Arani reaches 10,000 XP, she be i" 
ihatacter: Instead of becoming a Sth-level noble, however, she becomes a 
Atelevelnoble/'st-level solder. How exactly she picked up this new area of 
Meus isn'ta! tothe campaign, though the player and GM are encouraged 
Ereate aN in-game reason and opportunity for the hero to do so 

How, instead of gaining the benefits of a of noble, she gain 


Thebenclits of becoming 2 Ist-level soldier. She 
PaInts (1610 + her Constitution modifier), a Ist 
anus, a soldier's +2 class bonus 
Wecause she gained s tevel, a 
Increase by 1 

The benefits described above are added to the sco 
BEA able She doesn’t gain any of the benefit 

Dhachleving 15,000 XP, Arani becomes a 
Uke to continue along 


Fortitude Defense, and a soldier talent 


ses (Reflex, Fortitude, and Wil) 


5 eve! her. She decides she'd 
BpPerrable ere. oan se gun tn solders vecis or niien sew 
ESstratherthan the nobie's At this point, Aran isa sth-i 
Paldee Her combat sels ite be 24 
Because she has hing a 
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than 2 4th-level noble’s would be 
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1 Fortitude, and Will Defenses each increase by 


— CHAPTER 
SKIL 


Deel Surool, a scoundrel, can walk quietly behind an Imperial shuttle, crouch 
Jina shadow, and carefully listen fora stormtrooper commander qving orders 
tits troops. if Vor‘en Kurn, 3 soldier, were to try the same thing, he'd be 
‘more likely to make so much noise the stormtroopers would hear him. He, 
however, could dash into the shuttle and take its controls, flying it away 
while the stormtrooper Fire at it impotently. These actions and many more 
are determined by the skills that characters have (in this case, Perception, 
Pilot, and Stealth) 


SKILLS SUMMARY 
Your characters shils represent a variety of abilities, and you get better at 
them as you go up in level. A skill check takes into account your training 
(trained skit bonus), natural talent (ability modifier), and tuck (the die roll), It 
‘may also take into-account your species’ knack for certain sil or the armor 
you're wearing (armor check penalty), among other things, 


TRAINED SKILLS Vv‘ 
UNTRAINED SKILLS 
When you make a character, ou are allowed to select a numberof sis as 
ned skills. Your character receives a number of trained skills based on his 
character class and intelligence modifier (minimum of} trained ski) 
stills are selected from the character's ist of class sls at 1st level, 
racter may acquire new trained skills by taking the Skill Training 
8). The major difference between a trained skill and an untrained 
‘if that you gain a +5 bonus on sil checks i you're trained jn the sil 
some sills (such as Use the Force) can't be used untrained. 


‘your character level + key ability modifier + mis 


{f you are trained in the skill add +5 to the skill check result 
Ashi check is made just like an attack roll or 2 saving throw The higher 
{the rll, the better. You're either trying to get a result that equals or exceeds 
-2 certain Difficulty Class (DC), or you're trying to beat another character's 
‘chect result. For instance, to sneak quietly past a guard, Dee! needs to beat 
the guard's Perception check with a Stealth check. 

Wien adding “one-half your character level” always round down (a Ist- 
Jevel character adds +0) 

The “key ability modifier” isthe character's bonus or penalty for the ski's 
associated ability (Strength, Dexterity, Constitution, Intelligence, Wisdom, 
‘or Charisma. The key ability of a skill is noted in its description and on 


Table 4-2: Skills 


"Miscellaneous modifiers” include armor check penalties and bonuses 
provided by talents, feats, or equipment. 

‘Some skils can't be used untrained. These skills are noted on Table 4~4: 
Skills. If your character is not trained in these particular skills, you are not 
allowed to make any kind of check with them, 


How DO SKILLS WORK? 
‘A character begins play with a number of trained skills based on his or her 
starting heroic class Uedl,nable, seoundrel, scout, or soldier) and Intelligence 
‘modifier. A character must choose his or her trained skills from a large list 
of class skills, as shown in Table 4-1: Trained Skills by Class. 

For example, Rorworr (@ Tst-level Wookiee scout) gets 5 trained skills 
for being a scout. Since his Intelligence score is 12, he gets 1 adltional 
ined skil, fora total of 6 trained skills. These stills must be selected from 
the scout’s list of class skill. Rorworr selects Climb, Initiative, Mechanics, 
Perception, Pilot, and Stealth as his trained stil, 


MAKING SKILL CHECKS 

‘When your character mates a kil check, roll 1420 and add one-half your 
character level + your key ability modifier + any miscellaneous modifiers + 
§ (ifthe characteris trained in the skl). Success depends on the diffieulty 
of the task at hand. 

Example:Rorwort, a Is-level Wookiee scout with an Intligence of 12, 
tries to open the lock on an Imperial detention cell to free an imprisoned 
Rebel operative. Fist he attempts a Mechanics check. Rarworris trained in 
the sl, sohe can attempt the check (Mechanics skill checks cannot be made 
untrained) He rolls 1420 and adds one-half his level (+0), his Intelligence 
‘modifier (+1), and his trainee skil bonus (+5). He gets 2 13. Unfortunately, 
theGM knows thatthe lock on the cel door as@ DC of 15. Having failed his 
check and pressed for time, Rorworr shoots the lock with his blaster. 


ADVANCING SKILLS 

‘Since a character's sill modifiers are based on character level, they automati- 
Cally Increase as the character gains levels. When a character reaches 2nd 
level, all of his skill modifiers—in both trained and untrained skills~increase 
by 1. A character's still modifiers ean also be increased by other means. 


TYPES OF 

SKILL CHECKS 

‘When you use a stil, you make a skill check to see how well you do. The higher 
the result on your skill check, the better you do. Based on the circumstances, 
your result must equal or exceed a particular number(s DC or the result of 
‘an opposed skill check) for you to use the skill successFlly. The harder the 
task, the higher the number you need to rol 


Circumstances can affect your check. If you're free to work without 
distractions, you can make a careful attempt and avoid simple mistakes if 
you have lots of time, you can try aver and over again, assuring that you. 
eventually succeed. If others help you, you may succeed where otherwise 
you would fail 


OPPOSED CHECK 
‘Some skill checks are opposed checks, They are made against @ randomized. 
‘number, usually another character's skill check result. For example, to sneak, 
‘upon a quard, you need to beat the guard's Percention check result with yout 
Stealth check result. You make a Stealth check, and the GM makes a Perception 
‘check forthe guard. Whoever scores the higher result wins the contest, 
Forties on opposed checks, the character with the higher sill moi 
wins. For instance, ia Stealth check opposed by Perception check results in 
te, the sneaker’s Stealth check modifier would be compared to the notice’ 
Perception check modifier. f those scores are the same, roll again. 


CHECK AGAINST A 

Diericutty CLass (DC) 

Some checks are made against a Difficulty Class (DC). The DC is a num 
‘set by the GM (using the stil rules as a guideline) that you must score as 
‘result on your skill check to succeed. For example, climbing the outer wal 
‘of a ruined warehouse may have a DC of 15. To climb the wall, you must 

2 result of 15 or better on a Climb check. 


UNTRAINED CHECKS 

‘Some skils can be used only if you are trained in the skill f you don't 
Use the Force, for example, regardless of your clas, ability scares, and e 
rence level, you just don’t know enough about using the Force to attel 
‘to manipulate it consciously. Skils that can't be used untrained are mat 
with a "No" in the “Untrained” column on Table 4~2: Skills. 


TRYING AGAIN 

In general, you can try a still check again if you fal, and you can keep 
indefinitely. Many sls, however, have natural consequences fr faling 
must be accounted for. Some skills can’t be tried again once a check 
failed for a particular task. For most skills, when a character has sucer 
‘ata given task, additional successes are meaningless. 

For example, if Deel Suroo! misses a Mechanics check to open @ med 
‘al lock he can try again and keep trying. If, however, an alarm 50 
when the Mechanies check is missed by § or more, then failing has its 
penaity 

‘Similarly, if Rorworr misses 2 Climb check, he can keep trying, DUT 
rises by 5 or more, he fall (after which he can get up and try again. 
{all wasn't to far oF too painful). 


s.E 


je lntmodifier Deception, Gather Information, nitive, Krowedge (al stl, taken individually), 


‘carries no penalty for failure, you can take 20 and assume that 
Uaying until you eventually succeed (see Checks without Rolls, 


LING 
rit, talents, and other special abilities allow you to reroll a 
must dectare that you are using this option immediately after 
check but before any effects are resolved, Furthermore, you must 
ofthe reroll, even if tis worse- For all purposes, the result 

Is Weated as the real result of your skil check. 
ng the Better Result: Some species traits, talents and other special 
jmost cases, thsi more restricted and only available a limited 
es per day (such as the Knack talent, page 46) of requires you 
ce Point (such asthe Force Power Adept talent, page 214). As 
declare that you are using this option immediately after 

but before any effects are resolved 

Sometimes you have more than one species trait, talent, 
lows you to reroll the same still check. In this 


atilty tha 
|ehoose to take each reroll one ata time in whatever order you 
‘e4ch one before deciding whether to use another. 


va Cerean scoundrel makes an ititive check Dissatisfied with 
€5 10 use the Cerean species trait that allows him to reroll his 
png the new result, Unfortunately the second rll is even 
#10 use the Knack talent (page 46) to reroll one mare time, 
the better oF the second and third rolls. Alternatively, he could 
se Knack first, keeping the better af the first and second rolls, 
Bessary) use his Cerean species trait to rola thid time. keeping 
Instead of the better of the frst two. 


Perception, Persuasion, Pilot, Ride, Treat | Computer 
| Aerobaties, Deception, Gather Information, iniative, Krowiedge (a sills, takeninivigualy), 

- Mecranics. Perceation, Persuasion, Plot, Stealth, Use Computer 

Climb, Endurance, Initiative, Jump, Knowledge (all stills, taken individually), 

Mechanics, Perception, Pilot, Ride, Stealth, Survival, Swim 

Climb, Endurance itiative, Jump, Knowiedge (tactics), Mecharics, Perception, Plot, Swim, Tet ijury, Use Computer 


Use Computer 


FAVORABLE AND 
UNFAVORABLE 
CIRCUMSTANCES 


‘Some situations may make a skil easier or harder to use, resulting n a bonus 
‘oF penalty to the skill modifier for the skill cheek, or a change to the skill 
‘check’s DC. I's one thing for Ketko, a Rodian scout, to hunt down enough 
food to eat while he's camping for the day on the forest moan of Endor, 
using » Survival check. Foraging for food while crossing 100 kilometers of 
Tatooine's Jundiand Wastes is an entirely different matter 

‘The GM can alter the odds of success in four ways to take into account 
‘exceptional circumstances: 


‘© Give the still user a +2 circumstance bonus to represent circumstances 
that improve performance, such as having the perfect too! for the Job, 
getting help from another character (see Combining Skill Attempts, 
‘age 61), oF possessing unusually accurate information 

‘Give the sill user a -2 circumstance penalty to represent circumstances 
that hamper performance, such as being forced to use improvised tools 
‘or possessing misleading information. 

‘+ Reduce the DC by 2 (or assign penalties to an opposed check) to repre- 
sent circumstances that make the task easier, such as having a friendly 
audience or performing work that doesnt have to be perfect. 

* Increase the DC by 2 (or 346 bonuses to an opposed check) to represent 
circumstances that make the task harder, such as having a hostile audl- 
ence or performing work that must be flawless 


Gircumstances that affect your ability to perform the skill change your 
skill modifier. Circumstances that modify how well you have to perform the 


Skill to succeed change the DC. A bonus on your still modifier anda reduction 
in the check’s DC have the same result—they create 2 better chance that 
you wll succeed, But they represent different circumstances, and sometimes 
that difference is important. 

For example, Deel Surool the Tw'lek scoundrel wants to befriend a group 
of Trandoshan thugs drinking ina cantina, Before beginning hs performance, 
Deel listens to the Trandoshans so that he can judge their mood. Doing so 
improves his chances of taking the right approach when introducing himself 
giving him a +2 bonus to the skill modifier for his Persuasion check. The Tran- 
‘doshans ae in a good mood because they recently received a sizable pay, 
40 the GM reduces the bonus they receive for an indifferent attitude to +0. 
(Deer's attempt at diplomacy isn’t better just because the Trandoshans ae in 
{8 good moo, so he does not get a bonus to add into his skill modifier) 

However, the leader ofthe gang, Human bounty hunter, has been unable 
to locate the Wookie he's tracking, and he's suspicious of Deel. (Didnt the 
datafile suggest the Wookiee was often seen in the company of a Twi'lek?) 
He gains a +2 bonus to his Will Defense to resist being persuaded (in adition 
to the normal +2 for being indifferent 

Deel rolls a 6 and adds +8 for his skit modifier (including +2 for his 
impromptu research). His result is 14, The Trandoshans have a Will Defense 
Of 13, so Deets skill check result is high enough to shift ther attitudes to 
friendly, but not their leader (Will Defense 16). The Trandoshans applaud Dee! 
Surool and offer to buy him drinks, but their leader eyes him suspiciously. 


TIME AND 
SKILL CHECKS 
[ski's description tells you whether using a skil is a standard action, 2 
‘move action, a swift action, a full-round action, ora free action. Some sls 
can take minutes or hours to use 

‘In genera, using a skil that requires concentration (and thus distracts you 
from being fully aware of what's going on around you) provokes an attack of 
‘opportunity from an opponent if you are within that opponent’ threatened 
area when you attempt the skil check. See Attacks of Opportunity, page 
155, for more information. 


CHECKS WITHOUT 
Rous 

‘Akl check represents an attempt to accomplish some goal, usually in the 
face of same sort of time pressure ar distraction. Sometimes, though, you 
‘can use a skill under more Favorable circumstances and eliminate the luck 
factor, 


TAKING 10 
|When you're not ina rush and not being threatened or distracted, You may 
choose to take 10. Instead of rolling 1420 for the skill check, calculate your. 
result af you had rolled a 10 (an average roll on 2 420), For many relatively 
routine tasks, taking 10 results in a success. 

Distractions, threats, and danger make it impossible for @ character to 
take 10, You also can't take 10 when using a skill untrained, hough the GM 
‘may allow exceptions for truly routine activities. 

‘Example: Rorworr the Wookiee has a Climb skill modifier of +10. The 
steep, rocky slope he's climbing has a DC of 15. With alittle care, he can take 
10 and succeed automatically. But partway up the slope, » bounty hunter 
‘begins taking blaster shots at him from up above. Rorworr needs to make a 
Climb check to reach the bounty hunter, and this time he can’t take 10, He 
‘must make the skill check normally while under attack 


TAKING 20 
‘When you have plenty of time (generally 2 minutes for a skill that can nore 
mally be checked in 1 round), and when the skill being attempted carries no 
penalty for failure, you can take 20. Taking 20 represents making multi 
roll, assuming that eventually you will rol a 20, Instead of rolling 1620 
the skill check, calculate the result as if you had rolled & 20. Taking 20} 
‘you keep trying until you get it right, Taking 20 takes twenty times a 
435 making a single check. 

Example: Rorworr comes to a cliff face. He takes 10 to make the cli 
fora result of 20 (10 plus his +10 skill modifier), However, the DC is 23. 
the GM tells him that he fils to make progress up the cif (His check 
{sat least high enough that he doesn't fal.) Rorworr can't take 20 becal 
there isa penalty associated with failure (falling, n this ease). 

Later, Rorworr finds a small bunker in the cliffside and searches it 
{6M nates in the Perception kil description that each 1-square area ta 
2 full-round action to search (and she secretly assigns a DC of 15 10 
attempt) She estimates thatthe floors, walls, and ceiling of the bunker 
‘up about twenty squares {about 45 square meters), so she tells 
player that it takes 2 minutes to search the whole bunker, Rorwor oll 
and adds his +5 skill modifier. The result of 11 fas. Now Rorworr dec 
that he is going to search the bunker high and low, for as long as it 
The GM takes the original time of 2 minutes and multiplies It by 20, for 
‘minutes. That's how long it takes Rorworr to search the whole bunket 
‘exacting detail. Now Rorworr's player treats his rol as if it were 20, 
result of 25. That's more than enough to beat the DC of 15, and 
finds a datapad discarded in a waste disposal unit. 


INING SKILL 
MPTS 


‘one character tries the same skill at the same time and for 
their efforts may overlap. 


AL EVENTS 
characters attempt some action, and each succeeds or fails 


;Rorworr and each of his companions need to cima 2 slope 
‘top. Regardless of Rorwor’s result, the other characters need 
checks, too, Every character makes still check, 


ERATION 
Individual heroes react to the same circumstance, and they 
ther to help each other out In this ease, one hero is considered 
fof the effort and makes a skill check while each helper makes a 
inst DC 10, [You can't take 10 on this check.) For each helper 
‘he leader gets a +2 circumstance bonus (as per the rule for 
ces). In many cases, a character's help won't be benefi- 
i limited number of characters can help at the same time. The 
ation as she sees fit for the circumstances. 
fF Kelko has been badly wounded, Vor'en Kurn can try a Treat 
to keep him from dying. One other character can help Vor‘en. If 
makes a Treat Injury check against DC 10, then Vor‘en gets a 
the Treat Injury check he makes to help Keiko. The GM rules that 
‘anit help Vor'en at the same time because a third person 


‘May not require all the characters to make the same skill 
and Dee! Suraol try to find information about an illegal bu 
t's datapad, only one can make a Use Computer check. While 
‘checking the datapad, Deel Surool realizes his Knowledge 
bbe able to give hints on what to look for. Surool can make 


l applies. in 


{ty to do something to which no specific 
‘make an ability check: Roll 1420 and apply the appropriate 
‘The GM assigns a DC, or sets up an opposed check when 

re engaged in a contest using one ability against another. 

“Who rolls highest acts first. 
tS) @ test of one's ability doesn't involve luck. Just as you 

height check to see who is taller, you don't make a Strength 


heck to see who is stronger. When two characters arm wrestle, for example. 
the stronger character simply wins. In the case of identical cores, then make 
‘opposed Strength checks. 


EXAMPLE ABILITY CHECK 


Forcing open jammed or locked door Strength 
a RN aT ee 
Say BES GSES 


Navigating a maze 
Getting yourself noticed in a crowd 
SKILL DESCRIPTIONS 


This section describes each stil, including common uses and typical modi= 
fiers. Characters can sometimes use sls for other purposes than those listed 
bere. For example, you might be able to impress the members ofa starfighter 
‘squadron by making a Pilot check. 

Here i the format for skill descriptions. Headings that do not apply to a 
particular skill are omitted in that ski's description 


Charisma 


SKILL NAME (KEY ABILITY) 
Trained Only: Armor Check Penalty 
‘The skill name line and the line beneath it include the fliowi 

Key Ability: The abbreviation for the ability whose modifier applies to 
the sil chec. 

Trained Only: If “Trained Only" appears on the line beneath the skill name, 
you must be trained in that skill to use it. If “Trained Only" is omitted, the 
skill can be used untrained except for some uses If any special notes apply 
to trained or untrained use, they are covered in the Special section, 

Armor Check Penalty: if “Armor Check Penalty" appears on the line 
beneath the skill name, a character takes a penalty on skill checks made with 
this ski if he's wearing armor with which he i not proficient. The size ofthe 
‘armor check penalty depends on the type of armor; ight, ~2; medium, ~5; or 
heavy, -10. For example, Rorworr the Wookiee scout is proficient with light 
‘armor only. If he attempts to swim in medium armor, he takes a ~6 armor 
‘check penalty on his Swim check. 

Retry: Any circumstances that apply to successive attempts to use 
‘the skill successfully. If this paragraph is omitted, the skill check can 
bbe tried again without any inherent penalty other than consuming 
additional time. 

Special: Any special notes that apply, such as rules regarding untrained 
use and whether or not you can take 10 or take 20 when using the sil 

Time: How much time it takes to make a check with this skill if that 
information hasn't already been covered elsewhere. 


‘SKILL (KEY ABILITY) 


# 


Chim (Ste) 


Endurance (Con) 


* 


Initiative (Dex) 


ci 


Knowledge Int) 
Perception (Wis) 
Pilot (Dex) 


‘Stealth (Dex) 


£ 
FSCHSSS STC ST SET 


‘Swim (Str) 


Use Computer (Int) 


€ Cia stil 
1 Some uses of the skill require that you be trained ia the skill. 
2 Knowledge (tactics) only. 


'3 Any choracter withthe Force Sensitivity feat treats Use the Force aso class sil, 


AcrRosaTics (Dex) 
‘Armor Check Penalty 
You can move at normal speed across dificult terrain, keep your balance 
hile walking on @ narrow surface, take less damage from a fall slip free 
of restraints or a grappling foe, and get up fram prone safely. In addition to 
the specific options listed below, you can use Acrobatics to perform typical 
tumbling, flipping, or gymnastic maneuvers. 

Balance: A successful Acrobatics check allows you to move st half speed 
along a narrow surface such asa ledge or wire. The DC of the Aerobatics check 
Varies with the width of the surface (see below. If the surface is sippery 


‘of unstable, increase the DC by 5. A failed check means you fall 
must make a DC 15 Reflex save to catch the ledge or wire. 


NARROW SURFACE ACROBATICS DC 
4-7om wide 6 

‘You are considered flat-footed while balancing, and thus you 
Dexterity bonus to your Reflex Defense {if any), Ifyou are trained 
boatics, you aren't considered flat-footed while balancing. 


save domage while balancing, you mustimmediately make another 
fos eneck against the same DC to keep from fling 
Mepss Difficult Terrain (Trained Only): With a successful DC 15 Acrobst- 
ek you ean move through dificult terran at your norms! speed. 


Bonds: With a successful Acrobatics check you can sip free of 
DC varies; ee table below), wriggle through a tight space (OC 
Hipjorecap ro 3 orl (0C= he apl’'s rape ce). The BCin 
Dap of restrain depends on the typeof restraint (ee table, 
Mttakes an attack action toescope grapple It takes» full-round action 
Mbesetpen net orto move | square trough tight space. Ie takes 1 minute 
Mpescape rom ropes, binder cuffs, or manactes 


RESTRAINT ‘ACROBATICS DC 
‘Opponent’s Dex cheek + 10 


eo is 
ier 3s 


Fall Prone (Trained Only): Ifyou are trained in Acrobatics and succeed 
Wi DAB check, you can drop toa prone position asa free action (instead 
pfaswit action) 

Reduce Falling Damage (Trained Only): With a successful DC 15 Acro- 
Datieseheck, you can treat a fal asit it was 3 meters (2 squares) shorter when 
Getermining damage. For every 10 points by which you beat this 0C, you can 
Subiraet un additional 3 meters from the fall for determining damage. It you 
ake this check and take no damage from the fal, you land on your feet. 

Ifyou are struck by a falling abject, you can reduce the damage you 
Take by half with» successful OC 15 Acrobatics check (see Falling Objects 
page 24) 

‘Stand Up from Prone (Trained Only): I you are trained in Acroba 
nd succeed atv OC 15 check, you can stand up from a prone position as a 
Spiftaetion (instead of a move action) 

Tumble (Trained Oniy): f you succeed at a DC 16 Acrobatics check. you 
Pears Mouth te threatened aren or ihting space ofan enemy as 

6f Your move action without provoking an attack of opportunity. Each 
Hhvebtened square of occupied square that you tumble through counts as 2 
‘squares of moverent 7 

BpesiasYou can tate 10 or tae 20 on an Acrobatics check. 

Yaw Bre tines in Acrobatics, you gain a +2 dodge bonus to your Reflex 
HE When fighting defensively (see Fighting Defensively, page 152) 


Slims (str) 
Check Penalty 
BPPSISARI to scale a cit, to get to 2 window on the second story of a 


GE clin up an antenna arey after fling out ofan army a 
Mebotiom oF faring ens , 


Climb Surface: With each successful Climb check, you can advance up, 
down, or across a slope ora wall or other steep incline (or even a ceiling with 
handholds) A slope is considered to be any incline of ess than 60 degrees; 
44 wal is any incline of 60 degrees or steeper. You can climb at one-half of 
‘Your speed as a full-round action. You can move half that far—ane-fourth 
of your speed~as.a move action. 

‘A falled Climb check indicates that you make no progress, and check 
that fas by 5 or more means that you fall from whatever height you have 
already attained, 

The DC of the check depends on the circumstances of the climb: 


DC EXAMPLE WALL OR SURFACE 
lo ep to walk uj 


cial), such as a very rough natural rock surface or a tree; an unknot~ 
ted rope. 


25 Rough surface, such as a natural rock wall or a brick wall 


= Perfectly smooth lat, vertical surface cannot be climbed. 
; ’ 


=5" Climbing a corner where you can brace against perpendicular walls 
(reduces normal DC by 5) 
1 crane ay REREAD 
* These modifiers are cumulative; use ony that opp. 


Since you can't move to avoid an attack while climbing, opponents get 
1a +2 bonus on attack rolls against you, and you lose any Dexterity bonus to 
Your Reflex Defense. 

‘Any time you take damage while climbing, make 2 Climb check against the 
DC of the slope or wall Failure means you fall from your current height and 
sustain the appropriate faling damage (see Falling Damage. page 258). 

‘Accelerated Climbing: You try to climb more quickly than normal, but 
yu take @ ~5 penalty on Climb checks. Accelersted climbing allows you 
to climb at your Full speed as a full-round action. You can move half that 
far—one-half of your speed—as 2 move action. 

Catching Yourself When Falling: It's oractically impossible to catch 
yourself on 2 wall while falling. Make @ Climb check (DC = the walls DC 
+20) to do so, A slope is relatively easier to catch yourself on (OC = the 
siope’s DC + 10), 


Making Handholds and Footholds: You can make your own handho} 
‘and footholds by pounding pitons into a wall. Doing so takes 1 minute g 
piton, and one piton is needed per meter, As with any surface with handhot 
‘and footholds, 2 wall with pitons init has @ OC of 15. In the same way, 
‘dimber with an ice axe or similar implement can cut handholds or footho 
inan ice wall 

‘Special: Someone using a rope can haul a character upward (or lo 
the character) by means of sheer strength. Use the encumbrance rules ( 
‘page 140) to determine how much weight a character can lift. 

‘You can take 10 while climbing, but you can't take 20 


DECEPTION (CHA) 
‘You can make the untrue seem true, the outrageous sem plausibe, and 
nefarious seem ordinary. Te skill encompasses conning, fast-talking, mi 
rection, forgery, disguise, and outright lying. Use a Deception check to 
temporary confusion, pass as someone you're not, get someone to tun 
head in the direction you point, or pass faked documents off as genuine, 

Deceive: When you want to make another character believe something 
that is untrue, you can attempt to deceive them. You can deceive a target} 
‘one of two ways: by producing a deceptive appearance or by communi 
deceptive information. 

Deceptive Appearance: When you produce @ deceptive appear 
such as disguising your appearance or producing forged documents, 
1 Deception check opposed by the Perception check of any target that 
the deception, Ifyou succeed, that character believes that the appearanc 
authentic f you fal the target detects the deception, Creating a dect 
appearance requires atleast 1 minute (10 rounds) for simple deceptions, 
minutes for moderate deceptions, 1 hour for difficult deceptions, 1 day 
incredible deceptions, or 2 weeks (10 days} for outrageous deceptions. 
‘can rush and create the deception in less time (treating It as If it were! 
‘step easier, to a minimum of simple), but you take a -10 penalty on 
Deception check. In all cases, make a single Deception check at the fl 
you create the deceptive appearance and compare your check result 10 
Perception check of any character who encounters it 

Deceptive Information: When you communicate deceptive inform 
‘such as telling a fie or distorting facts to lead the target toa fast 
sion, make 2 Deception check against the Will Defense of any target 
‘can understand you, f you succeed, the target believes that what You 
telling them is true. While most cases of deceptive information are 
verbal or written (requiting the target to be able to understand you), 
can deceive with gestures, body language, facial expressions, ad $0 
Communicating deceptive information requires at least a standard 
for simple deceptions, 2 full-round action for moderate deceptions: 
‘minute (10 rounds} or even more for dificult, inedible, or outrageous 
tions. You can rush and communicate your deception in jess time ( 


i —————,, 


‘A moderate deception is believable and doesnt affect the target much one way othe other, and you have most ofthe props you 
reed, Moderate deceptions include convincing a suspicious guard that you're nat a tie disguising yourself 


7 


member of another 


species or gender; and creating 2 false ID good enough to pass visual scrutiny but not electronic screening. 


‘An incredible deception is hard to believe presents a sizable risk to the target, or requires passing intense scrutiny, Incredible 
deceptions include convincing a reputable starship dealer to buy a stolen Imperial shuttle, impersonating someone well enough to 


convince an od friend, and forging false credit 
% oa ae 


LFUNCTION BUT, 


“UH, HAD A SLIGHT WEAPONS 
UH... 
REECTLY ALL RIGHT NOW. 


EVERYTHING'S 
WE'RE FINE. 


VE"RE ALL FINE HERE NOW. THANK YOU. 


“One step easier, to 2 minimum of simple), but you take # -10 
Hour Deception check. If your deceptive information is written, 
therwise preserved for later viewing, your original Deception 
‘compared to the Will Defense of all targets who later read 

ur deception. 
Ss, YOu convey bath a deceptive appearance and deceative 
‘xample, if you create a falsified document (such 3s an 
Ka letter from a senator cr orders from a military commander) 
ce something that looks authentic (deceptive appearance) 


ating believable content (deceptive information). In this case, 
Seption check and compare it to both the target's Perception 
Similarly, you might disguise yourself as an Imperial 


HOW ARE YOU?" 


- HAN SOLO 


‘general (deceptive appearance) and then ge fake orders toa stormtrooper 
(Geceptive information). in this example, you make one Deception check 
ahead of time to create the disguise and another Deception check at the 
‘time you give the stormtrooper his new orders. 

Favorable and unfavorable circumstances weigh heavily on the outcome 
cof a deception. Two circumstances can weigh against you: The decention is 
hhard to believe, or the action that the deception requires the target to take 
{goes against the target's self-interest, nature, personality, or orders. 

If it's important, the GM can distinguish between a deception that fails 
because the target doesn't believe it and one that fas because it just asks 
‘too much of the target. For instance, ifthe deception demands something 
risky of the target, and your Deception check fails by 10 or less, then the 


target didn't so much see through the deception as prove reluctant to 90 
along with it even if he believes it's true. If your Deception check fas by 11 
‘or more, he has seen through the deception (and would have done so even 
if it had not placed any demand on him). 

‘Asuccessful Deception check indicates that the target reacts as you wish, 
at least fora short time, or the target believes something that you want him 
to believe. For example, ou could use a deception to put someone off guard 
by telling him someone was behind him. At best, such a deception would 
make the target glance over his shoulder. It would not cause the target 
to ignore you and completely turn around. Alternatively, you could use 
deception to make a starship captain believe that he has orders to take his 
vessel to Tatooine I successful, the captain would carry out hisnew “orders” 
ven though that would take quite some time, but as soon ashe encounters 
contradictory information (such receiving contradictory orders from nis real 
‘commander, ar arriving at Tatooine and discovering that no one sent for him) 
he will realize that he has been fooled. 

Creating a Diversion to Hide: You can use Deception to help you hide. A 
successful Deception check that equals or exceeds the target's Will Defense 
dives you the momentary diversion you need to attempt a Stealth check while 
‘the target is aware of you (see the Stealth skil, page 72), 

Feint: Make a Deception check asa standard action to set the DC of your 
‘opponent's Initiative check. If you beat your opponent’ roll that target is 
\reated as fat-footed against the first attack you make against him in the 
ext round, You take a -5 penalty against non-humanaid creatures or against 
creatures with an Intelligence lower than 3. 

Retry: Generally a failed Deception check makes the target too suspicious 
fot you to try another deception in the same circumstances. For feinting in 
‘combat, you may retry freely. 

‘Special: You can take 10 when making 2 deception (except for feinting 
in combat), but you can't take 20, 

Time: A deception takes at least a standard action, but can take much 
longer if you try something elaborate. Disquises that require major changes 
to your physical outline, or forged documents with many safeguards, can 
take hours or even days. 


ENDURANCE (CON) 
‘Armor Check Penalty 
‘You can push yourself beyond your normal physical limits. 

Force March: Each hour af walking after 8 hours requires you to attempt 
1 DC 10 Endurance check (+2 per hour after the first). Ifyou fail, you move 
1 persistent step along the condition track (see Conditions, page 148). You 
can only remove this persistent condition by resting for 8 hours. 

Hold Breath: You can hold your breath for a number of rounds equal 
to your Constitution score. After this period of time, you must succeed on 
‘a DC 10 Endurance check in order to continue holding your breath. The DC 
increases by +2 per additional round. If you fall, you must breathe or you 


‘move ~1 step on the congition track (see page 148). Ifyou reach the 
of the condition track, you fall unconscious. Ifyou ae still unable ta by 
cn your next turn after falling unconscious, you die. 

Jgnore Hunger: You can go without food for a number of days equal 
your Constitution modifier (minimum 1 day). After this time, you musts 
ceed on an Endurance check each day or move -1 persistent step along the 
condition track (see page 148). You can only remove ths persistent condi 
bby eating a nutritious meal. The DC js 10 on the first day and increases by 
+2 each day thereafter. 

Ignore Thirst: You can go without water for a number of hours equal 
three times your Constitution score. After ths time, you must succeed 
‘an Endurance check each hour or move ~1 persistent step along the cons 
tion track (see page 149). You may only remove this persistent condi 
by drinking at least 1 liter of water; for creatures that are not Medium. 
‘multiply the water required by 10 for every size category above Medium 
‘ivide it by 10 for every size category below Medium. The DC is 10.09 
first day and increases by +2 each day thereafter. 

Run: You ean run asa full-ound action, When you run, you ean 
‘up to four times your speed in a straight line (or three times your speed in 
‘straight line if you are wearing heavy armor or carrying @ heavy oad), 
lose any Dexterity bonus to your Reflex Defense while you're runing sit 
you can't actively avoid attacks. 

‘You can run for a number of rounds equal to your Constitution score 
‘out any trouble. If you want to continue running after that, you must 
‘on a DC 10 Endurance check, You must check again each round in which 
‘continue to run, and the DC of the Endurance check increases by 1 for 
previous check you made. When you fal a check, you move ~1 persistent 
‘on the condition track (see Conditions, page 148), You can only remove 
persistent condition by resting for the same length of time that you 
running. During this rest period, you can only move your speed. 

Sleep in Armor: You can sep while wearing armor by succeeding 
Endurance check (DC 10 for light armor, DC 15 for medium armar, 
20 for heavy armor). Ifyou fall, you don’t sleep and mave ~1 persistent 
‘along the condition track (see page 149), You can only remove this pe 
condition by sleeping for & hours. 

‘Swim/Tread Water: Each hour that you swim, you must succeed 
(OC 15 Endurance check or move =1 persistent step along the condition 
(see page 148). You can only remove this persistent condition by 
{not swimming or treading water) For the same length of time that you 
swimming. Each consecutive hour of swimming increases the OC by 
you are only treading water, reduce the DC by 5. 


JATHER INFORMATION (CHa) 


Gis shill to make contacts 


0 
3 
AI 
5 
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his or her presence and/or activities, the DC is 25 and the information costs 
500 credits in bribes 

Special: You can take 10 on 2 Gather Information check, but you can't 
take 20. A successful Persuasion check can reduce the monetary cost of & 
Gather Information check (see the Persuasion skill, page 71). 

Some information is beyond the reach of a Gather Information still 
‘check. For example, characters searching for Darth Vader won't find him by 
speaking with tribes of Ewoks on the Forest Moon of Endor, no matter how 
‘many Ewoks they question. 

Time: Each Gather Information check represents 146 hours of time 
‘spent talking to informants, scanning HoloNet news broadcasts, or perusing 
information kiosks, 


InimIATIVe (DEX) 
‘Armor Check Penalty 
Use this sil to gain the advantage in combat. 

‘Start Battie: An initiative check sets the order of combat when a fight 
starts Each character aware of the fight makes an Initiative chect and goes 
in order from highest to lowest. 

When piloting a vehicle in combat. you must apply the vehicle's size modt- 
fier to your Initiative check (see Table 10-1; Vehicle Sizes, page 166). 

‘Avoid Feint: When an apponent attempts to feint in combat, you oppose 
his Deception check with an Initiative check. If you meet or beat his check 
result, his feint attempt fll. 

‘Special: You can take 10 on an Initiative check, but you can't take 20, 


dump (STR) 

‘Armor Check Penalty 

Use this sll to leap over pts, vault low fences, orjump down from a tree's 
lowest branches. 

Long Jump: The DC of a running long jump is equal to the distance 
cleared (in meters) multiplied by 3, For example, clearing 2 3-meter-wide 
(2-square-wide) pit requires a successful DC'9 Jump chect. if you do not 
get at least a 4-square running start, the DC is double 

High Jump: The DC ofa running high jump is equal tothe distance cleared 
(in meters) multiplied by 12. For example, landing atop 2 1.5-meter-high 
(-square-high) ledge requires a successful DC 18 Jump check. If you use a 
pole of sufficient height to help you vault the distance, the DC ls halved. f 
You do not get at least a 4-square running start, the DC is doubled. 

Jump Down: If you intentionally jump down from a height, you can 
attempt a DC 15 Jump check to take falling damage asf you had dropped 3 
meters (2 squares) fewer than you actually did. If you succeed on this check 
and take no damage, you land on your feet. 

‘Special: You can take 10 when making a Jump check. If there isno danger 
associated with falling, you can take 20, Distance covered by # long jump 


Cr high jump counts against your maximum movement in a round: dst 
covered by jumping down does not. 


KNOWLEDGE (INT) 

Knowledge encompasses 3 number of unrelated skis. Knowledge rep 
sents a study of some body of lore, possibly an academic or even scien 
discipline. 

Each time you select Knowledge as trained ski, ou must choose a 
of study from the lst below: 

Bureoucrocy: Business procedures, legal systems and regulations, 
organizational structures 

‘Goloctic lore: Planets, homeworld, sectors of space, galactic hi 
and the Force 

Lifesciences: Biology, botany, genetics, archaeology, xenobiology, 
cine, and forensics 

Physic sciences: Astronomy, astrogation, chemistry, mathe 
physics, and engineering 

‘Social sciences: Sociology, psychology, philosophy, theology, 
ccuminology 

Tactics: Techniques and strategies for disposing and maneuvering f 
incombat 

Technology: Function and principle of technological device, 3 wall 
Anowledge of cutting edge theories and advancements. 

‘Common Knowledge: You can answer 9 basic question about @ 
related to your field of study with a DC 10 check. For example,» OC 10 
‘edge fe sciences) check is enough to know that Rodians are skied hi 

Expert Knowledge (Trained Only): You can make a Knowledge 
‘2 swift action to answer a question within you Field of study that rq 
‘some level of expertise, The DC of the check ranges from 16 {for si 
‘questions) to 25 [for tough questions), The GM may adjust the DC de 
‘on the character's personal experience. For example, a DC 20 Know 
(galactic ore) check might reveal specific information about the inh 
ofthe planet Dathomir, but the DC may be lower if the character making 
heck has actually Deen there 

Retry: No, you ca't reroll failed Knowledge check, The rll re 
what you know, and thinking about a topic 2 second time doesn't lt 
‘now something you never leaned inthe First place. 

Specials You can take 10 when making a Knowledge check, but 
can't take 20. 


MECHANICS (INT) 
devices, and modify and repair damaged droid. 


Disable Device (requires security kit); You can use this skill 1 
security device, defeat s lock or trap, or rig a device to fail when It 


full-round action, and the DC depends on the intricacy ot 
item being disabled or sabotaged, as shawn below 


EXAMPLES 
Sabotage 2 mechanical device, jam a blaster, bypass 2 
basic mechanical lock 

Sabotage an electronic device, bypass a basic electronic 


lock 

yeas” Disarm an electronic security system, bypass @ complex 
mechanical or electronic lock 

Bjfyeu ottemp® to leave behind no trace ofthe tampering, crease the DC 


ty 


Withe Mechanics chect fails by 5 orn 
Bran, you spting it. IF t's some sort of sabotage, y 
lsabled, but It stll works norma 


*FOR A MECHANIC, 

You SEEM TO DO AN 

EXCESSIVE AMOUNT 
OF THINKING.” 


c-3P0 


Handle Explosives: Setting a simple explosiv 
spot doesn't require » 

1, placing an explosive for maximum effect again 
A check, as does disarming an ex 


heck, but connecting and 


Seiting a detonator, placing an explosive device, or disarming an explosive 
2Vice is 3 ful-round action 

Set Detonator: Most explosives require a detonate 
Sidetonator to an explosive requires a OC 
ralesve fas vo go off as planned. Failure by 10 or more means the explosive 
GOES asthe detonator is being installed 

YoU can make an explosive dificult t 
tm DC before mating your ch 
HAN YO), Your OC to set the d 
Same you might decide to make the disarm OC 20. The DC 
Baral tre expe recone eaten nthe 

Ploce Explosive Device: Carefully pla 
SHBSLUTE or Vehicle (a stationary, una 
Bie damage dealt by exploiting 
Males the check (so that y 


heck. Fallure means that the 


nator is eq 


unattended inanimate o 
loiting weakness 
jou don't know & 


higher, you ignore the damage reduction of any object to 
which the explosives are attached, On 3 result of 25 or higher, the explosive 
vehicle against which it's placed. On 
Jamage. In all cases, it deals normal 


35 or higher, it d 


rity kt): Disarming an explosive 
is usually 15, unle 


Disarm Explosive Device (requires 0 se 


that has been set to 90 off requires 


the one who set the detonator chase a higher disarm DC (see Set Detonator 


above). If you fall the check, you do not disarm the explosive. If you fail it 


5 of more, the explosive detonates while you are adjacen 
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Jury-Rig: You can mate temporary repairs to any disabled mechanical 
or electronic device, from a simple tool to a complex starship component. 
Jury-rigging is full-round action and requires 2 successful DC 25 check. 
If you use 2 too! kit, you gain @ +5 equipment bonus on the check. A jury- 
rigged device gains +2 steps onthe condition track. At the end of the scene 
‘or encounter, the jury-rigged device moves 5 steps along the track and 
becomes disabled again. (See Coreitions, page 148.) 

Modify Droid (requires tool kit): You can make a Mechanics check to 
modity a droid (see Modifying Droids, page 197) 

Recharge Shields: When acting as the shield operator on a vehicle or 
operating a device witha shield rating, you can spend three swift actions 
on the same turn or on consecutive turns to make a DC 20 Mechanics check 
to recharge the vehicle's shields. If successful, you restore S points to its 
Shield rating, up to its normal maximum. 

Regulate Power: When acting asthe engineer on a vehicle or operating 3 
device, you can spend three swift actions to make @ DC 20 Mechanics check 
to regulate its power. If you are successful, the vehicle moves +1 step on the 
condition track (see Conditions, page 148). 

Repair (requires tool kit): You can repair a damaged or disabled drois 
or object (including devices and vehicles) This requires at least 1 hour of 
work, at the end of which time you must make a Mechanics check. Only one 
character may repair a given droid or object at a time, but other characters 
‘may use the aid another action to assist (see page 151). 

Repair Droid (requires a tool kit): You can spend | hour and make a 
DC 20 Mechanics check to repair a damaged or disabled dro, restoring 
hit points equal to the droids character level and removing any persistent 
Conditions currently afecting the droid. A droid can attempt to repair itsel, 
bout it takes a =5 penalty on its skill check 

Repair Object: You can spend 1 hour and make 2 DC 20 Mechanics check 
to repair a damaged or disabled object, restoring 168 hit points and removing 
any persistent conditions currently affecting the device or vehicle. fyou are 
on board 3 damaged vehicle while you attempt to repairit. apply any penalties 
from the vehicle's position on the condition track on your Mechanics check 
(Major vehicle repairs are best attempted in a garage, hangar. éry dock, or 
other specialized Facility.) 

Retry: You can usualy retry a Mechanics check. In some specific cases, 
however a failed Mechanics check has negative ramifications that prevent 
repeated checks (see Disable Device, above, for example). 

‘Special: You can take 10 or take 20 on a Mechanics cheek, When making 
‘a Mechanics check to accomplish ajury=rig repair, you can't take 20. 


PERCEPTION (Wis) 
Use this sll to perceive threats as well as your surroundings. 

The distance between you and whatever you're trying to perceive affects 
your Perception check, as do solid barriers and concealment. 


‘Avoid Surprise: A Perception check made at the start ofa battle 
imines whether or not you ae surprised (see Surprise, page 148).A Percept 
‘check made to avoid surprise is @ reaction. 

Eavesdrop: A DC 10 Perception check allows you to eavesdrop on 
‘conversation. You must be able to understand the language being s 
‘The DC increases to 15 in relatively noisy areas (such as a cantina) of 25; 
particularly loud areas (such as 2 droid factory]. Eavesdropping on a con, 
‘versation isa standard action, 

Hear Distant or Ambient Noises: A DC 10 Perception check allows 
‘0 detect and identify distant or ambient noises, Actively listening ford 
‘or ambient noises isa standard action. 

Notice Targets: A Perception check lets you hear or spat other targets 
detect someone or something sneaking up on you from behing, If the target 
actively attempting to remain undetected, your Perception check is opp 
by the target's Stealth check. Ifthe target isnot making any special effort 
avoid detection, the Perception check DC is determined by the target's: 
Colossal, DC -15; Gargantuan, DC ~10; Huge, DC -5; Large, DC 0; Medi 
‘DC 5; Small, DC 10; Tiny, DC 18; Diminutive, DC 20; Fine, OC 25, 

For every 10 squares of distance between you and the target, You 
‘a ~5 penalty on your Perception check. You also take a ~6 penalty if 
target has concealment or cover, or a -10 penalty i it has total cone 
iment or total cover, 

Detecting a target that enters your line of sight is a reaction, Ac 
looking o listening for hidden enemies (including those to whom you do 
have. fine of sight) isa standard action. 

‘You can also notice if a character has a concealed weapons or ob 
Make a Perception check opposed by the target's Stealth check result 
‘you win the opposed check, you notice the concealed object. Ifyou win’ 
‘opposed check by § oF more, yoU can tell what Kind of object Is ol 
(for example, distinguishing a blaster from a datapad). 

Search: You can carefully examine @ 1-square area or a 1-cubic 
‘volume of goods as a full-round action, ADC 15 Perception check allows 
10 find clues, hidden compartments, secret doors, traps, irregularities: 
‘other details not readily apparent within that area. The GM may ine 
the DC for especialy obscure well-hidden features. 

You can also search a character for concealed weapons or objects 
1 Perception check opposed by the target's Stealth check result. If you 
‘the opposed check, you find the concealed object. You receive @ +10 
stance bonus on your Perception check if you physically touch the tat 
search for concealed items; this requires a full-round action and ca 
be used on a willing, pinned, or helpless target. 

‘Sense Deception: You can use Perception to see through 
appearances made using the Deception sil if your Perception check: 
‘or exceeds the result of the Deception check, you realize that you're! 
deceived. Your Perception check to sense the deception isa reaction: 


‘Wishes you ill bt won't go out ofits way to harm you 


‘Wishes you well but won't take life-threatening rsts on your behalf 


| Make a Perception check to determine whether someone 
Influence ofa mind-affecting Force power or other method of 
‘the effect isn’t obvious). This requires a full-round action 
DC 20 check. 

\can make a Perception check every time you have the opportunity 
thing as.a reaction. As @ swift action, you may attempt to see or 

ng that you failed (or believe you failed) to notice previously. 
You can take 10 of take 20 when making a Perception check. 
ns you spend 2 minutes attempting to notice something that 


thers with your tac, subtiety, and social grace, or you 

them into being more cooperative. 
"Attitude: As a fll-round action, you can make a Persuasion 
The attitude of a creature with an Inteligence of 2 or higher 
language, oF a combination of the two. The target must be 
‘Apply modifier to the check based on the target's current 
‘you! hostile ~10, unfriendly ~5, indifferent ~2, friendly +0 
Attitude Steps). Ifthe check equals or exceeds the target's 
the target's attitude shifts one step in your favor. Ifthe target 
lunderstand your speech, apply a ~5 penalty on your Per- 


‘You may attempt to change the attitude of a given creature 
encounter. 

er YoU use the Gather Information skill, you can make a 

‘88 swift action to reduce by half the amount you must 


‘action to increase or reduce the sell price of a desired item 
‘DC depends on the attitude ofthe individual (or individuals) 
'Gealing: unfriendly DC 30, indifferent DC 25, friendly DC 
15, You can't haggle with creatures that are hostile toward 
€s that have an inteligence of 2 or lower. No matter how adept 
‘8 creature won't pay more for 
ere forthe standard listed price. 


Intimidate: As 2 full-round actlon, you can make a Persuasion check to 
force a single creature with an Intelligence of 1 or higher to back down from 
4 confrontation, surrender one of its possessions, reveal a piece of secret 
information, or flee from you fora short time. The creature must be able to 
‘ee you, Your check result must equal or exceed the target's Will Defense 
for the intimidation attempt to succeed, Apply @ modifier to the check based 
‘on the threat the target perceives from you: 


SITUATION ‘MODIFIER 
Target is clearly outnumbered or disadvantaged 40 
‘You are clearly outnumbered or disad =10 


You cant force the target to obey your every command or do something 
that endangers its life or the lives ofits allies. A creature you successfully 
intimidate becomes one step more hostile toward you as soon as you are no 
longer an imminent threat (see Table 44: Attitude Steps). 

Retry: If you fall a Persuasion check, you cannot make any further Per- 
suasion checks against the targeted creature for 24 hours. 

‘Special: You can take 10 on a Persuasion check, but you can't take 20, 


PiLoT (Dex) 
Use this ski to operate a vehicle, Basic operation of a vehicle does not 
‘equire a skill check or special training, but performing evasive maneuvers 
and ¢iffcutt stunts does 

Whenever you make a Plot check, ou must apply the vehicle's sie modi- 
fier to your check (see Table 10-1: Vehicle Sizes, page 166). 

‘Avoid Collision: You can make a OC 15 Pilot cneck asa reaction to reduce 
‘or negate the damage from a collision (see Avoid Collision, page 173). 

Dogfight: When operating aFiving vehicle. you can make a Plot check as 
4 standard action to engage in a dogfight (see Dogfight, page 171), 


Engage the Enemy (Trained Only): When piloting 2 vehicle in combat, 
you can choose to make a Pilot check instead of an Initiative check to deter- 
‘mine your piace in the Initiative order. 

Increase Vehicle Speed (Trained Only): You may make a DC 20 Pilot 
check as a swift action to make your vehicle perform beyond its normal 
limits, (You can't take 10 on this check.) Ifthe check falls, your vehicle's 
speed does not increase, and your vehicle moves -1 step on the condition 
track (see Conditions, page 148). If you succeed, your vehicle's spees 
Increases by 1 square until the start of your next turn For every’5 points 
bby which you exceed the DC, your vehicle's speed increases by an additional 
V4 

Ram: You can make a Pilot check as part of» full-round action to collide 
Intentionally witha target (see Ram, page 172), 

‘Special: You can take 10 when making a Pllot check except when attempt- 
ing to increase a vehicle's speed. You can't take 20 on a Plot check. 


Rive (Dex) 

‘Armor Check Penalty 

Use this skil to ride any kind of mount, such as a tauntaun, dewback. or 
bantha. 

Ride Mount: Typical riding actions don't require checks. You can saddle, 
‘mount, ride, and dismount without a problem. Mounting or dismounting an 
animal is @ move action, Some tasks, such as those undertaken in combat 
for other extreme circumstances, require checks. In addition, attempting 
trick riding oF convincing the animal todo something unusual also requires 
a check, 


RIDING TASK oc 


mn insaddle 10 


Soft fall 15 
Control mount in battie 20 


* Armor check penalty opplies. 


Contro! Mount in Battle: As # move action, you can attempt to contro! 
‘2 mount while in combat. Ifyou fal, you can do nothing else that round. You 
do not need to roll for riding animals specifically trained for battle, 

Fast Mount or Dismount: You can mount or dismount as a swift action, 
Hf you fail the check, mounting or dismounting is a move action. (You can't 
attempt a fast mount or dismount unless you can perform the mount or 
dismount as a move action this round, should the check fait) 

Guide with Knees: You can react instantly to guide your mount with 
{Your knees 50 that you can use both hands in combat or to perform some 


‘other action. Make the check atthe start of your round. IF you fall, you. 
‘only use one hand this round because you need to use the other to co 
‘your mount. 

Leap: You can get your mount to leap obstacles as part ofits mi 
Use your Rie skill modifier or the mount’s Jump skill moifier, whichever 
‘ower, to see how far the mount can jump (see the Jump stl, page 68) 
‘DC 15 Ride check is required to stay on the mount when it leaps. 

‘Soft Fall: You react instantly when you fal off 3 mount, such as when 
Is illed or when it alls, to try to avoid taking damage, If you fall, you 
146 points of falling damage (see Falling Damage, page 255). 

‘Stay in Saddle: You can react instantly to try to avoid falling when, 
‘mount rears or bolts unexpectedly or when you take damage, 

Use Mount as Cover: You can react instantly to drop down and 
‘alongside your mount, using it as one-half cover. You can't attack while 
\your mount as cover. f you fall ou don't get the cover benefit. 

‘Special: You can take 10 when making a Ride check, but you cant take 

Time: Ride isa move action, except when otherwise noted fr thes 
tasks listed above. 


STEALTH (Dex) 
‘Armor Check Penalty 

Use this skill to slink pasta sentry without being heard, eateh your en 
‘off-guard, snipe from a concealed location, or perform sleight of hand. 

‘Sneak: Your Stealth check sets the DC for Perception checks made: 
‘notice you. If an opponent's Perception check equals or exceeds your Ste 
‘check, your opponent notices you 

‘Any circumstance that hampers your ability to sneak imposes a ~2 pe 
‘on your check, while favorable circumstances grant a +2 bonus, For exa 
‘sneaking across a surface littered with debris imposes a 2 penalty on 
‘Stealth check, while a room filled with abundant hiding places grants @ 
bonus on your check. 

IF you move more than your speed in any given round, you take 8 
penalty on your Stealth check. If you move more than twice your spe 
‘any given round, you take a ~10 penalty on your Stealth check, 

‘Your size provides a modifier to your Stealth checks: Fine, +20; Dimin 
+415; Tiny, +10; Small, +5; Medium, +0; Large, -5; Huge, -10; Gargar 
~15; Colossal, -20. 

Conceal item: As a standard action, you can attempt to conceal a 
(such as 2 weapon) on your person, The concealed object must be at 
‘one size smaller than you, and you get a modifier on your stil check 
‘on the object's relative sie: One size smaller, -5; two sizes smaller, +07 
sizes smaller, +5; four or more sizes smaller, +10. 

‘Other characters may notice @ concealed object with @ 
‘ception check (opposed by your Stealth check result), but only if you 
have total concealment. A character gains @ +10 circumstance 
his Perception check if he physically touches you to search for co 


- 


jor one additional person f 


2 full-round action that can only be performed if ours. You can provide food and 


this requires 


pawns to Hide: You can use the Deception skill (page 64) mak IC 20 Survival check to ignore the effects of extreme cold or extreme 


Create » Diversion 


‘ ttention from you, you can make north by succeeding on a DC 10 Survival check (assuming you're somewhere 
eheck(is oa Treck (rained Only): To find track oro follow them requires 2 fl 
Mick Pocket: With # successful Stealth check, you can plfer a sma and a successful Survival check. The DC of the cheek depends 


ur Stealth check is opposes 1¢ and the prevailing circumstances, as given below. You must 


andeszed objec from atarget within reach. Your Ste : 
Fyhetarget's Perception check, andthe target gains +Sbonus. If you 
Portes you are unable to take the item, but the target does nat notice 
TMectfors if you fall by $ or mor, you are unable to take the item a 


target catenes you in the act. 


“I'D PREFER 
STRAIGHT FIGH 


TO 


ALL THIS SNEAKING 


AROUND 


Sleight of Hand; You can paim hand-sized odje 
Dflegerdemain, or attempt to perform 3 minor action without bein 
{such a5 flipping 2 switch, pulling out » thermal detonator, or 
pol under the cover of a table). Ali suer 
Perception check. Any observer that beats your St 
Hetion you attempted, and knows how you did it 
Shipe: After making a ranged attack from hidin 
is. You must be at least 2 squares from the targe: 
Tiave successfully used Stealth to hide from the 


Beck (se normal, but with a -10 penalty) as.2 move action. If you succeed, 
Youre hidden; otherwise, your location is revea 

SSPRCHAIEYOU can take 10 when making a Stealth check, but you can 
take 26, 


Surv 

MEE ohana ets 
hs iter 
Atal a 
V0ld natural naz: x 


at gun: 


igns 


an make 2 DC 


and keep yourself safe and fed int 


‘make another Survival check every time the tracks become dificult to follon, 
such as when other tracks crass them or when the terrain or prevailing 
‘circumstances change. 

‘You move at haif normal speed while tracking. You can choose to move 
‘your normal speed instead, but you take a ~5 penalty on Survival checks 
made to follow tracks. 


‘SURFACE oc 
REA GE PALTe Seate sd? | 
Firm ground 20 


Soft Ground: Any surface (fresh snow, thick ash, wet mud] that holds 
cleat impressions of footprints, 

Firm Ground: Any outdoor surface (lawns, feds, woods) or exceptionally 
soft or dirty indoor surface (dusty floors, thick carpets) that can capture 
footprints of a creature's passage. 

Hard Grounds Any surface that doesn’t hold footprints at al (bare rock, 
concrete, metal deck plates). 


CIRCUMSTANCE 


om om the trail was made 41 


Fresh snow cover since the tral was made 45 
Huge or bigger 10 
Medium +0 

~~~ 


Specials You can take 10 when making a Survival check. You can t 
20 If there ls no danger or penalty for falure, but it takes twenty times as 
Jong as normal to do so. 


Swim (STR) 

‘Armor Check Penalty 

Using this ski, a land-based creature can swim, dive, navigate underwater 
‘obstacles, and 50 on. 

‘Swim: A successful Swim check allows you to swim one-quarter your 
speed as a move action or one-half your speed as a full-round action. Roll 
‘once per round. Ifyou fail, you make no progress through the water. If ou 
fall by 5 or more, you go underwater and must hold your breath (see the 


Endurance still, page 66) until you reach the surface by succeeding on, 
‘Swim check. 
‘The DC for the Swim check depends on the situation: 


Retry: A new check i allowed the round after a check s failed, 
‘Special: You can take 10 when making @ Swim check, but you can't 
2. 


TREAT INJURY (Wis) 
Use tis skill to keep @ badly wounded friend from dying, to hea! the in 
‘or to treat a diseased or poisoned character. 

First Aid (requires a medpac):As a full-round action, you can adm) 
first ald to an unconscious or wounded creature. if you succeed on w DC 
Treat Injury check, the cresture regains @ numberof hit points equal to 
‘character level +1 for every point by which your check result exceeds 
OC. Using a medical kit rants a +2 equipment bonus on your sil ch 
the sill cheek succeeds, the tended creature cannot benefit from addit 
first ad for 24 hours 

‘You can administer first aid on yourself, but you take @ ~5 penalty. 
your Treat Injury check. 

‘Long-Term Care: if you tend toa creature for 8 consecutive hows, 
creature regains hit points equal to its character level in adgltion to 
recovered from natural healing (see Natural Healing, page 148).A 
can only benefit from long-term care once ina 24-hour period. You ca 
fone creature at time if untrained, or up to six simultaneously if 
You can't give long-term care to yourself. 

Perform Surgery (Trained Only: requires a surgery kit): You ca 
form surgery to heal damage to 3 wounded creature, remove a p 
condition, or install a cybernetic prosthesis (see page 137), Any of 
‘operations requires 1 hour of uninterrupted work, at the end of which § 
you must make a Treat Injury check, Ifyou fll your check, the surgery 
‘not yield any benefit (but any resources used ae stil lst). In adition 
fail your check by 5 or more, the creature takes damage equal to its 
threshold. If this damage reduces the creature to.O hit points, it dies! 
Hit Points, page 146). 

Heal Damage: You can make a DC 20 Treat Injury check to 
surgery on a wounded creature. healing an amount of damage equal’ 
‘creature's Constitution bonus (minimum 1) x the creature's level. If 
the check the creature instead takes damage equal to its damage 
If the creature was already at 0 hit points, it dies unless it can spend 
Point to save itself (se page 93) You can perform surgery on yourself 


ww —_—_—_, 


D « putyou take #5 penalty on your stil check. Performing surgery to 
age But iso removes any persistent conditions afflicting the target. 
Ia cybernetic Prosthesis: You must nave the Cybernetic Surgery 
] ae 83) to instal 3 cybernetic prosthesis on 2 living being At the 
Fae nea 2 20Treat uy cece tre checked, 
re erness sistas propery the check a, the prosthesis ot 


Install 


Pry Installed; however. You can try again after another uninterrupted 


hour 


Mpxea-5 penalty on your sll check 


Resurgery Yu can Install a cybernetic prosthesis on yours, bu 


Revivify (Trained Only; requires a medical kit): As 2 full-round action, 
you can revive a creature that has just died. You must reach the dead creature 
round ofits death to revive it, and you must succeed on a DC 25 
Treat Injury check. Using a medpac grants & +2 equipment bonus on the skill 
If the check succeeds, the creature is unconscious instead of dead. If 
the check fails, you are unable to revive the creature. 
Treat Disease (Trained Only; requires 2 medical kit): Treating a diseased 
character requires B hours, At the end of that time, make a Treat Injury check 
inst the disease’s OC (see Disease, page 254). If the check succeeds, the 
patient is cured and no longer suffers any ill effects (including persistent 
conditions caused by the disease). You can treat one creature at @ time if 
‘ously 
Treat Polson (Trained Only; requires medical kit): As a full-round 
action, you can ed character, Make a Treat Injury check; if 
the result equals or exceeds the poison's DC (see Poison, page 258), you 
cessfully detoxify the character's system and the patient 


up to six simult trained 


¢ poison in 
fo longer suffers any ill effects (including persistent conditions caused by 
Treat Radiation (Trained Only; requires a medical kit): Treating an 
diated character requires @ hours, At the end of that time, make a Treat 
Injury check against the radiation’s OC (see Radiation, page 258), I the check 
succeeds, the patient is cured and 


eat 


rent conditions caused by the radiation). You can treat one creat 
Special 


king a Treat Injury check, but you 


Use COMPUTER (INT) 
Use this sk ess secured files and defeat security systems. 

‘Access Information (requires computer attitude of indifferent or 
better): Getting information through 


he appropriate network (such as the Hol 


computer requires you to connect 


) and locate the files you seek, Connecting to a network (a full-round 
heck if you use a computer that's already 


finked to it. However, e nection to. network using a remote 


computer requires a DC 10 Use Computer check, You can also get informa: 


connecting toa 


‘work if you use a computer whose memory 
formation a computer's 


tains that information; the GM decides what 


Finding information on a single topic requires a set amount of time (see 
‘end of this time, you must make a Use Computer check. The 
he check DC are determined by the type of information 
ocating general information about a senator is easier 
or's date of birth}, which 
inding private information [such as the senator's private comm 


ATTITUDETHE COMPUTER... 


Unfriendly 


as an unauthorized user and blocks yout access to its programs and information. 


Treats you as an authorized user and grants you access to any programs and non-secret information (as long as ths doesnot conflict with 
previous commands). You may add any equipment bonus provided by the computer to your Use Computer checks. 


channel code), which is easier than uncovering secret information (such as 
the senator's cred stick code). 


INFORMATION Dc ‘TIME REQUIRED 
General = 15 A minute (10 rounds) 


sae 20 10 minutes 


Seeret* 30 1 day (8 hours) 
* Secret information con only be accessed on a computer that is helpful 
toward you. 


Astrogate (Trained Only): You can plot @ safe course through hyper- 
space. Doing so usually requires 1 minute, at the end of which time you must 
succeed on a Use Computer check. Various factors influence the DC of the 
check (see Astrogation, page 237), 

Disable or Erase Program (Trained Only; requires computer attitude 
of helpful): You can disable or erase a program on a computer that is helpful 
toward you (See Table 4-5: Computer Attitude Steps). Disabling or erasing @ 
program takes 10 minutes and requires a DC 15 Use Computer check. 

Improve Access (Trained Only): As a fll-round action. you can make 
a Use Computer check to adjust the attitude of a computer in order to gain 
access to its programs and information. You must be able to communicate 
with the computer either through a direct interface (such asa keypad) or by 
connecting toit through an appropriate network (uch as the HoloNet). Apply 
1 modifier on the check based on the computer's current attitude toward 
‘you: hostile -10, unfriendly -5, indifferent ~2 friendly +0 (see Table 4-5: 
Computer Attitude Steps). f the check equals or exceeds the computer's Wi 
Defense, the computer's atitude shifts one step in your favor. If you fal, the 
computer's attitude does not change. Ifyou fil by 5 or more, the computer's 


becomes one step worse (for example, indifferent to unfriendly) and 
‘computer notifies the computer's administrator of the access attempt, 

‘A hostile computer can be dangerous. If @ computer becomes 
or if you fail any Use Computer check made to improve access ta 
computer, it traces your exact location and notifies the nearest 5 
personnel. In addition, f you fall by 5 or more when attempting to im 
access to 2 hostile computer, it isolates your connection and rejects 
further attempts you make to access it for 24 hours. 

Issue Routine Command (requires computer attitude of friendly 
better): As a standard action, you can issue a routine command to a 
puter. Examples include turning a computer on or off, viewing and edi 
documents or recordings in its memory, printing a hard copy of a docul 
or image ona flimsiplast sheet, opening ar closing doors that the com 
controls, and the like. 

Issuing routine commands doesn't normally require a Use Cor 
check. However, if another character issues a contradictory com 
the computer follows the command of the character toward whol 
has a better attitude (For example, it follows a command from 


toward whom it is helpful aver someone toward whom itis frienc 


the computer has the same attitude toward both characters, make 
opposed Use Computer check against the competing character. If 
succeed, your command takes effect. If you fail, the opposing ch 
‘command takes effect. 

Reprogram Droid (Trained Only; requires tool kit): You can 
check to reprogram a droid to obey & new master, copy data stored 
‘memory banks, change its trained skis, erase memories selectively, OF 
its memory entirely (resetting the dfoid to its Factory preset status), 
for any of these actions is equal to the droid's Will Defense. Repro 
4 droid takes 10 minutes. 


take 10 on Use Computer checks. You can take 20 on 3 
‘except when attempting to improve access. 
's friendly or helpful toward you, you gain an equip- 
fall Use Computer checks made with that computer equal to 
nus. 


ie Force (CHa) 
ce Sensitivity feat ; 
he Force to help you recover from injuries. gain special 
‘other remarkable acts. You must have the Force Sensi 
85) to be trained in this sil. 
Power (Trained Only): You make a Use the Force check 
power (see Force Powers, page 95), This use of the ski 


[Trained Only): As 2full-round action, you can enter a 
with a DC 10 Use the Force check. In this state, you remain 
jyour surroundings. Each hour you remain inthe trance, you 


‘of hit points equal to your character level, You can emerge 
ce 5a swift action If you remain in a Force trance for & con- 
“you emerge from the trance fully rested [as though you'd 


or water (see the Endurance skill, page 66) 
Object (Trained Only): As a move action, you can use the 
cally lift and move a relatively light object within your 


hing up to § kg a distance of 6 squares in any direction. AS a 

you can use the abject asa projectile weapon, but the DC 

1S: Iryour Use the Force check beats the target's Reflex Defense, 
and deals 146 points of bludgeoning damage. 

Feelings: As a fullround action, you can make a DC 

he Foree check to determine whether a particular action will 

OF Unfavorable results to you in the immediate future 

‘0 ess). For example, you can make the check to determine 

nga dark side artifact wil have immediate unforeseen 

The answer does not take into account the long-term 

Gf a contemplated action. Using the above example, 3 

Would not portend a future encounter with vengeful 

0 by the destruction of the dark side artifact. (The GM 

ithe immediate consequences of the action, based on what 

the circumstances.) 

SE (Trained Only): You automatically sense disturbances jn 

tion that js strong in the dark side of the Force ean be 

8 range of 1 kilometer. A relative, companion, or close friend 

'OF great pain can be sensed out to 2 range of 10,000 light 

Mee, such as the destruction of an entire populated 


“THE ABILITY 

TO DESTROY 

A PLANET 'S 
INSIGNIFICANT NEXT 
TO THE POWER OF 

THE FORCE." 


—DARTH VADER 


planet or the distress of @ whole order of allies, can be sensed anywhere 
in the same galaxy. As a fulleround action, you can make a OC 15 Use the 
Force check to determine the distance and general direction to the location 
of the disturbance. 

As a full-round action, you can use this ability to actively sense other 
Force-users out toa range of 100 kilometers. if you succeed on a DC 15 Use 
the Force check, you know how many Force-users are within range, their 
approximate distance and direction from you, and whether you've met them 
before or not. Another Force-user within range can try to conceal her pres= 
tence from you by making an opposed Use the Force check. if she equals or 
‘exceeds your Use the Force check, you don't sense her presence at all 

‘Sense Surroundings: As a swift action, you can make a DC 15 Use the 
Force check to ignore the effects of cover and concealment when making 
Perception checks to detect or observe targets, Increase the DC by 5 if this 
ability is used against targets with total cover, 

Telepathy: As a standard action, you can establish @ telepathic link 
with 2 distant creature. Through the link, you can exchange emotions or a 
single thought, such as “Gol”, “Help!, or "Danger!" The target must have 
an Intelligence of 2 or higher, and the distance between you and the target 
‘etermines the DC (see below). Against an unviling target, you must make 
8 Use the Force check against the target's Will Defense; if the check fails, 
you cannot establish a telepathic link or attempt to telepathically contact 
the target for 24 hours unless the target hecomes a wiling one. 


TELEPATHY DISTANCE oc 
‘Same planet — = ae: 
Same system 20 
——— 3 
Different region/quadrant of the galaxy 0 


‘Special: You can't make Use the Force checks unless you have the Force 
Sensitivity feat (see page 85). Use the Force isa class skill for any character 
with the Force Sensitivity feat 

‘You can take 10 on 2 Use the Force check, but you can't take 20. 


2 special feature that either gives your character a new capability 

‘one he or she already fas. Unlike skills and talents, your choice 

restricted by your class, Any character can take any feat as 
quistes are met. 


IRING FEATS 


ats you feel best represent your character’ interests and 
character gets one teat when the character is ereated (at 
rd, 6th, 9th, 12th, 15th, and YBth level, characters gain another 
ie 3-1: Experience and Level-Dependent Benefits, page 37), For 
characters, feats are gained according to total character level, 
widual cass levels, 

 Rabitionally, classes get bonus feats chosen from special Fists (see the 
‘lass descriptions in Chapter 3: Heroic Classes), Humans also get @ bonus 

{eat at Ist level, chosen from any feat the character qualifies for, 


PREREQUISITES 
‘Some feats have prerequisites. A character must have the listed ability seore, 
feat trained stl, or base attack bonus inorder to select or use that feat 
J haracter can gina feat at the same level at which he oF she gains the 
prerequnute(s) 

‘A prerequisite that contains a numerical value is a minimum; any value 
Nigher than the ane given also meets the prerequisite, For instance, the pre~ 
requestor the Cleave feat are Strength 1, Power Atack." Any character 
with a Strength score of 13 or higher and the Power Attack feat meets the 
prerequisites. You can't use a feat if you've lost a prerequisite. For example, 
WF your Strength drops below 13 for any reason, you can't use the Power 
Attack feat until your Strength returns to 13 or higher. 


FEAT DESCRIPTIONS 
Here isthe format for feat descriptions. 


Peat Name 
A description of what the feat does or represents in plain language, with 
‘no game mechanics. 

Prerequisite(s): A minimum ability score, another feat or fats, a mini- 
‘mum base attack bonus, a specia skill requirement, and/or a minimum Keel 
‘ma clays that a character must have to acquire this feat. This entry isabsent 
‘4 Feat hay no prerequisite. 

Benefit: What the feat enables you (the character) to do. 

[Normat: What a character who does not have this feat is limited to or 
restricted from doing. If not having the feat causes no particular drawback, 
this entry ts absent. 


FEAT 


‘Armor Prficiency (heavy) 


‘Armor Proficieney (medium) 


Burst Fire 


Charging Fire 


Combat Reflexes 


Crush 


Deadeve 


Double Attack 


Dual Weapon Mastery 


i 
‘Dual Weapon Mastery i 


Extra Rage 
Far Shot 
Force Sensitivity 


Great Cleave 


Improved Defenses 


Improved Damage Threshold 


PREREQUISITES 


‘Armot Proficiency (ight), 
Armor Proficiency (medium) 


‘Armor Prefiiency (ight) 

‘St 13, Weapon Proficency (heavy weapors), 
proficient with 

Base attack bonus +4 

Pin base attack bonus +! 


Point Blank Shot, Precise Shot, 
base attack bonus +4 


‘Base attack bonus +6, proficient with weapon 


Dex 13, base attack bonus +1 


‘ex 17, base attack bonus +11, Dual Weapon 
‘Mastery | Dual Weapon Mastery I 


Rage specs tat 
Point Blank Shot 
Non-droid 


Str 13, Power Attack, Cleave, 
base attack bonus +4 


No penaity on attacks and no armor check penalty while wearing 
light, medium, of heavy armor. 


‘No penalty on attacks and no armor check penalty while wearing 
light or medium armor. 


Take a § penalty on an autofie attack to gain +2 dice damage, 


Make ranged attack at the end of a charge, at 2-2 penalty. 


Gain adctiona attacks of opporturity 
Deal unarmes or caw domage toa pinned opponent 


1 you aim, ceal extra damage. 


Make extra attack during ful attach, 5 penalty to all attacks 
Take a 5 penalty on attacks when attacking with two weapons or 
both ends ofa double weapon. 

“Take no penalty on attacks when attacking with two weapons oF 
both ends af 2 ceuble wea 

Rage one acitional time per day. 

Ra tes for shorts, medium-, and long-ranged attacks ae reduced. 
"You can mate Use the Force checks and gin acess to Fore talents, 


(No limit to cleave attacks exch round. 


Gain +1 bonus to all defenses. 


Damage threshold increases by 5. 


‘Martial Arts |, Martial Arts 
base attack bonus +6 


ength 13. 


‘Base attack bonus +1 


Ste13 
Point Blank Shot 

Str 13, base attack bonus +), 
proficient with weapon 
Dex 13 


Point Blank Shot, Precise Shot, 
base attack bonus +4 


“Trained in Treat injury 


Base attack bonus «8, Double Attack (chosen 
jon), proficient with chosen weapon 


‘Trained in Plot 


Praticincy with weapon 


‘Dex 13, Int 13, Melee Defense, 
base attack bonus +4 


Trade attack bonus for 


‘Increase damage from urarmed attacks by one die step; 
gain +1 dodge bonus to Reflex Defense. 


Increase damage from unarmed sttacks by one die step; 
“+1 dodge bonus to Reflex Defense. 
‘Spend two swift actions to deal extra damage in mele. 


‘Grappled opponent is pinned for 1 round, can't move, 
land loses its Dexterity bonus to Reflex Defense. 


‘on melee attacks lup to your base attack bonus), 


No =5 penalty for shooting into mele. 


‘Tate a -2 penalty on a ranges attack rl to deal +1 de of damage. 


Move before and after mating an attack. 
Gain +5 competence bonus on skill checks with ane trained 


You ignore soft cover when making a ranges attack, 


You can perform surgery in 10 minutes instead of 1 hour. 
Gain +1 hit point per character level. 


Make second extra attack during ful attack, aditional-5 penalty to all attacks 


Negate one attack per round agains the vehicle you're pllting. 


‘+1 bonus on attack rots with selected 


‘Mate one melee attack against exch opponent within reach, 


Special: Additonal facts about the feat that may be helpful when you 
decide whether to acquire the feat 


ACROBATIC STRIKE 
Your dexterous maneuvers and skilled acrobatics allow you to sip past & 
foe's defenses and deliver an accurate strike against him. 

Prerequisite: Trained nthe Acrobatics ski. 

Benefit: If you suecee¢ in tumbling to avid an attack of opportunity 
(see the Acrobatics stil, page 62), you gain a +5 bonus on the next attack 
that you mate against that foe as long as the attack occurs before the end 
of your current tum. 


ARMOR PROFICIENCY (HEAVY) 
‘You are proficient with heavy armor (see Table 8-7: Armor) and can wear it 
without impediment. 

Prerequisites: Armor Proficiency (ight), Armor Proficiency (medium). 

Benefit: When you wear heavy armor, you take no armor check penalty 
‘onattack rll or sil checks, Additionally, you benefit from all ofthe armors 
special equipment bonuses (if any). 

Normal: A character who wears heavy armor with which she is not 
proficient takes a ~10 armor check penalty on attack rolls 2s well as skill 
‘checks made using the following skill: Acrobatics, Climb, Endurance, Intie- 
tive, Jump, Stealth, and Swim. Additionally the character gains none of the 
armor's special equipment bonuses. 


ARMOR PROFICIENCY (LIGHT) 
You are proficient with light armor (see Table 8-7: Armor) and can wear it 
without impediment. 

Benefit: When you wear light armor, you take no armor check penalty on 
attack rolls or skill checks. Additionally, ou benefit from all of the armor’s 
special equipment bonuses (if any), 

‘Normal: A character who wears heavy armor with which she is not pro- 
ficient takes a -2 armor check penalty on attack ros as well as sil checks 
‘made using the following skills: Acrobatics, Climb, Endurance. initiative, 
Jump, Stealth and Swim, Additionally, the character gains none ofthe armor’s 
special equipment bonuses. 


ARMOR PROFICIENCY (MEDIUM) 
You are proficient with medium armor (see Table 8-7: Armor) and can wet 
it without impediment. 

Prerequisite: Armar Proficiency (light). 

Benefit: When you wear medium armor, you take no armor check penalty 
‘on attack ols or skill checks. Aditionally, you benefit from all of the rmor's 
special equipment bonuses (if any), 


Normal: & character who wears medium armor with which she jg 
proficient tates 2 ~5 armor check penalty on attack rolls as well as 
‘checks made using the following skis: Acrobatics, Clim, Endurance, 
tive, Jump, Steslth, and Swim. Additionally the character gains none of 
armors special equipment bonuses. 


BANTHA RUSH 
You ean shove your opponents sround the battlefield to gain a ta 
advantage. 

Prerequisite: Strength 13, base attack bonus +1 

Benefit: After making a successful melee attack agsinst an opponent 
to one size category larger than you, you can choose to move that op 
1 square in any direction a a free action. You can’t bantha rush an oppo 
that’s being grabbed or grappled, and you can’t bantha rush your oppo 
into a solid object or another creature's Fighting space. 


BURST FIRE 
When using @ rangeé weapon in autofire mode, you can fire 8 short 
ata single foe. 

Prerequisites: Strength 13, Weapon Proficiency (heavy weapons), 
ficient with weapon. 

Benefit: When using a ranged weapon with sutoire capability ina 


‘mode, you may fire 8 short burst as a single attack against a single t 


You take a -5 penalty on the attack roll but deal +2 dice of damage, 
‘example, a weapon that deals 3610 points of damage deals Sd10 pol 
damage instead, 

The effects of this feat do not stack with the extra damage provide! 
the Deadeye or Rapid Shot feat. 

Special: Fring @ burst expends five shots and can only be done if 
weapon has at least five shots remaining, 

‘Normal: Autofire uses ten shots, targets @ 2-square-by-2-square 
‘and can't be aimed ata specific target. Without this feat, If you a 
utofire attack at a specific target, it simply counts as a normal attack 
all the extra shots are wasted, 


CAREFUL SHOT 
‘You are particulary skilled at aiming your attacks. 
t Blank Shot, base attack bonus +2. 
tack (see Aim on page 
you gain 2 +1 bonus on your attack roll, 


CHARGING FIRE 
You are able to make ranged attacks while charging. 

Prerequisite: Base attack bonus «4, 

Benefit: When you charge, you may make a ranged attack inst 
melee attack at the end of your movement. Unlike @ normal c 


‘pot help overcome your target, so you gain na bonus.on Normal: A character without the Combat Reflexes feat can make only 
As with 2 normal charge, you stil take a -2 penaity to your one attack of opportunity per round and can't make attacks of opportu- 
rity while flat-footed. (See Attacks of Opportunity, page 155, for more 
can make a single melee attack with 2 +2 bonus on your information.) 
end ofa charge. 
COORDINATED ATTACK 
You are skilled at coordinating your attacks with your allies. 
through with a powerful melee attack. Prerequisite: Base attack bonus +2. 
Strength 13, Power Attack Benefit: You are automatically sucessful when using the aid another 
frifyou deal an opponent enough damage toreduceitshitpointsto action to ald an alls attack or suppress an enemy as long as the target is 
Tinmediate extra melee attack against anather oppanent within adjacent to you or within point blank range. 
t You cannot adjust 1 square before making this extra attack. The Normal: You must make an attack roll ag 
g2in the benefits ofthe ad another action. 


st a Reflex Defense of 10t0 


crus 
‘You can deal damage to a creature that you've grappled. 
nd quickly and repeatedly Prerequisites: Pin, base attack bonus +1, 
ts who let their guard Benefit f you successfully pin an 
‘opponent with a grapple attack (see 
When opponents the Pin feat, page 87), you can imme- 
es open, you may diately deal iudgeoning damage 
her of additional to It equal to your unarmed 
‘opportunity equal to fF damage or claw damage, 
modifier. whichever is greater 


CYBERNETIC 
SURGERY 
‘You can perform the surgi- 
«al procedures necessary 
to graft cybernetic 
components onto 
living flesh, 
Prerequisite: 
Trained in the Treat 
Injury sil, 
Benefit: You can install 
4 cybernetic prosthesis 
(see page 137) on a living 
being. The surgical procedure takes 1 
hour of uninterrupted work, after which 
you must make on a DC 20 Treat Injury 
check, ifthe check succeeds, the prosthesis 
is installed correctly. If the check fails, 
the prosthesis is not properly installed; 
however, you ean try again after another 
uninterrupted hour of surgery, 


Special: You can install 2 cybernetic prosthesis on yourself, but you 
take @ -5 penalty on the Treat Injury skill check. If you have the Surgical 
Expertise feat (see page 88), you can install a cybernetic prosthesis in 10 
‘minutes instead of 1 hour. 


DEADEYE 
You are skilled at picking off enemies with well-aimed ranged attacks. 
Prerequisites: Point Blank Shot, Precise Shot, base attack bonus +4. 
Benefit: IF you aim before making a ranged attack (see Aim, page 154) 
‘and the attack hits, Increase the damage you deal by an additional weapon 
die, For example, if you score a hit with a biaster pistol using the Deadeye 
feat, the biaster shot deals 446 points of éamage (instead of the normal 
346 points). 
The effects ofthis Feat do not stack with the extra damage provided by 
the Burst Fire or Rapid Shot feat. 


Dopce 
You are adept at dodging blows. 

Prerequisite: Dexterity 13. 

Benefit: During your turn, you designate an opponent and receive a +1 
‘dodge bonus to your Reflex Defense against attacks from that opponent. 
‘You can select a new opponent on any action. 

Asituation that makes you lose your Dexterity bonus to Reflex Defense 
(if any) also makes you lose dodge bonuses. Also, dodge bonuses stack with 
each other, unlike most other types of bonuses. 


DousLe ATTACK 
You can make an additional attack during a round of combat, 
Prerequisites: Base attack bonus +6, proficient with chosen weapon. 
Benefit: Choose a single exotic weapon or one of the following weapon 
groups: advanced melee weapons, heavy weapons, lightsabers, pistols, 
rifles, simple weapons. When you use the full attack action, you may make 
‘one additional attack when wielding such a weapon. However, you take 3 
5 penalty on all attack rolls until your next turn because you're trading 
precision for speed. 
‘Normal: Making a single attack is a standard action. 
‘Special: You may select this Feat multiple times. Each time you select this 
feat, it applies toa different exotic weapon or weapon group. 


DREADFUL RAGE 
‘You deal horrendous damage while raging. 

Prerequisites: Rage species trait, base attack bonus +1. 

Benefit: While raging, your rage bonus on melee attack rolls and melee 
damage rolls increases to +5. 

Normal: A character with the rage species trait gains a +2 rage bonus 
‘on melee attack rolls and melee damage rolls while raging 


DUAL WEAPON MASTERY | 
You are adept at fighting with two weapons and double weapons. 

Prerequisites: Dexterity 13, base attack bonus +1, 

Benefit: When you attack with two weapons or with both ends ofa out 
‘weapon asa part ofa full attack action, you take a ~5 penalty instead of a = 
penalty) on all attack rolis until the start of your next turn, You only gan 
reduced penalty if you are wielding a weapon with which you are profi 

Normal: Ifyou use 2 full attack action to make more than one attack 
your tur (see Full Attack, page 154), you take 2 -10 penalty on al a 
rolls for the round. 


DUAL WEAPON MASTERY II 
You are a master at fighting with two weapons and double weapons, 
Prerequisites: Dexterity 15, base attack bonus +6, Dual We 
Mastery | 
Benefit: When you attack with two weapons or both ends of a de 
weapon as a part ofa full attack action, you take & -2 penalty (instead of 
penalty) onal attack rolls until the start of your next tur. You only gain 
reduced penalty if you are wielding a weapon with which you are profic 
‘Normals f you use 3 full attack action to make more than one attock 
your turn (see Full Attack, page 154), you take a ~10 penalty on alla 
rolls for the round 


DUAL WEAPON MASTERY III 
‘You can wield two weapons or a double weapon without penalty, 

Prerequisites: Dexterity 17, ase attack bonus +11, Dual Weapon Mi 
| Dual Weapon Mastery I 

Benefit: When you wield two weapons or attack with both ends 
double weapon as part of a full attack action, you take no penalty of 
‘attack rolls. You only gain this benefit if you are wielding a Weapon 
‘which you are proficient. 

Normal: f you use a full attack action to make more than one at 
‘your turn (see Full Attack, page 154), you take a ~10 penalty on al 
rolls forthe round. 


ExOTIC WEAPON PROFICIENCY 
‘Choose an exotic weapon, such as bowcaster or atlat! (see Exotic 
‘ons, page 119). You understand how to use that type of exotic w 
‘combat. 

Prerequisite: Base attack bonus +1. 

Benefit: You make attack rolls with the weapon normally, 

Normal: A character who uses a weapon without being proficient 
Tt takes a -5 penalty on attack rolls, 

‘Special: You can gain this feat multiple times, Each time you 
feat, it applies to 2 different weapon. 


fui car take this feat multiple times: each time you take the 
‘one additional time per day. 


COND WIND 


‘can catch your second wind one additional time per day, 
only catch a second wind once per encounter (see Second 


o can catch his or her second wind once per day. 
nheralc character that takes this feat for the First time can 
| wind once per day. 
this feat multiple times; each time you take this feat. you 

d wind one additional time per day, 


OT 
at shooting distant foes. 
Point Blank Shot. 

When you use a ranged weapon against targets at short, 
range, the range category is considered ane less. In other 
‘no penalty on ranged attack rols against targets at short 

‘9m ranged attack rolls made against targets at medium 


48-5 penalty on a ranged attack rolls made against targets at 


imaking ranged attack roll, a character takes 2 -2 penalty 
it medium range, 


against targets at long range. 


BOON 
raw upon the Force more often than les sled users 
Force Sensitivity 
‘gain three additional Force Points at each level. 


SENsitivity 
allowing you to call on the Force and learn to draw 


Cannot be a droid. 
San make Use the Force checks, and Use the Force is con- 
Akl for you. n addition, whenever you guna new talent 
. Df selecting a Force talent instead. You must meet the 
‘The Force talent to select it (see Force Talents, page 100). 


Normal: You can't make Use the Force checks (page 77) or select Force 
talents uniess you have the Force Sensitivity feat. 


FORCE TRAINING 
You learn one or more Force powers (see Force Powers, page 95). 

Prerequisites: Force Sensitivity, trained in the Use the Force sil, 

Benefit: You add to your Force power suite a number of Force powers 
equal to 1 + your Wisdom modifier (minimum 1). You can add the same 
power more than once. 

‘Special: You can take this feat more than once. Each time you take this 
feat, you add to your Force suite « number of new Force powers equal to 
your Wisdam modifier. 

'f your Wisdom modifier permanently increases, you immediately gain 
‘4 number of Force powers equal to the number of Force Training feats you 
have taken, 


GReaT CLEAVE 
‘You can wield a melee weapon with such power that you can strike multiple 
times when you drop your opponents. 
Prerequisites: Strength 13, Power Attack, Cleave, base attack bonus +4, 
Benefit: As the Cleave feat (page 82), except that you have no limit to 
the numberof times you can use it per round. 


IMPROVED CHARGE 
You can charge around obstacles. 

Prerequisites: Dexterity 13, Dodge, Mobility. 

Benefit: You can make a charge (see page 152) without having to move 
{na straight line, and you can alter your direction when making a charge to 
‘avoid obstacles. All other charge rules apply 

Normal: A character must charge in an unobstructed straight line. 


IMPROVED DEFENSES 
‘You are stiled at fending ff attacks of many forms. 

‘Benefit: You gain a +1 bonus to your Reflex Defense, Fortitude Defense, 
and Will Betense. 


IMPROVED DISARM 
‘You are stilled at disarming opponents in melee combat, 

Prerequisites: intelligence 13, Melee Defense. 

Benefit: You gain 2 +5 bonus on any melee attack roll made to dlsarm 
‘an opponent. n addition, if you fall to disarm your opponent, he doesn't get 
to make a free attack against you. 

‘Normal: See the normal disarm rules on page 182, 


IMPROVED DAMAGE 
THRESHOLD 
‘You are harder to take down ina fight. 

‘Benefit: You increase your damage threshold by 5 (see Damage Threshold, 
page 146). 

"Normal: A creature without this feat has a damage threshold equal to 
its Fortitude Defense plus its size modifier (+5 for Large, +10 for Huge. +20 
for Bargantuan, or +50 for Colossal). 

‘Special: You can take this feat more than once. is eects stack. Each 
time you take this feat, increase your damage threshold by 5. 


LincuisT 
You pick up languages quickly and easly 

Prerequisite: Inteligence 13. 

Benefit: You gain 2 number of bonus languages equal to 1 plus your 
Inteligence bonus (minimum of 1). See the sidebar on page 22 for a list of 
‘common languages. 

‘Special: You can take this feat more than once. Each time you tate this 
feat, you gun a number of additional languages equal to 1 plus your intel- 
ligence bonus (minimum of 1), 


MARTIAL ARTS I 
You are adept at fighting unarmed, 

Benefit: Oamage dealt by our unarmed attacks increases by one de step: 
143 becomes 144, 144 becomes 146, and 146 becomes 168. In adition, you 
gain a +1 dodge bonus to your Reflex Defense. 

Normal: The amount of damage you geal with » successful unarmed 
attack i based on your size: Small, 143; Medium, 144; Large, Io 

Special: situation that makes you lose your Dexterity bonus to Reflex 
Defense (if any) also makes you lose dodge bonuses. Also, dodge bonuses 
stack with each other, unlike most other types of bonuses, 


MARTIAL ARTS II 
You are a master at fighting unarmed. 

Prerequisites: Martial Arts |, base attack bonus +3. 

dealt by your unarmed attacks increases by one de step: 

1d4 becomes 16, 148 becomes 148, and 1 becomes td10.n addition, you 
gain a +1 dodge bonus to your Reflex Defense (which stacks withthe dodge 
bonus oranted by the Martial Arts | feat), 

‘Normal: The amount of damage you deal with 2 successful unarmed 
attack is based on your size: Small, 143; Medium, 144; Large, 16. 

‘Special: situation that makes you lose your Dexterity bonus to Reflex 
Defense (if any) also makes you lose dodge bonuses. Also, dodge bonuses 
stack with each other, unlike most other types of bonuses. 


MARTIAL ARTS III 
‘Your martial arts prowess is second to none. 
Prerequisites: Martial Arts |, Martial Art Il, base attack bonus +, 
Benefit: Damage dealt by your unarmed attacks increases by one le 
106 becomes 148, 148 becomes 110, and 1410 becomes 1812, In a 
you gain a +1 dodge bonus to your Reflex Defense (which stacks with 
dodge bonus granted by the Martial Arts | and Martial Arts Il feats), 
‘Normal: The amount of damage you deat with a successful un 
attact is based on your size: Small, 143; Medium, 144; Large, Td 
‘Special: A situation that makes you lose your Dexterity bonus to 
Defense (if any) also makes you lose dodge bonuses. Also, dodge bon 
stack with each other, unlike most other types of bonuses. 


MELEE DeEreNse 
‘You are trained at using your combat ability for defense as wel aso 

Prerequisite: intelligence 13. 

Benefit: When you use a standard action to make a melee attack, Yo 
take a penalty of up to ~5 on your attack roll and add the same numb 
to +8) as 3 dodge bonus to your Reflex Defense. This number may note 
your base attack bonus. The changes to attack ros and Retex Defense! 
‘ntl the start of your next turn, 

‘Normal: A character without the Melee Defense feat can Fight def 
‘while using the attack action to take a ~6 penalty on his attack roll and 
2 +2 dodge bonus to his Reflex Defense, 


MIGHTY SWING 
‘You are capable of delivering jarring melee attacks, 

Prerequisite: Strength 13. 

Benefit: You can spend two swift actions in the same round to 
die of damage on your next melee attack in the same round. 

‘The effects of this feat do not stack with the extra damage prov 
the Rapid Strike feat 


Mosiity 
You ate skilled at moving past opponents and avoiding opport 
attacks. 

Prerequisites: Dexterity 13, Dodge, 

Benefit: You get 2 +5 dodge bonus to Reflex Defense against 
of opportunity caused when you mave out of or into.a threatened 
Attacks of Opportunity, page 155). 

A situation that makes you lose your Dexterity bonus to Reflek 
{ifany also mates you lose dodge bonuses. Dodge bonuses stack 
other, unlike most types of bonuses, 


Quick DRaw 
Prerequisite: 
Benefit: You can draw or 


ter 8 weapon as a swift action inst 


1 attack ané your oppone: 


matically pinned until the asa move 


any] to Reflex Defense 


nd it loses its De 
1: You cannot use the 
id Crush feat in the same round, however, 


pinned 3 bs 


Mugen se the Pra 
POINT BLANK SHOT 


Mouare siled 3t making well-placed shots with ra 
pekranse ack and damage ros with ron 
Mpeneft: You get @ +7 bonus on attack and damage rolls with range 


Iwesponsagairst opponents witht 
Ranges, page 12°) 


Power ATTACK 
Hausean make exceptionally powerful mel 
Prerequisite: Strength 13, 


Benefit: On your action, betore making z 
fo subtract » number from all melee attack = 
Heall melee damage rolls. This number may n : 
Dolls The penalty on attacks and bonus on damage applies un 
it your next turn 

Special: Ifyou attack with a two-hande " = 
BURTER alles in two hands, instead add twice the number subtracted f 
Yourattack rolls, You can’t add the bonus from Powe ser 


ealt against an object or vehicle 


POWERFUL CHARGE 
Youcan charge with extra torce 
Pretequisites: Medium or larger size, base 
Benefit: When you charge. you gain an ad 
Back ol If your melee attack hits, you deal add 
tne-half your lve 


RRecise SHoT 
1 Are slid! 9 timing y 


ee’: ur ranged attacks so that you don't hit you 


BNGAGEL In melee combat with 
Bandara -5 penal, 


Rapin SHOT 
Yu can make two quick shots with a ranged weapon asa single attack. 

Prerequisites: Strength 13, base attack bonus +1, proficient with 
weapon. 

Benefit: Winen using a ranged weapon, you may fre two shots asa single 
attack against a single target. You take a -2 penalty on your attack rll, but 
‘you deal +1 die of damage with 2 successful attack. 

Special: Using this feat fires two shots and can only be done if the 
weapon has sufficient ammunition remaining. The effects of ths feat do 
rat stack with the extra damage provided by the Burst Fire feat (page 82) 
or Deadeye feat [page 84). 


RAPID STRIKE 
You can make two quick strikes with a melee wespon as a single attack, 

Prerequisites: Dexterity 13, base attack bonus +1, proficient with 
weapon. 

Benefit: When using a melee weapon, you may make two strikes as 2 
single attack against a single target. You take a ~2 penalty on your attack 
roll, but you deal +1 die of damage with a successful attack, 

The effects ofthis Feat do not stack withthe extra damage provided by 
the Mighty Swing feat. 


RUNNING ATTACK 

‘You can move as you attack. 

Dexterity 13. 

then making an attack with a melee or ranged weapon, you 
‘can move both before and after the attack, provided that your total distance 
‘moved is not greater than your speed. 


SHAKE IT OFF 
‘You have learned to shake off debilitating conditions. 
Prerequisites: Constitution 13, the Endurance skill 
Benefit: You can spend two swift actions instead of three swift actions 
‘to move +1 step along the condition track (see Conditions, page 148). 
Normal: it takes three swift actions to move +1 step along the concl- 
tion track. 


SKILL Focus 
‘One of your sil is particularly wel honed. 

Benefit: You gain a +5 competence bonus on skill checks made with one 
trained skill of your choice 

Special: This feat may be selected multiple times. Its effects do not stack. 
Each time you take this feat, it applies toa different trained ski. 


SKILL TRAINING 
You are considered trained in @ new still, 

Benefit: Choose one untrained shill from your list of class sil, 
‘become trained in that skill 

‘Special: This feat may be selected multiple times. Each time you 
this Feat, it apples toa different class skil 


SNIPER 
‘You are particularly adept at hitting the right target ina crowd, 
Prerequisites: Point Blank Shot, Precise Shot, base attack bonus +4, 
Benefit: You always ignore soft cover (that is, cover provided by @ 
‘acter, creature, or droid) when you mabe a ranged attack. 
Normal: You can only ignore cover if you aim (see page 154) 
‘making a ranged attack 


STRONG IN THE FORCE 
You have a particularly strong connection to the Force. 

Benefit: When you spend a Force Point to adjust the result of on a 
‘oll, skill check, or ability check, you roll d8s rather than 46s. 


SURGICAL EXPERTISE 
‘You can perform skilful surgical procedures quickly. 

Prerequisite: Trained in the Treat Injury skill 

Benefit: You can perform surgery in 10 minutes, 

Normal: Performing surgery typically takes 1 hour (see the Treat 
skill page 74), 


THROW 
You can throw a creature that you've grappled. 

Prerequisites: Trip, base attack bonus +1. 

Benefit: If you successfully trip an opponent with a grapple a 
‘opponent falls prone in any unoccupied space you desire up to 1 
beyond your reach and takes bludgeoning damage equal to your 
attack damage. A thrown opponent is no longer considered grapoled 


TOUGHNESS 
‘You are tougher than normal. 
Benefit: You gain +1 hit point per character level. 


TRIP 
‘You are stilled at tripping grappled foes. 

Prerequisite: Bese attack bonus +1. 

Benefit: If you succeed on a orappling attack (see page 153) 
‘opponent fails the opposed grapple check, it falls prone in its space 


ro longer considered grappled, 


takes 2-5 penalty on melee attack rolls. Melee attacks 

9 prone target gain 2 +5 bonus, while ranged attacks made 
take a -5 penalty, 

-cannat use the Pin and Trip feats during the same round, 


ATTACK 
‘additional attack during 2 round of combat. 
‘Base attack bonus +11, Double Attack (chosen weapon), 
‘chosen weapon. 
05¢ 9 single exotic weapon or ane of the folowing weapon 
ced melee weapons, heavy weapons lightsabers, pistols rifles, 
When you use the full attack action, you may make one addi- 
‘when wielding such a weapon. However, you take a -5 penalty 
ck rolls until your next turn because you're trading precision for 
“attack and penalty stack with those of Double Attack 
ing @ single attack isa standard action. 
may select this feat multiple times. Each time you select this 
92 bifferent exotic weapon or weapon group, 


1 more damage on a critical hit with that weapon 
Proficient with weapon, base attack bonus +8, 

you Score a critical hit with the elected weapon, you deal 

“You may select "unarmed attack" as a weapon for purposes 


‘A crtia! hit normaly deals double damage to the target. 
You can gain this feat multiple times. The effects co not stack 
‘take this feat, it applies to a different weapon. 


i attacks made against your vehicle. 
 Tralne in the Plot ski 
er round (a8. reaction), when you are ploting a vehicle 
IMay negate 9 weapan hit by making a successful Pilot 
DC ofthe skill check is equal tothe result of the attack rll you 


hile you are piloting a vehicle, you are considered proficient 
wehicle weapons, (The vehicle descriptions in Chapter 10 
) Weapons are operated by the pilot) 


Benefit: When using a light melee weapon or a lightsaber, you may use 
Your Dexterity modifier instead of your Strength modifier on attack rolls. 


WEAPON Focus 
Choose a single exotic weapon or weapon group. You are especially good 
at using these weapons. You can choose unarmed strike or grapple for your 
weapon for purposes of this feat. 

Prerequisite: Proficient with selected exotic weapon or weapon group. 

Benefit: You gain a +1 bonus on all attack rolls you make using the 
selected exotic weapon or weapon group. 

‘Special: You can gain this feat multiple times. Its effects do not stack. 
Each time you take the feat, it apples to a new exotic weapon ar weapon 
group. 


WEAPON PROFICIENCY 
You are proficient with a particular kind of weaponry. 

Benefit: Choose one of the following weapon groups: advanced melee 
weapons, heavy weapons (which includes vehicular weapons and starship 
weapons), lightsabers, pistols, rifles, and simple weapons, You are proficient 
with all weapons of the selected group. For more Information on weapon 
‘groups, see page 118. 

Normal: if you wield 3 weapon with which you are not proficient, you 
take a -5 penalty to your attack rolls, 

‘Special: You can gain this feat multiple times. Each time you take the 
feat, It applies toa different weapon group, You cannot take exotic weapons 
1858 weapon group; instead, you must select the Exotic Weapon Proficlency 
feat (see page 84) to gain proficiency with a specific exotic weapon (such 
as the boweaster or flamethrower). 


WHIRLWIND ATTACK 
You can strike nearby opponents in an amazing, spinning melee attack, 
Prerequisites: Dexterity 13, Intelligence 13, Melee Defense, base attack 
bonus +4 
Benefit: As a full-round action, you can make an area attack with your 
melee weapon, striking every opponent within your reach, This whitiwind 
attack uses the area attack rules (see Area Attacks, page 155); you make 
‘one attack roll and apply the result to every target in range. 
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SS 
The Force is an energy field generated by al living things. It'surrounds and 
inding the galaxy together. There are two sides to 
j-and knowledge form the light side, while the dark 
side consists of aggression, anger, and fear. The universe isa place of balance: 
life and death, creation and destruction, love and hate. As such, both sides 
tof the Force are part of the natural order 

‘Some beings are more attuned to the Force than others. Whether they 
understand it or not, they can feel the Force flowing through them. Of 
those that are sensitive to the Force, beings that study its ways can learn to 
‘manipulate its energy, The Jedi Fall into this category, using their knowledge 
ofthe Force to give them their powers. But theirs s not the only Force-using 
The Sith, the Nightsisters of Dathorir, and others embrace the dark 
‘of the Force, while a variety of alien cultures, such as Ewok shamans 
‘and ithorian eco-priests, call the light side ofthe Force by different names. 

Understanding of the Force manifests in many ways, 


‘THE Force 
THROUGH THE AGES 


For most of the history of the Republi, the Jedi were looked upon as 
defenders and protectors of justice. By their example, belief in the Force 
was accepted if not always understood. Most beings could not perceive the 
Force directly; hey could only see it manifest in those attuned toi, such as 
the Jedi, At thmes over the years, the darkside came to the forefront, such 
as during the ancient Sith Wars, bt in general the champions of the light 
| sie helped keep the galactic peace. 

During the Rise ofthe Empire er, the Force isa powerful component of 
‘everyday ite. The Jed are visible, active proponents of the Force. eqard 
fess of what an individual may believe about the Fore, it's hard to deny the 
[power demonstrated by the Jed. As the Clone Wars rage across the gals, 
Jed are yeen a the foretront of battles, and the Farce impacts the lives of 
Soldiers and citizen aie 

ates in the wake ofthe destruction of the Jed order and the rise of the 
Lump the Force comes to be Hooked upon as am arcane religion practiced 
bby minguided fools. The Tmpive outlaws the Jeli and attempts to vamp 
‘out anyone who demonstrates an affinity forthe Force. Propaganda and 
politics keep the local systems in tine and succeed in driving Farce asers 
Underground, where they lve in tear and acuity. 

1 your campang 6 set in the Rebetion era faraund the time af Episodes 
WM), the Force has faded from common knowledge. Those who can 
‘manipulate the Force beep thei skls hidden to avoid the natice af the 
Empire. Even members of the Imperial hierarchy, despite the presence of 
Darth Vader, come the Force t be outdated and insignificant compared to 
the mtary might ofthe Empite tn many mays, that's just how the Lmpesar 
wants it, Lven the Emperor, one of the must powerful Force-users in the 


galaxy, keeps his Force abilities s 
ates. The few Force- 


the presence of the F 
opting the Jedi sal 

this, the few Force-sersit 
the Force begin to reach oul 


If your campaign is set in The 


+ the tutelage of Luke Skywalker. Mi 


These negative feeling 
have taken the law into 


Skywalker’ leadership. Th 


the galaxy since the tn 


of fear, and the political machin 


as this era is marked by 


USING THE FORCE 


Forces & mystical energy field that surrounds and binds living thingy 


in the galaxy. More than just source of power for those sensitive tojfg 
ce can affect the fates of even ordinary citizens who hay 

in the Star Wars Roleploying Gome, there are typ 

layers may call upon the Force for assistance. The first way 


orce Points. The second wa 
by characters with the Force Sensitivity feat mi 


is through the Ug 


Force power 


FORCE POINTS 


cter’s knack for usi 


he Force to aid ih 


eed not be Force-sensitive to use Force Points the 
jepresent the presence of the Force in all forms of life, and though some 
al at its the will of the Force that grants pens 
ter, it represents a conscious decision ti 

ance, Characters without the Force Sensi 

eat Force is aiding their actions, only that they a 


GAINING FORCE POINTS 
ew level, you lose afi 
gain a number of Forte 


\t Force Points from the previous level 


++ one-half your new character level (rounded down). 
classes grant @ higher number of Force Points at each level 


‘Surool, a Ist-level scoundrel, gains § Force Points at Ist 

‘only four of them before achieving 2nd level. When he hits 

‘the unspent Force Point from the previous level, but he 
(6 + one-half his new character level), 


FORCE POINTS 

"you may spend a Force Point as a free action to roll 146 and 

on single attack ll, stil eck, or ability check. You can do 

Fround. At Bth level, when you spend a Force Point, you instead 

snd tale the best die result as your bonus: at 15th evel, you roll 346 
sbest le result as your bonus. This ' summarized below: 


NUMBER OF DICE ROLLED 


the highest die result. 


Force techniques, Force secrets, and Force powers require 
|a Force Point to activate, In addition, if you are a Force-user, 
1 Force Point as a swift action to return a single spent Force 
‘active sulte of Force powers (see Force Powers, page 95, for 


ate reduced to O hit points and would be killed, you can spend a 
It a5 9 reaction to avoid death and instead fall unconscious (see O 
and Faling Unconscious, pages 146-147) 
‘can spend 1 Force Point asa swift action to lower your Dark 
1 (see The Dark Side, below). 
ted therwise, ou can spend only one Force Point per round. 


DARK SIDE 
tH aspects, one light and one dark. The dark side lurks inthe 
Ing to Force-users, tempting them with quick and easy 
While seemingly stronger, the dark sie is only easie. tt 
Aestructive impulses of al living beings. Anger, fear, hatred, 


BEWARE THE DARK SIDE 

Most players don't want their Jedi characters to slip over to the 
‘dark side of the Force. If you want a campaign where all the heroes 
‘must constantly strive against the lure of the dark sie, then the GM 
should increase 2 character's Dart Side Score for even the most minor 
‘ransgressions. If you want a campaign where the heroes have more 
room to explore options, or if you don't want slipping to the darkside 
to be @ major theme of the campaign, then the GM should consider 
Increasing @ character's Dark Side Score only for major or moderate 
transgressions. 


land aggression are expressions of the dark side, and such emotions can 
uickly lead a Force-user down the dark side's corrupting path, Early on 
in her training, a Force-user finds that the dark side greatly enhances her 
abilities. After a time, the dark side demands more and more of those in its 
‘embrace. 


DARK SIDE SCORE 

Your Dark Side Score measures the extent to which you've been corrupted 
by the dark side of the Force. A tst-level character begins play with a Dark 
Side Score of 0. The only way to increase one's Dark Side Score is to commit 
evil acts, 

‘A character who commits an evil act increases his Dark Side Score by 1. 
What constitutes an evil acts eiscussed under Dark Side Transgressions, below. 
Regardless of how many evil acts a character commits, the maximum Dark Side 
‘Score a character can possess is equal to his Wisdom score, Thus, a character 
with a Wisdom of 15 can have a maximum Dark Side Score of 15, 

A character whose Dark Side Score equals his Wisdom score has fully 
‘embraced the dark side and is wholly evil. A hero who falls to the dark side 
‘becomes a GM character (unless the GM wants to allow the player to continue 
playing the dark side character as a sort of campaign anti-hero), 


DARK SIDE TRANSGRESSIONS 

Tne GM should use the considerations detailed below as guidelines for 
whether or not to increase a character's Dark Side Score. The guidelines are 
separated by degree: Major transgressions are acts that definitely deserve 


“THE DARK SIDE OF THE FORCE is 
PATHWAY TO MANY ABILITIES SOME 
CONSIDER TO BE UNNATURAL." 


— SUPREME CHANCELLOR PALPATINE 


estas Sa 


eeues erat, 


‘an increase, moderate transgressions are acts that probably deserve an 
Increase, and minor transgressions are acts that could be considered dark 
tout probably don't deserve an increase. 


Major Transgressions 
‘Any f the following transgressions should increase a character’ Dark Side 
‘Score by 15 

Performing a blatantly evil act: This includes deliberately killing oF 
injuring another character who hasnt done anything wrong or who honestly 
seeks redemption for evil acts he performed in the past. 

Using a Force power with the [dark side] descriptor: A few Force 
powers are, by their very nature, evil. Examples of Force powers with the 
{ork side} deseriptor include Force lightning, which channels dark energy, 
And dork age, which feeds on negative emations. 

Using the Force in anger: Using the Force in anger or hatred is bad, but 
this can be hard to enforce. It’s difficult to determine the emotion a character 
is experiencing. The GM should increase a character's Dark Side Score by 1 in 
‘these situations only when the player specifically states that his character is 
feeling fear, anger, hatred, pride, jealousy, greed, vengeance, and so forth. 


Moderate Transgressions 
Any of the following transgressions might increase a character's Dark Side 
‘Score by 1, at the GM's discretion: 

Using the Force to cause undue harm: Many uses of the Force are 
not overtly ofthe dark sie, but they can be harmful or even fatal in their 
applications. When @ Force power that isn't specifically tied to the dark 
Side is used to harm living beings, the GM should consider increasing the 
character's Dark Side Score by 1. 

Performing a questionably evil act: Some acts, while seemingly crue, 
‘aren't necessarily evil. The GM should consider the intent behind the action 
before deciding to increase a character's Dark Side Score. For example, it may 
be a transgression to deliberately kill or injure (or allow someone eise to kill 
‘of injure) a character known to have committed evil acts without remorse, 
‘but who is otherwise helpless, 


Minor Transgressions 
The following transgressions should probably nat increase @ character's Dark 
Side Score, unless the GM feels there's good cause to make an exception: 
Performing a dubiously evil act: Increase a characters Dark Side Score 
‘only when the act is out of proportion to the situation, In most cases, the 
‘GM shouldn't increase a character's Dark Side Score for 2 single incident, 
‘but multiple incidents may indicate that the character has an unconscious 
‘cruel streak. For example, a hero wha kills an opponent in combat while 
Ignoring opportunities to end the situation without the loss of life might 
‘deserve a increased Dark Side Score, though a specific situation might not 
appear quite so clear-cut. 


HEROES AND THE DARK Sip) 


‘of the piayer. If you're the GM, consider this option carefully 
‘implementing it. because it takes away player freedom. If you 
‘ule in place at the start of your campaign, then it just i 
the rules and everyone is aware of the consequences of walking 
‘the dark path. 


Dark Side Score Tracker 
The Dark Side Score tracker isa useful too fr tracking a hero's devoti 
the darkside. The Dark Side Score tracker is represented asa row of 24 
bvered boxes atthe bottom of your Star Wars character sheet (page 287) 
‘A character's Dark Side Score tracker should have a number of 
‘boxes equal to the character's Wisdom score. Any extra boxes sh 
shaded in or blacked out. For example, Set Harth has a Wisdom of Ty 
Dark Side Score tracker looks like this: 


ARK SIDE SCORE 


Whenever a hera's Dark Side Seore incveases by 1, the plover 
cone of the empty boxes on the character's Dark Side Score tracker W 
‘a character has no more empty boxes on his Dark Side Score trac 
considered to be dart. He is now effectively lost tothe dark side 

itt hope of finding redemption. 

Whenever a characters Wisdom score increases by 1,ne gets an al 
‘empty box on his Dark Side Score tracker. This box remains empty 
Dark Side Score increases by 1 

‘Ahero whe stil has empty boxes on his Dark Side Score trachet 
tainted by the dark side, but not beyond redemption, A tainted 
‘an id himself ofthe dark side's taint by atoning. 


Atoning 

‘Aero tainted by the darkside can work his way back to the ight th 
heroic deeds, the use af Force Points, and by atoning for past mi 
dark character's only path back to the light is to accamplish trl 
of heroism against the dark an inthe sevice of the ight. 


tainted character accomplishes this by reducing his Dark 

fer can sacifice 1 Force Point to reduce his Dark Side 
tear one box on his Dark Side Score tracker. This form of 

ents a period of meditation, reflection, and absolution 

of the character. If desired by the player and GM, this can be 
‘campaign as part of an adventure, but it isn't necessary. It 


srmay attempt to turn away from the darkside by performing 

tic heroism without calling upon the dark sie ofthe Force. 

t should require extreme personal cost, be made in 2 seifless 
d provide a significant beneitto the galactic balance. 

performed such an act of dramatic heroism at the end of 

when he sacrificed his own if to save his son and destroy 

yp Durron (in the expanded Star Wors universe) performed 

‘ramatic heroism by destroying the Sun Crusher, a super 

otype. Additionally, Jed history tls of a Jedi named Bastia 

Knights ofthe Old Republic) falling to the darkside, but in an 

heralsm she turned the Republic Feet against Darth Malak 

form of Battle Meditation. 

‘ecepts the act as being appropriately herole dramatic, and 

isharacter’s Dark Side Score drops to 1, and he clears al but 

tn his Dark Side Score tracker (so that he has a number 

es equal to one less than his Wisdom score. In adeltion, the 

final toll by drawing away all ofthe character's current 

Henceforth, the character must strive to walk the path of 


Ce POWERS 
tS ae Special abilities available to anyone who takes the Force 
85). They allow characters to do astonishing things such 
With the minds of others, move heavy objects, see into the 
blast foes with terrible arcs of lightning 


ING FORCE Powers 
takes the Force Training feat (see page 85) automatically 
ot Force powers ofher choice equal to 1 » her Wisdom modi 
I-A character can lear additonal Force powers by taking 
feat again or by increasing her Wisdom modifier 


SELECTING FORCE POWERS 
‘Choosing your Force powers can be something ofan art. Ifyou choose 
poorly, you might be stuck with a Force power that you can't use very 
‘weil, When selecting Force powers, remember the folowing: 

Like feats, Force powers cannot be changed once selected (not with- 
‘out your GM's approval, anyway]. Also, some Force powers are inherently 
‘more difficult to trigger than others. For example, Force stun requires 
4 DC 20 (or higher) Use the Force check to activate, which means that 
2 low-level character sttempting to use the power will fail more often 
than he succeeds, 

Don't forget that you can select the same Force power more than 
‘once if you want to be abe to have multiple uses ofthat power in your 
suite At low levels it sometimes more useful to have extra uses of 
‘an easy-to-trigger power than @ new power that Is more difficult to 
activate, 


For example, Sen Udo-Mal is a 1st-evel Jedi with @ Wisdom score of 11 
(+0 modifier). He takes the Force Training feat at 1st level a ely 
gains Force power. He chooses bottle strike At rd level, he takes the Force 
Training feat again, which allows him to learn a new Force power; he chooses 
‘mind trick & 4th evel, Sen Udo-Mal raises his Wisdom score from 11 to 12, 
thereby increasing his ability modifier from +0 to «1; at that time, he gains 
‘wo additional Force powers (one for each instance of the Force Training 
feat), so he chooses move object and surge. 


USING FORCE Powers 
\When your character uses # Force power, make a Use the Force check (see 
page 77). The check result determines the powers effect, 

‘Some Force powers have all-or-nothing effects. Other Force powers have 
multi-tiered effects, and your Use the Force check result determines the 
‘maximum effect you can achieve, although you can always choose @ lesser 
effect. If your Use the Force check is too low to activate the Force power's 
baseline effect, nothing happens and the action is wasted, 

Using a Force power removes it from your character's active "suite’ of 
Force powers, regardless of whether the Use the Force skill check succeeds 
or fails. 

‘Your Force Power Suite: Your characters Force powers collectively form 
‘suite. When your character uses a Force power it’s ike playing a card and 
putting itn a discard pile. The power takes effect, and it'sno longer avaiable 
to the character... at least for a while. 

Regaining Force Powers: You have different ways to regain spent Force 
‘powers so that you can use them again: 

When combat is over and you have a chance to rest for 1 minute, you 
regain all of your Force powers. 


Sane] SUL 


IF you roll @ natural 20 on a Use the Force check, you regain all spent 
Force powers at the end of your turn. 

You can spend a Force Point as a reaction and immediately regain one 
spent Force power. 

Some unique abilities (such as the Force Focus talent) allow you to 
regain spent Force powers in other ways. 


Force Power Descriptors 

Some Force powers are more strongly tied to one side of the Force than 
‘the other. These Force powers carry either the [light side] descriptor or the 
[dork side} descriptor, Powers that target creatures’ minds carry the [mind- 
affecting] descriptor. 

Dark Side: Using a Force power with the (dark side] descriptor increases 
your Dark Sie Score by 1. You cannot use a Force Point to modify your Use 
the Force check when activating a Force power with the (dork side] descriptor. 
Dark side powers stem from powerful negative emotions and include dark 
rage and Force lightning. 

Light Side: If you have a Dark Side Score of 1 or higher. you cannot use 
a Force Point to modify your Use the Force check when activating a Force 
power with the [light side] descriptor, Light side powers are generally ben 
ficial and include sever Force an vital transfer. 

Mind-Affecting: A Force power with the [mind-offecting] descriptor has 
no effect on creatures that are mindless (that is, creatures with no intel~ 
ligence score) or creatures that are immune to mind-affecting effects. 


FORCE POWER 
DESCRIPTIONS 

The following Force powers are available to any character with the Force 
Sensitivity feat (see page 85), Each Force power includes the following 
information: 


FORCE POWER NAME 
[DESCRIPTOR] 
Ifa Force power has a descriptor, i appears square brackets after the Force 
power's name. The name of the power is followed by a brief description of 
the Force power’ effec. Time: The type of action needed to use or activate 
the Force power. Target: The targets affected by the Force power. 

Make a Use the Force check. The results of the Use the Force check 
are described here. 

Special: Some Force powers have special rules, which are covered 
here. 


BATTLE STRIKE 
You use the Force to enhance your battle prowess. Time: Swift 2 
Target: You 

Make a Use the Force check, The result of the check determines 
effect, if any: 

DC 15: Gain 2 +1 Force bonus on your next attack roll and desl an 
tional 146 points of damage ifthe attack hts 

C20: As OC 15, except you deal an additional 266 points of 

DC2E: As DC 15, except you deal an aditional 346 points of da 

‘Special: You can spend a Force Point to deal an adaltional 246 
‘damage on your next attack. 


DARK RAGE [DARK s!IDE] 
‘You become enraged asthe dark sie flows through you, Time: Swift 
Target: You 

Make a Use the Force check. The resut of the check determi 


DC 15: You gain a +2 rage bonus on melee attack rolls and melee d 
‘ols until the end of your turn, 
‘DC20: As DC 15, except the rage bonuses increase t0 +4. 
5 DC 15, except the rage bonuses increase to +6, 


patience or concentration. 
‘You can spend a Farce Point to extend the duration of your 
Until the end of the encounter. 


FARSEBING 


You gain a vague, momentary impression of events happening 
particular being in some distant piace, Times Full-round action. 
creature you know or have met before. 

‘Make a Use the Force check. If our check result less than the 
‘Will Defense, you gain no information (including whether the target 
cr dead) and cannot use this Force power against the same target 
hours. If your check result equals or exceeds the target's Will 
‘can sense whether the target is alive or dead and gain a vague se 
immediate surroundings, what it's currently doing, and any strong) 
itis presently feeling. A dead target has a Will Defense of 30 for 
of this Force power 

‘Special: if you successfully use this Force power, you can 
Point to gain a clear mental image of the target's surroundings, 
other creatures and objects within 6 squares of it 
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Wanot apply 19 For 
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FoRce GRIP 
Bluse the Force to choke or crush your enemy. Time: Standard action 


your disarm attack 


One target within 

Make a Use the Force check, The result of the ches 
effec, any 

DOIG: The target takes 246 poi 
Beuls or exceeds the target's Fortitude Defense, the target can take only a 
“Gagle swint action on 

OMI As DC 16, except the target takes 406 pont: 

DORE AOC 15, except target takes 6 

‘Special You may ra 
Weontinve damaging it trom round to ro 
‘andar aet0n, ad you 

Youn spend a Force P 
‘nlth your Force yp 


16 points of damage. 
‘Maintaining the F 
make a new Use the Force check each round. 


PORCE LIGHTNING [DARK SIDE] 
Youbiast an enemy with deaty a 


of Force energy. Time: Standard action 
ne target in ine of sight and within 6 squares of you 
8 Use the Force check. Make one roll and compare the result 


MlatpetshelexDerense-i tne attace it, hs 
Bamageand moves 1 step slang the 
BREA Hane attact rises the tr 

MPR Along the condition tract. 

BEBE You can spend» Force Pin 
Balog the consvion track when you s i 

a: when you successfully 


| 


You poun 


Force SLam 
or mare creatures with the Farce Time: Standard action, 


£5 within = B-iqusre cone 2rd within line OF ght: 


Make 2 Use the Force check. Make one roll and compare the result to 


each target's Fortitude Defense. Ifthe result equals or exceeds a target's 


takes 46 points of Farce damage and is knocked prone. 


rtitude Defense, it takes half damage 


not knocked prone. This is an area effect. 
Special: When you use this power, you can spend a Force Point to deal 


Force STUN 

‘You call upon the Farce to overioad an enemy's senses, potentially stunning 
it. Time: Standard action. Targets: One creature within 6 squares or within 
your line of sight. 

‘Make a Use the Force check. Compare the result to the target's Will 
Defense If the check result equals or exceeds the target's Will Defense, the 
target moves -1 step along the condition track (see Conditions, page 148). 
For every 5 points by which you exceed the target's Will Defense, the target 
‘moves an additional ~} step along the condition track 

‘Special: When you use this power, ou can spend a Force Point to move 
the target an adtional -1 step along the condition track 


Force THRUST 
You use the Force to push a target away from you. Time: Standard action. 
Targets: One object ot character within 12 squares and within fine of sight. 

‘Make a Use the Force check. The target makes @ Strength check. If 
‘you beat the target’s Strength check, you push it back 1 square plus an 
‘additional square for every 5 points by which you exceed the target's check 
tesult. Ifyou push the target into a larger object, the target takes 126 points 
of damage. 

‘The target adds its size modifier to its Strength check: Colossal, +20; 
Gargantuan, +15; Huge, +10; Large, +5; Medium, +0; Small 10; 
Diminutive, 18: Fine, 20. In addition, it gets a+ stability bonus tit has 
imore than two legs oF is otherwise exceptionally stable. 

‘Special: You can spend a Force Paint to apply a -5 penalty to the target's 
Strength check to resist your Force thrust. Additionally, if you successfully, 
push the target into a larger object, you deal an additional 206 points of 
damage from the extreme force of the thrust. 


MIND TRICK [MIND-AFFECTING) 
‘You use the Farce to alter a target's perceptions or plant a suggestion In its 
‘mind, Time: Standatd action. Target: One intelligence 3 or higher creature 
inline of sight and within 12 squares of you. 

Make a Use the Force check. If you equal or exceed the target's Will 
Defense, you may choose one of the folowing effects: 

~You create a fleeting hallucination that distracts the target and enables 
you to use the Stealth skill even ifthe target is aware of you 

You perform afeint so thatthe next attack you make against the target 
ignores its Dexterity bonus to Reflex Defense (if any). 

'=You make an otherwise unpalatable suggestion seem completely reason 
able ta the target. You must be able to communicate with the target, and 
the suagestion can't obviously threaten the targe's life. The target won't 
realize later that wit he did fs unacceptable. 

You fil the target with terror, causing it to flee from you at top speed 
for 1 minute. The affected creature stops fleeing iit is wounded. The effect 
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{is negated ifthe target's level is equal to or higher than your character 
This isa fear effect. 

‘Special If you are making a suggestion, you may spend a Farce! 
to improve the target’s attitude by one step, plus one additional 
very § points by which your Use the Force check exceeds the targ 
Defense. 


Move OsBvecT 

You telekinetically move a target up to 6 squares in any direction 
the Force. Time: Standard action, Target: One character or object 
‘squares or within your line of sight. 

Make a Use the Force check. The result of the check d 
the maximum size of the target you can litt (see below). I the ta 
1 cresture that resists your attempt, your Use the Force check 
‘exceed the target's Will Defense. You can hurl the target at (oF d 
‘another target in range if your Use the Force check exceeds the 
target's Reflex Defense. Both targets take damage determined by. 
the Force check result. 

DC 15: Move abject up to Medium size (deals 206 points of 

1020: Move abject up to Large size (deals 4d6 paints of da 

(DC25: Move object up to Huge size (deals 646 points of 

C30: Move object up to Gargantuan size (deals 846 
amage) 

1DC.35 Move object up to Colossal size (deals 10d6 points of 

‘Special: You may maintain your concentration on the 
to continue to move it from round te round, Maintaining the 
power isa standard action, 

If you use move object against a hovering or flying target 
speeder or starship), the target can oppose your Use the Force 
23 grapple check as a reaction. Ifthe target wins the opposed 
Unable to mave the target. 

"You may spend a Force Point to increase the maximum size Of 
by one category and deal an additional 246 points of damage 
‘Se Colossal frigate], 1248 damage). Alternatively, you may s 
Point (see page 112) to increase the maximum size of the of 


‘Special 


ResuKe 

You harmlessly absorb or deflect one Force power or used against you, per- 
haps even turning it against its creator. Time: Reaction. Target: One Force 
power directed at you, 

‘Make a Use the Force check. if your result equals or exceeds the check 
result ofthe power directed at you, you harmlessly redirect it and suffer ro 
il effects. I you result exceeds the check result ofthe power directed at you 
bby 5 or more, you may choose to tum the Force power against its creator, 
who suffers the effect. 

Special f you successfully reflect a Force power back at its originator, the 
‘originator may ater to rebuke the power as well. fhe reflects it back again, 
both you and the originator are affected by the Force power. You can spend 3 
Force Point asa reaction to suffer oil effects roma Force power that has been 
‘rebuked twieeonce by you and once by the powe’s originator. 


SEVER FORCE [LIGHT SIDE] 
You can block another Force-user's access tothe Force, preventing him from 
Spending Force Points and making it difficult for him to use Force powers. 
Time: Standard action. Target: One Force-using creature with a Dark Side 
‘Score of 1 higher that is within 12 squares and within line of sight. 

Make a Use the Force check. If your Use the Force check equals or 
cxcceds the target's Will Defense, the effect (if any) is determined by your 
cheek result 

1DC.25:The target cannot spend Force Points fora number of hours equal 
to its Dark Side Seore 

'DC30:As DC 25, plus the target moves -1 step along the condition track 
(see page 148) each time it uses a Force power in the same timeframe. 

DC3S: As DC 35, except the target moves -2 steps along the condition 
track each time it uses a Force power in the same timeframe. 

Special: This Force power has no effect on targets with a Dark Side 
Score of 0. 

You can spend a Force Point to double the duration ofthe effect. Alterna- 
tively, you can spend a Destiny Point (see page 112) to increase the duration 
to_@ number of days equal to the target’s Dark Side Score. 


SuRGEe 
The Force enables you to jump great heights and distances as well as move 
(quickly. Time: Swift action, Target: You. 

Make a Use the Force check. The result of the check determines the 
effec, if any: 

‘DC 10: You gain @ +10 Force bonus on Jump chects and your speed 
Increases by 2 squares until the start of your next turn, The Force bonus an 
Jump cheeks includes the adjustment for inereased speed. 

DC 15:As DC 10 except: +20 Force banus on Jump checks, speed increases. 
by 4 squares, 


0020: As DC 10 except: +30 Force bonus on Jump checks, speed 
by squares. 

Special: You cn spend 2 Force Point to increase the powers Force 
‘on Jump checks by 10 and increase your speed by an additional 2 


VITAL TRANSFER [LIGHT SIDe: 
‘You use your own life force to heal another living creature, using the 
‘85. a conduit. Time: Standaré action. Target: 

Make a Use the Force check. The result of the check determi 
effect if any: 

‘DC 15: The target heals hit points equal to 2 its character level, 

(C20: The target heals hit points equal to 3 x its character level, 

‘0-25: The target heals hit points equal to 4 x its character evel 

Each time you use vita! transfer, you take half as much damage 
heal (rounded down). 

‘Special: You may spend a Force Point to avoid taking any damage 
You use this Force power. You may spend a Destiny Point (see page 1 
move the target +5 steps on the condition track in addition toh 
normally. 


FORCE TALENTS 

Force talents work exactly lke the talents presented in Chapter 
Classes; however, they are available only to characters with the 
sitivity feat (See page 85). Any time a character with the Force 
feat would normally gain a talent (such as from gaining an odd 
level in a heroic class), he or she may instead select a Force 
‘one of the four Force talent trees presented below, Ifa character 
Force Sensitivity feat is a member ofa Force tradition (see page 1 
‘she may instead select a Force talent from that tradition’s individ 
talent tree. 


ALTER TALENT TREE 
The Force grants you considerable power over your environment 
‘others around you. 

Disciplined Strike: Whenever you use a Force power that 
effect (such a5 Force siom), you may exclude a certain number 
from the effects of that power. The numberof targets that You 
in this manner is equal to your Wisdom modifier (minimum of 1). 

Telekinetic Power: Whenever you roll a natural 20 on your Use! 
check to activate the Force aisarm, Force grip, Farce slam, Force 
‘move object Force powers, you may choose to use that Force 
Immediately as a free action, You may direct the second use of 


‘disarm, Force grip, Force slom, Force thrust, or move object. 


‘alent multiple times. Each time you select it, you 
‘additional time per encounter. 


‘TREE 
Fhow to regulate your own body systems, control your 

pannel the Force 
10: You can spend a Force Point as 2 standard 


reduction 10 for 1 minute (see Damage Reduction, 


‘a swift action, you can spend a Force Point to remove 
ons affecting you and return to a normal state (see 

148). 
a; As ful-round action, you may make a OC 15 Use the 
f the check succeeds, you regain one spent Force power of 


Wheriever you use your second wind (see Second Wind, 
ina number of additional hit points equal to 146 per 
sess (maximum 10d6). 
orlam, 


TREE 
side oF the Force isthe quick and easy path, granting 
orever dominating the destinies of those in its grasp 
1 Dark Side Score of 1 or higher to select talents from 
Side Seore is ever reduced to 0, you lose access to all 
‘ree until your Dark Side Score increases. 
‘Dark Side: You allow your hatred to fuel your attacks. 
ia Force Point to modify an attack roll, you may choose 
bonus die and take the best result. However, doing so 
Side Score by 1. 
stslevel character with this talent could increase his Dark 
toll 206 instead of 146, taking the best die result and 
on his attack rll 
Asa standard action, you grant yourself and all allies 
Hyou 9 +1 Force bonus to all detenses until the end of the 
uses are lost if you fall unconscious or die. Affected 
of range lose the benefits for as long as they remain 


13, Power of the Oark Side. 
ean ally of equal or higher level than you is killed or 
tS within your line of sight, you gain a +2 Force bonus 
Q€ rolls until the end of the encounter. (Since Force 
‘YoU don't get a higher bonus if more than one ally 


Presence, Power of the Dark Side. 


Swift Power: Once per doy, you can use 2 Force power that normally 
tates a standard action or move action 2s a swift action 
Prerequisite: Power of the Dark Side. 


SENSE TALENT TREE 
Your attunement to the Force grants you uncanny powers of perception, 

Force Perception: You can make a Use the Force check instead of a 
Perception check to avoid surprise, notice enemies, sense deception, or sense 
influence (see the Perception skill, page 70), You are considered trained in 
the Perception skill for purposes of using this talent, If you are entitled to 
a Perception check rerol, you may reroll your Use the Force check instead 
(subject tothe same circumstances and limitations) 

Force Pilot: You can use your Use the Force check modifier instead of your 
Pilot check modifier when making Pilot checks. You are considered trained in 
the Pilot stil for purposes of using this talent. If you are entitled to a Pilot 
‘check reroll, you may reroll your Use the Force check instead (subject tothe 
same citcumstances and limitations). 

Foresight: You may spend a Force Point to reroll an Initiative check, 
beeping the better of the two rots, Additionally, if you roll a natural 20 on 
the Initiative check reroll, you immediately regain the Force Point spent to 
activate this talent 

Prerequisite: Force Perception. 

Gauge Force Potential: By focusing on a specific creature in your ine of 
sight, ou can gauge how strong in the Force its, This takes a standard action 
and requires a Use the Force check. If your check result meets or beats the 
target's Will Defense, you know whether or not thas the Force Sensitivity feat, 
‘You know how many Force powers it knows [but not which ones, specifically), 
and you know how many Force Points it has currently. 

Prerequisite: Force Perception. 

Visions: Whenever you use the farseeing Force power, you can spend a 
Force Point asa swift action to see into the target's pastor future instead of 
the alimpsing the target in the present. You declare how far into the target's 
past or future you wish to look, up toa maximum of 1 year per your character 
level. Any information gained about « target's future is subject to change, 
‘depending on whether steps are taken to alter that future, 

Prerequisites: Force Perception, forseeing 


FORCE TECHNIQUES 
Force techniques represent 2 deeper understanding of the Force and, like 
marta skills, usualy come with yeas of practice. A few gifted or devoted 
Force-users learn to master them more quickly. In general, Force techniques 
are only available to characters with levels in certain Force-using prestige 
«lasses (uch as the Force adept, Jedi Knight, and Sith apprentice). 
Whenever you gain access to a new Force technique, select it from the 
following lst. Once selected, a Force technique cannot be changed. 


ssee0 saa 


Force Point Recovery 
At the end o 
uring the encounter 


You may select this Force technique multiple times; each time you take 


it. ou recover an additional Force Point spent during an encounter. 


Force Power Mastery 
(Choose a single Force power: You may take 10-an Use the F 


activate this Force power even when distracted or threatened, 


You may select ti 
technique, it applies to @ 


Force technique multipe times; each time you see 
erent Force power. 


Improved Force Trance 
ach hour you temain in a Force trance (see the Use the Force skl, page 


ou regain 3 number of hit points equal to 2 » you 


15 like @ candle in the night, making but the slightest 
"Force, A Force-user shines more brightly, especially 
‘the Force Each time 2 Farce-user calls ypon the 

or nipples through it that can be perceives by ther 
sparingly and in harmony with the natural balance, 
‘be detected. When a user constanty calls upon 
world around him, the ripples become quakes that 
distances. Such quakes attract attention, making 
refined control over the Force ot who rely on the 
the target of more powerful Force-users. It is 


Light Object 
Use the Force check to move a light object as a swift action 
action. Using the light object as a projectile weapon 
-wetion (instead of a standard action), 


Force 
sense Force ability ofthe Use the Force sil (see page 77) 
rather than a full-round action. 


Surroundings 
‘sense suroundings ability ofthe Use the Force shil (see 
‘netion rather than a swift action, 


thy 
‘the telepathy ability of the Use the Force skill ee page 
your Use the Force check and keep the better result. 


© SECRETS 
a learn to manipulate ther Force powers in intriguing 
tS represent a sublime connection of the Force and are 
only to powerful Force-users such as Force disciples, Jedi 
Lords (see Chapter 12: Prestige Classes) 
setret costs either a Force Point ora Destiny Point (as 
on. andthe normal limits on spending Force Points and 


4 round apply. See Chapter 7: Heroic Traits for more 
Points.) 


Whenever you leam 2 new Force secret, select it from the following list. 
(Once selected, a Force secret cannot be changed. 


Devastating Power 

When using a Force power that deals damage, you can spend a Force Point 
tw increase the power's damage dice by 509%. Alternatively, you can spend 
‘a Destiny Point to double the number of damage dice. 


Distant Power 

When using a Force power that has a range expressed numerically, you can 

‘spend a Force Point to multiply the range by 10. Alternatively, you can spend a 

Destiny Point to increase the range to anywhere in the same star system, 
This Force secret does not remove line of sight requirements. 


Multitarget Power 
When using a Force power that affects a single target, you can spend a Force 
Point o affect one additional target Alternatively, you can spend a Destiny 
Point to affect one target per four character levels 


Quicken Power 

When using a Force power that requires a standard action or mave action 
to activate, you can spend a Force Point to activate the power as 9 swift 
action instead, Alternatively, you can spend a Destiny Point to activate the 
‘power as a reaction instead. 


Shaped Power 
‘When using a Force power with a cone area effect (such as Force slam), 
You can spend a Force Point to instead afecta line 1 square wide and (5 x 
‘cone's length) squares long. Alternatively, when using a Force power with 
a cone area effect, you can spend a Destiny Point to instead affect one or 
‘mare targets of your choice within a number of squares of you equal to the 
cone’ length 


FORCE-USING 
TRADITIONS 
Even those who dor't belleve in the Force and aren't particularly attuned to 
its flow can call upon the Force without understanding exactly what they 
‘are doing. When a stroke of amazing luck occurs, of fate seems to be on your 
Side and helps you accomplish a difficult objective, it could be the Force 
‘coming to your ai. In game terms, the expenditure of Force Points by non- 
Force-using characters represents this unconscious, tenuous connection to 
‘the Force that al living beings share, When a Force-using character calls on 
the Force in this way, he or she knows exactly what's happening. 

‘The most prominent and well-known Force-users in the galaxy are the 
Jedi. However, the Jedi are not the only ones who have learned to manipulate 


the Force, Other Force-users sometimes attribute their abilities to sources, 
‘other than the Force, such as magic oF gods, but they are ail using the 
‘energy ta manipulate the world around them. In game terms, anyone with 
the Force Sensitivity Feat has the ability to master the Use the Force skill 
‘and lear Force powers, though many of these beings will never go down 
this particular path, 

Other Force-using traditions include dark side cults (such as the Sith), and 
obscure, isolated sects such as the Witches of Dathomir and the Sorcerers 
‘of Tund. Some knaw the Force for what it is but approach its use in 2 dit 
ferent way from the Jedi. Others know the Force by a different name. Either 
‘way, it remains the mystic energy that binds the galaxy together and gives 
Force-users thelr powers, 

‘Membership: The conditions for being considered a member of a given 
Force tradition are outlined in the description. A character may be a member 
‘of mare than one Force tradition, but ths is uncommon. 


THe Jed! 
There is no emotion; there is peace. 
There is na fgnorance; there is knowledge 
There is no possion; there is serenity. 
There is no death; there isthe Force. 
from The Jedi Code 


For centuries, the group of philosophers that would eventually become the 
Jedi contemplated the mysteries of the energy field town as the Force, 
Eventually, some of the group's members mastered the Force. After that, 
they dedicated themselves to using their newfound skills and powers for 
‘900d, helping those in need. inthe thousands of years that followed, the Jedi 
‘served as protectors ofthe Galactic Republic. Answering to their own Je 
‘council and operating in concordance with the Judicial Department of the 
‘office of the Supreme Chancellor, the Jedi became the guardians of peace 
‘and justice in the galaxy. 

‘The Jedi. in addition to battling interstellar criminals and setling galactic 
disputes, served as mediators, defenders, and teachers. Because oftheir sense 
of honor and the epic challenges they undertook, the Jedi became legends, 
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serving 2s symbols of the best the Republic had to offer, With light 
at their sides and the power of the Force flowing through them, 
‘accomplished the tasks set before them with dedication and seeming) 
ibility. But invincibility was only an illusion. Jedi often died inthe: 
of freedom and justice. 

During the Rise ofthe Empire era (circa Episodes I-Il, ten tho 
‘served the Republic and defended its vast territory. They identified 
recruits early in life, usualy within the first six months of a child's 
As infants, those attuned to the Force and accepted by the Jed Go 
‘were taken to begin their training. Older children, ifidentified iter in 
being Force sensitive, were refused training in most cases: the Jebel 
that the fear and anger in older children made them too susceptible 
dark sie, and soit was unwise to train them. All characters playing 
cera that are Jedi Padawan learners Vedi class level ist through 
‘master (Jedi class level 7th or higher). While there may be tives 
master and the Padawan travel together, most oftheir interaction 
between adventures, while all characters are training and imp 
master is a GM character, offering training, advice, and aid when’ 
feels such aidis appropriate and necessary. Unfortunately, by the e 
time period, Anatin Skywalker has turned to the dark side and the 
thas slaughtered nearly all the Jel. 

‘During the Rebelion era the Jedi purge has been completed. All 
handful of Force-users, let alone fully trained Jedi, were extermi 
‘corrupted to the dark side and placed in the service of the Emperof 
sensitive individuals, such 25 Luke Skywalker and Leia Organa, we 
from the Empire and cut off from their heritage. More powerful Free 
‘such as Obi-Wan Kenobi and Yoda, purposely disappeared an wo 
‘unnoticed. Jedi characters in this era eventualy attract a teuche 
the training these Force-users provide s haphazard at best. A would 
learns by experience, through occasional meetings with ather Ffet 
‘and even by studying with beings who follow other Force tail 
‘ot easy, which is why Jedi in this period are few and far between, 
reach the level of power exhibited in earlier o later periods. A 
wishing to simulate ths experience might require the potential 
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known as the Jedi Code was created to Keep young 

‘being drawn to the dark side. It was taught by the 
hundreds of thousands of Jedi throughout the ages, 

Kenobi and Master Yoda taught parts of it to Luke Skywalker, 
‘pasted on what he had learned to his students at 


{he Jed Code provides simple instructions for living 
Force. A Jedi never uses the Force to gain wealth of 
Instead, 2 Jed uses the Force to find knowledge and 
en. Anger. fear, aggression, and other negative emotions 
side, s0 Jed are taught to act only when they are at 


10 find nonviolent solutions whenever possible. 
from wisdom, using persuasion and counsel instead 
“and violence. When all ese falls, or to save a life, a 
Imes resort to batte in order to resolve a particularly 
jon. Though combat may sometimes be the best answer, 

‘he the first option a Jedi explores. 
‘their connection to the Force, the Jedi sense its flow 
pd Its energy. While doing so, a Jedi sometimes perceives 
the Force. These disturbances can be explained by the 
Hful Force-users in the area, or intense emotions that 
Force, such as when the life ofthe planet Alderaan was 
the Death Star. There are even times when such distur- 


where she is needed, This aspect and manifestation 
éis covered by the Use the Force ski 


ous class level before allowing them to take 
fi clas, 

Jedi Order era, Like Skywalker has trained about one hundred 

ethaps a dozen others in need of training. Prominent 

Such as Mara Jade Skywalker and Corran Horn help Skywalker 

ite the efforts of these Jedi, while promising students such 


‘asthe Sol children and Ganner Rhysode show areat promise forthe future, 
Jedi characters again receive a higher-level mentor who provides training and 
‘advice between adventures or when the Gamemaster deems such interaction 
ta be warranted and important to 2 mission. 

‘Membership: Any character with the Force Sensitivity feat can become 
‘a member of the Jedi tradition by being accepted as an apprentice by a Jedi 
‘night or Jedi Master, 


THe SITH 
Peace isa lie, there is only passion, 
Through passion, gain strength, 
Through strength, | gain power. 
Through power, ! gain victory. 
Through victory, my chains are broken, 
The Force shall free me. 
~from The Sith Code 


‘An ancient order of Force-users devoted to the dark side and determined 
to destroy the Jedi, the Sith have existed in many forms throughout the 
history of the Galaxy, The original Sith were a near-Human population on 
Korritan, subjugated and ruled by outcast Dark Jedi several thousand years 
before the Battle of Yavin. The name “Sith” eventually came to refer to the 
‘ark side cult that ruled the Sith people (that is, the “Lords of the Sith’) 
When the Old Republic discovered the Sith Empire thousands of years later, 
{ted to the Great Hyperspace War, the frst of a long series of conflicts that 
ravaged the galaxy over the next few millennia, Eventually, the Sith Empire 
(now known as the “Old Sith") was destroyed, and all it left behind were 
‘ancient holocrons and the ruined tombs and temples on Korriban, Yavin 4, 
‘and a handful of other planets throughout the galaxy. 

The current incarnation of the Sith (the "New Sith’? isthe result of another 
Dark Jedi who broke away from the order. Two thousand years before the 
Battle of Yavin, this Dark Jedi had come to the understanding that the true 
power of the Force lay not through contemplation and passivity but by tap~ 
ping into one's emotions and the dark side, Renaming himself Darth Ruin, he 
‘stole a Sith Holocton from the archives of the Jedi order and began gathering 
followers to his banner. Awakening beliefs from the dark past, the new Sith 
cult continued to grow, driven by the promise of new powers attainable by 
tapping into the hateful energies of the dark side. It was anly a matter of 
time before the order self-destructed. internecine struggles by power-hungry 
Sith practitioners dwindled their numbers. Weakened by infighting, the Sith 
‘were easily wipes out by the Jedi at the Battle of Ruusan, ane thousand years 
after Darth Ruin founded the order, 

However, one Sith had the cunning to survive. Darth Bane restructured 
the cult so that there could only be two~no more, no less: a master and 
fan apprentice. Bane adopted cunning, subterfuge, and stealth 2s the fun— 
damental tenets of the new Sith order. Bane took an apprentice. When that 


apprentice succeeded him, that new Sith Lord would take an apprentice 
Thus, the Sith quietly continued for centuries, until the time of Darth Si 
‘ous. With great cunning and treachery, Sidious fomented a galactic civil war 
‘within the Republic, seized control of the Galactic Senate, wiped out the Jed) 
order, and replaced the Old Republic with the Galactic Empire. With Sidious 
1s the Emperor and Darth Vader as his loyal apprentice, the Sith ruled the 
galaxy and plunged it into darkness, It remained so for decades until a new 
hope arose to bring Darth Vader back from the dark side and extinguish the 
‘menace of the Sith 

The Sith order rises once again in the Legacy era, Some 140 years after 
the Battle of Yavin, The new Sith are led 
by the enigmatic Darth Krayt and serve 
1s dark side enforcers to the reincar- 
inated Empire. Though the Sith are not 
aS common as the Jedi were during the 
ddays of the Old Republic, itis not uncommon to 
have a Sith apprentice or Sith Lord attached to an 
Important mission or garrison 

Membership: Any character 
with the Force Sensitivity feat can 
become a member of the Sith tra 
dition by being accepted as an 
apprentice by 2 Sith Lord, During 
the Rise of the Empire era, there 
ccan be only one Sith Lord and one 
Sith apprentice. Thus, the anly way 
{0 join the Sith tradition during this 
cra is to wait (or arrange) for one of 
the two Sith to die 


OTHER 
Force- 
USING 
TRADITIONS 
The Jedi and the Sith are not the 
only Force-users in the galaxy 
Several other traditions have sprung 
up over the course of history, 
some lasting for many years and 
some extinguished during Darth 
Vader's purge ofthe Jedi. Most 
such Force-users receive only 
tudimentary training, while 
others develop theie own skills 
and abilities by simple trial and 
error. A few of the more orga 


nized Force-using sects have learned a great deal about the Force ang 
became powerful even without the benefit af thausands af years of ra 
and philosophy. On the whole, the Jedi order typically attempts to root 
these Force-users and assimilate them, or at least keep tabs on them, 
The following two Force-using sects are suitable for use in the Stop 
Roleplaying Gome, though certainly there are others that Would work 
tradition has a Force talent tree associated with it; tke the 
nts presented earlier in the chapter. these talents are available only 
haracters with the Force Sensitivity feat (page 85), and even then an 
the character is a member of that tradition, 


The Jensaarai 
The Jensaara sect of Frce-users came into existence near the 
of the Clone Wars and i relatively young compared to other 
traditions. Founded by an Anzati Dak Jd, il 
Tyrs, the Jensearai blend teachings of Je 
Sith philosophy to form something ltogl 
different. Unfortunately, short time after 
and 2 band of rogue Jed split of to form t 
movement, the Jedi Counci dispatched ev 
Jedi Krights to put an end to their edelion 
Jedi accomplished their mission, kilag 
an his comrades, but unknowingly ea 
behind the families and students of 
new Jensaaraj tradition, The survivi 
Jensaaai laid in waits Darth Mi 
purge of the Jed sent through 
calaxy, coming close to extn 
therselveson occasion 
ing nonetheless, After the fall 
the Empire, Luke Skywall 
Corran Horm discovered the 
Saaroi and made the last 
even bringing some of ther nD 
New Jed Order. 

The Jensaarai walk 3 dangerous 
between light and darkness, ThE 
their dark Jedi Masters died eal 
the hands of the Counc’ agen 

Jensaarai followers retained mM 

the philosophy (if not the Sith 

that Tris had used to found the a 
The Jensaarai resemble both the Jeal and 
Sith in many ways: they construct and 
lightsabers, they defend thie planet from 
forces, and they havea strong grasp of tel 


they remain quite different in other respects. Jensaaral 
suits of armor, fashioning them after creatures they 
ralities, and they can be violent and ruthless when 
many Jensaarai Defenders run the risk of falling to 
few actually do, a5 discipline and awareness of the 


aay character withthe Force Sensitivity Feat can become 
"Jensaaral tradition by being accepted as an apprentice by 
Force disciple who is a member of the Jensaara, In addi- 

with the Force Sensitivity who is native to the Suarbi 


ko thin line between light and darkness, using the teach~ 
Jedi and the Sith to create their own unique traditions. 
that are part of the Jensaarai tradition may select talents 


Asa fll-round action, you may spend a Force Point to 
Farmorto the Force. permanently increasing its armor bonus 
Hon the maximum Dexterity bonus ofthe attuned armor per- 
by +1 Only you can benefit from wearing the attuned 
ts do nat apply if someone else dons the armor. 
‘Asa swift action, you can surround yourself with an invs- 
Force power that shields you and anything you're carrying 
surveillance. The bubble alsa blacks all electronic sensors 
tions. The Force cloak lasts for as long as you concentrate 
3) oF until the start of your next turn. 
‘Mastery: As the Force Cloak talent, except that you can 
0 envelop a number of ereatures (including yourself) 
cter level. 
Force Cloak 
‘Asa swift action, you can take a penalty of up to Son 
laid ada the same number (up to +5) as a Force bonus to an 
efense, provided the ally is within your line of sight when you 
The bonus you canfer cannot exceed your base attack 
a your attack rolls and your all's Reflex Defense last 
of your next turn 


of Dathomir 
net Dathomir, the witches were some of the Fst non Jedi 
tered by Luke Skywalker during his quest to rebuild the 
‘500 years before the Clone Wars, the Jedi Order banished 
40the primitive planet of Dathomir. In exlle, she founded 
depts, selectively breeding with 2 group of exiled 


‘arms dealers, nd within decades had crested 3 Force-using society to rule. 
‘Though ruthless, Allya maintained a strict rule of law (even authoring a tome 
called the Book of Law for her followers to use as an example), After Allya's 
death. the society fragmented into six clans, and despite Allya's command 
to never concede to evil, some of the witches she trained fell to the dark 
side, becoming the Nightsisters. 

The Witches of Dathomir are part of a primitive culture with a strong 
‘yet rudimentary grasp of the Force. Though much of their own knowledge is 
‘derived from the Jedi arts, over the centuries ther lifestyle and philosophies 
have shapes their knowledge ofthe Force to fit their own needs, The Witches. 
cof Dathomir train and ride fearsome rancors, using the Force to communicate 
with them, Though their tribal organization makes them seem primitive, they 
are sophisticated and knowledgeable Force-users who, despite their rustic 
lifestyle, have evolved Force powers seemingly unheard of to other sects, 

‘Membership: Only female natives of Dathomir (from the Rise of the 
Empire era onward) with the Force Sensitivity feat can be members of the 
Witches of Dathomir tradition. 


DATHOMIRI WITCH TALENT TREE 

The Force-using witches of the planet Dathomir are primitive yet powerful 
beings. They use ancient training handed down for generations as the basis 
of their pomers. 

‘Adept Spelicaster: You may use any Force power that normally requires a 
swift action, move action, or standard action as full-round action instead, 
If you choose to 60 So, you may reroll your Use the Force check to activate 
that power, but you must accept the result of the reroll, even fits worse. 

‘Charm Beast: You may make a Use the Force check in place ofa Pers 
sion check when attempting to change the attitude of an undomesticated 
‘creature with an intelligence of 2 or less, Additionally, you do not take the 
normal ~§ penalty on the check ifthe creature can't speak or understand 
your language. 

‘Command Beast: Whenever you manage to shift the attitude ofa beast 
to indifferent or friendly, you may treat that creature as a domesticated 
animal-but for you only it remains undomesticated ints response to other 
creatures). Additionally, you may use this beast as a mount, as per the Ride 
Skill (ee page 72), provided that itis at least one size category larger than 
you and has 3 comfortable place for you to sit. For more information on 
beasts, see page 273. 

Prerequisite: Charm Beast 

Flight: As a swift action, you can spend a Force Point to fly. You gain 
2 fly speed equal to your land speed, and you can ascend at half speed or 
descend at double speed. The fight lasts until the start of your next turn if 
you're still airborne at that time, you fall 

Prerequisite: Adept Spelicaster, 


CHAPTER VI 
OIC TRAITS 


.at does your character look like? How oid & he (or she]? What sort of frst 
ression does he make? What led him to become a hero? 
is chapter covers 3 miscellany of topics that apply to Your charactes 
ps you establish your character's identity and place in the Star Wars 
;se and make him or her more lifelike—like a main character in 3 Stor 
:mavie or navel. Far many players, this is the true expression of roleplay 
defining the character that you are going to play. 

‘When you first play a character, it's fine to leave some of the details 
sketchy, Over time, as adventures play out, you'll get a better sense of who 
You want your character to be. You'll develop your character's details much 
the way an author develops a character over several chapters in @ novel or 
‘over several novels in series. 


DETAILS 

This section offers advice as you determine details about yaur character, 
Including his or her name, age, appearance, and personality. Start with some 
idea about your character's background and personality, and use that idea 
to develop the details that bring your character to life. 


Name 

Invent or choose a name that fits your character's species and class. Chapter 
2: Species contains some examples of alien names. A name is a great way 
for you to start thinking about your character's background. For instance, a 
Rodian scout might be named after a great Rodin hunter of the past, and 
the Rodian may be striving to live upto that heritage. Alternatively, the name 
Could be that of an infamous traitor, and the hero could be bent on proving 
that she's not like her namesake. 

‘Aname can also tell alot about a character and help establish an image 
ln your mind and the minds of the other players. It doesn't have to be 
‘desccipive, but you want it to fit the type of character you're going to play, 
Use the sample names to help you make up a name that has the appropriate 
Star Wors fee. 


ce 
aracter’s age is pretty much up to you (subject to the Gamemaster's 
‘A character reaches ist level in 2 heroic class at the point when 
95 out of mundane life and into the drama ofthe story either by 
ugh circumstances beyond the character's control. That could 
adult for a Padawan learner, as 2 20-year-old adult (such 35 
ike Skywalker in A New Hope}, or as an even older character, 
‘character concept. 


CHILD YOUNG ADULT ADULT 

Human 111 years A215 years 6-40 years 
Bothan 1-11 years 12-16 years 17-45 years 
Cerean 1-10 years Weis years 16-25 years, 
Duros 1-9 years 10-14 years 18-35 years, 
Ewok 1-9 years 10-13 years a-28 years: 
Gamorrean 1-6 years 7-12 years 13-29 years 
Gungan 112 years 13-15 years 16-35 years 
{thorian 1-13 years 14-17 years 18-4 years, 
Kel Dor Te1t years 12S years 16-44 years 
Mon Calamari 1-11 years 12-16 years 17-40 years 
Qusrren ye years 216 years 17-40 years: 
Rodian 1-12years 13-15 years 16-28 years 
Sullustan 1-8 years 10-14 years 15-39 years, 
Trandoshan 1-11 years 12-16 years 18-34 years 
Twilek 12 years 19-15 years 16-44 years, 
Wookiee 1-12 years 13-17 years 18-300 years 
Zabrak 1-6 years 9-14 years 15-44 years, 


Table 7-1: Age by Species gives age ranges for the various species pr 
sented in Chapter 2: Species. As your hero ages, his or her physical abil 
scores (Strength, Dexterity, and Constitution) decrease and his or her mental 
ability scores (Intelligence, Wisdom, and Charisma) increase, as shown in 
Table 7-2: Aging Effects). The effects of each aging step are cumulative 
However, none of a characters ability scores can be reduced below 1 in 
this way. 

First, generate your ability scores as defined in Chapter 1, Then, once your 
starting age is determined, apply the modifiers shown on Table 7-2: Aging 


Child ~3 to Str and Con; -1 to Dex, int, Wis, and Cha 
Young adult 71 to Str, Dex, Con, int, Wis and Cha 

Adult No modifier 

Middle age =1 to Str, Dex, and Con; +1 to Int, Wis, and Cha 
Old -2 to Str, Dex, and Con; +1 to Int, Wis, and Cha 
‘Venerable -~3 to St, Des, and Con; +1 to int, Wis, and Cra 


MIDDLEAGE OLD VENERABLE 


4-59 years 60-79 years 20+ years 
46-65 years 66-84 years 85+ years 
36-S3yeers SABA years (65+ years 
36-48 years 50-69 years 70% years 
30-44 years 45-59 years: 80+ years 
30-39 years: 40-44 years 45+ years 
36-54 years: ‘55-64 years, ‘B5+ years, 
45-69 years 70-84 years 85+ years 
A5-S0'years 60-68 years 70+ yes 
41057 years: ‘58-79 years 80+ years: 
4-57 years 58-79 years ‘0+ years 
36-49 years 50-59 years 60+ years 
40-55 years: 56-69 years 70+ years: 
35-49 years 50-59 years 60+ years 
45-59 years 60-79 years 80+ years 
‘301-350 years ‘351-399 years 400+ years 


45-55 years 156-69 years 70+ years 


Effects Note thatthe methods described for determining ability 
the scores of an adult character. For example, when a character 
‘middie age, her Strength, Dexterity, and Constitution scores 
‘point, while her Intelligence, Wisdom, and Charisma scores ench 
by 1 point. When she becomes ol her physical ability scores all 
additional 2 points, while her mental ability scores increase by 7 
‘at she has lost a total of 3 points from her Strength, Conti 
Dexterity scores and gained a total of 2 points to her Wisdom, Int 
and Charisma scores due to aging. 

‘On the other hand, a child would start with a total penalty, 
‘Strenath and Constitution and 3 -2 penalty to all other abilities | 
‘are cumulative for bath the ci and young adult categories) AS Ne 
ta young adulthood, these penalties would be reduced to ~1 for 


score. He would thus “gain’ 3 points to both his Strength and 
‘and 1 point to each of his other ability scores, When he later 
‘adult, he would gain 1 point to each of his bility scores. 


Jedi live longer than the average member of their species. 
Human lives well into his other 80s, 3 Human Jed might lve wel 
her 100s. The upper mit fora character powerful inthe Force’ 
{2s much of more than a typieal member ofa species. 


ARANCE 
Gur character looks lik using the descriptions of the various 
‘Species as a starting point. Characters with high Cha- 

tobe better looking than thase with low Charisma scores, 
with high Charisma could have strange looks, giving him 


pof exotic beauty, 
yout hero'slooks to tell something about his personality and 
example 
the Twilek scoundrel, always has a smirk on his lips, no 
tion he finds himself in He treats life as joke where only 
ich line, He wears the latest fashions and comes off a being 
tp everyone around him 
n, the Human soldier, has a rough, dark look that speaks of 
His mercenary nature shows through inthe way he moves. 
his armor, and the way his twin blasters hang at Ps sides. 
J, dead, uncaring. You know he means business and that he's 
yy looking at him. 
'Werz, the Human Jedi, appears confident and in control. She 
lightsaber proudly, and her fresh, young face glows 
‘and hope, You know you can trust her, and you know she 
ble very seriously. Perhaps even a bit too seriously, 


IT AND WEIGHT 
Land Weight presents average heights and weights for the 
presented in Chapter 2: Species. Your character may be of 
‘and weight, or you can make your character lighter, heavier, 
ee Think about what your character's abilities might say about 
‘weight, If she is weak but agile, she may be thin. f she is 
she may be tall or just heavy. 


ONALITY 
character acts, what she likes, what she wants out of life, 
and what makes her angry. Your characters species isa good 
Tuten thinking about personality, but it's a bad place to stop. 
(or whatever) different from every other Wookiee 

#8. summary of how your character usually acts. Make sure it's 
Fr for you to play. Give your eharacter good points and bad 
this code of ethics. Wl your character do anything fr the 
Ts there a line he just won't crass? Is your character cheerful 
tc oF pessimistic, honorable or dishonarable? These are just 

Hetors that could go into your character's personality 
Hck For making an interesting personality for your characteris 
ort oF conflict n his nature. For example, Deel the scoundrel 
entered, but he looks out for his close Friends. He may be 


AVERAGE 
WEIGHT 


: 
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Human, female 16m 55 kg 
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tempted to help ther, even if it goes against his best interests, so long as 


euvet sezex 


BAcKGROUND 
Decide what your characters life has been like up until now. Here are a few 
‘questions to get you thinking 

How did she decide to become a hero? 

How did she acquire her class? A soldier, for example, might have been 
ina planetary militia, she may come from a family of soigiers, she may have 
trained in @ martial school, or she may be 2 self-taught mercenary. 

Where dd she get her starting equipment? Did she assemble it pce by 
piece overtime? Was it parting gift from a parent or mentor? Do any items 
have special significance to her? 

‘What's the worst thing that’s ever happened to her? 

What's the best thing that's ever happened to her? 

Does she stay in contact with her family? What do they think of he? 

Only your GM needs to know all the detalls of your background. You 
can tell the other players as much or a litle as you see fit. You can get as 
complex a you like, or Keep your character's background simple. Has she 
traveled around the galaxy a lot? What's her home planet like? What does 
she think of the Republic (or Rebelion, or Empie, or whatever? Does she 
know any of the other players characters from before the campaign started? 
I not, what's her connection to the rest ofthe team? 


Go4Ls 

Your character might have a number of objectives that he or she hopes to 
accomplish. These are the things that motivate your character. Does he seek 
‘wealth or love? Revenge or power? That's up to you and your GM. 

Goals canbe immediate or long-term. They can also change during pl 
and new goals can be added all the time. Think af goals as what's motivating 
Your character right now, though some long-term goals might fade tothe 
background until circumstances warrant. 


DESTINY 
Destiny plays a large role in the Stor Worsuniverse. As a young boy, Anakin 
Skywalker is told that his destiny isto bring balance to the Force. Padmé's 
destiny i to give birth to the twins, Luke and Leia, o that they can ful 
thelr own destinies, Luke Skywalker learns that his destiny is to redeem his 
father, Darth Vader, so that balance to the Force is restored. Leia's destiny is 
to save the Rebellion from annihilation at the hands ofthe Empire and help 
forge the New Republic. The destiny mechanic helps players and Gamemasters 
recognize that all heroes~and even major villains—have significant roles to 
play in the fate of the galany. Destiny rewards players for good roleplaying 
‘and gives Gamemasters new plot hooks to use when designing adventures. 
The rules presented below ate optional. AGamemaster may decide to use 
Destiny Points or not: however, the decision to use them should be made 
before the campaign gets underway so that each player can decide whether 
‘ar not ta embrace a destiny for her character from the outset. 


Although conceivably any character—neroic or nonheraic—has @ 
to fulfil only heroic characters receive Destiny Points and receive 
benefits for pursuing thei destinies. Nonherlc characters don't 
Destiny Point; their destinies, whatever they may be, exist purely 
story evel 


CHOOSING A DESTINY 

Players don't need to choose destinies for their heroes at the star 
‘ampaign—or ever, for that matter. Not every hero has a destiny tl 
be fulfilled before the end of the campaign, and even players 
their characters to have destinies need to give their characters 
campaigna chance to develop first. t may take several adventures 
players understand where the campaign is going and what goals then 
‘te likely to pursue. 

‘Choosing 2 destiny can be handled in one of two ways: Either the 
can select an appropriate destiny for her hero (based on what's ha 
the campaign), or the Gamemaster can select a secret destiny for 
'W the player chooses a destiny for her character, the GM should 
the player to fulfil her destiny by presenting conflicting situa 
the smartest and most beneficial decision might force the charac 
choose between doing what is best fr her fellow heroes and taking 
toward her destiny. If the GM secretly chooses the hero's destiny, 
present challenges that let the character move closer fo achieving he 
tiny imparting benefits when the characteris moving in the rghit 
‘and imposing penalties when the character does something that 
far from the destined path. The GM-selected “secret destiny” 
player to take her character through a period of self-discovery, 98 
which actions lead her closer to~or farther from-her destin, In 
this mirors Luke Skywalker’ struggle at the end of The Empire St 
‘when he must choose between redeeming his father and falling p 
corruption ofthe dark side. 

‘character with a destiny gains short-term benefits whenever 
significant progress toward fulfiling it, while character who puts 
that move him farther away from his destiny suffers short-tefm 
cffects. Conversely, a character without a destiny has nothing #9 
nothing to lose. 


DESTINY POINTS 
Destiny Points ae resources that player can use to help fll 
destiny has been set before her character A Ts-evel charac 
play with 1 Destiny Point and gains another Destiny Pint ate 
Destiny Point allows a her to pecform a near impossible Task 
against all odds. 

‘Only 2 character with a destiny can gain or spend Destiny’ 


Destiny Points 
Destiny Point does not take an action and grants one ofthe 


Felly score a critical hit (no attack ol required) 
ily cause an attack made against you to miss even once the 
a is eso). 
Mpfaurn thus changing your position in the initiative order. 
Mage that would otherwise harm another character within you 


the effect of some Force powers (as noted in their 
tons) : ; 

ome applications of Force secrets as noted in their description 

lately gain 3 Force Points (see Force Points, page 921 


eter may accumulate as many Destiny Points as she has levels. 
Ditlevel character may have 3s many a5 5 Destiny Points if she 


Bt spend any of them 
Me character Tifils his destiny, he can choose to keep the Destiny 
Phebs remaining or transfer some oral of them to allied characters. 
eF who retains his unspent Destiny Points can’t spend them unti 
sb new destiny, Acharacter who chooses to give away some oa 
Foints can't give more than 1 Destiny Point to any single ally 
cumstances may a character transfer his Destiny Pi 


Example, SioeLan fulfills ner destiny by redeeming a powerful dark 
ler Which she stil has 2 unspent Destiny Points. Sia-Lay 

HNor'en and Rorworr=two of her compatriots1 Destiny Point each 
her with 0 Destiny Points 


MPLE DesTiNies 
ing Sample destinies should provide a starting point for any char 
1910 take advantage of the destiny rules. Each destiny includes 
ideseristian, with examples, 
Honus: When a character accomplishes 2 goal or performs a task 
Wy moves him closer to fulfiling his destiny (GM's determination), 
thls Short-term benefit 
hen 3 character does something that clearly moves 
om his destiny (GM's determination), he suffers this short-term 
fect, 
Fulfilled: When a character fulfils his destiny, he gains these 
Benelits. Sometimes fulfiling a destiny has other effects as well 
also covered here 


Corruption 
Yous destiny isto corrupt an individual, organization, or location. You may 
seek 10 turn a person tothe dark side or indoctr up of people in the 
ways of evil. Your destiny may also be to become corrupted yourself, either 
by another character, an organization, or a series of life-changing events 
that unfold over time. The corruption should be a long-term goal requiring 
2 oreat deal of time and effort. 

Examples oF this destiny include the Emperor’s corruption of Anakin 
‘Skywalker, a dark Force-user transforming a Jedi shrine into a temple of evil 
Or an Imperial officer convincing an Alliance cell to betray the Rebellion. 


‘Additionally, 2 character's destiny may be to allow herself to be corrupted 
by the dark side; her fall into darkness becomes the path to achieving this 
destiny. 

Destiny Bonus: For 24 hours, you and any alles within 10 squares of you 
gain a-+1 destiny borus on skill checks and ability checks. 

Destiny Penalty: You take 9 -2 penalty on ali skill checks snd ability 
checks for 24 hours. 

Destiny Fulfilled: increase two ability scores of your choice by +1 each. 
In addition, if your Dark Side Score (see page 94) is less tnan your Wisdom 
Score, your Dark Side Score increases unti it's equal to your Wisdom score, 
signifying that you've turned to the dark side (see The Dark Side, page 93) 


Destruction 
Your destiny isto destroy a person or object, for good or evi. A Rebel agent's 
estiny might be to destroy a tyrannical Imperial Moff presiding over his 
home planet, while a darksider may be destined to destroy 8 powerful Jedi 
training site used to bolster the ranks of the Jedi order, The target of this 
destiny should be something very difficult to reach, ether because it's heav- 
lly guarded or wel! hidden. Examples of this destiny include Darth Vader's 
destruction of the Emperor, Lando Calrisian’s destruction of the Death Star 
1, oF A-wing plot Arve! Crynyd's destruction of the Executor 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
again a +2 destiny bonus on all damage ros. 

Destiny Penalty: You take a ~2 penalty on all damage rolls for 24 
hours. 

Destiny Fulfilled: Increase one ability score of your choice by +2. 


Discovery 
Your destiny isto discover a person, species, object, or location that was 
either previously lost or unknown to the civilized galany, This could be as 
simple as seeking out the remains of a long-dead hero, oF a5 rare a finding 8 
vergence in the Force, scouts destiny might be to find a thus-far-uncharted 
world that helps salve a galactic erss, whlle a scoundrel’s destiny might 
be to chart a new route through the Deep Core, allowing the Rebel Alliance 
ta sneak past the Empire's security web. The thing being discavered should 
bee something that can only be found as the result of @ long-term search 
serendipitous events that only oceur because the character long ago set 
ddown the path that would lead to that discovery. 

Examples ofthis destiny include Qui-Gon Jinn’s discovery of Anakin Sky- 
walker on Tatooine or Kyle Katarn’s discovery of the Valley of the Jedi 

Destiny Bonus: For 24 hours, you and any alles within 10 squares of you 
gain a +1 destiny bonus to all defenses (Reflex, Fortitude, and Will). 

Destiny Penalty: You take a -1 penalty to your defenses (Reflex, Forti- 
tude, and Wil) for 24 hours, 

Destiny Fulfilled: You gain a permanent +1 destiny bonus to your 
defenses (Reflex, Fortitude, and Will) 


Education 

Your destiny is to train or educate another being or group of 
‘some way. In some cases, this could mean taking @ young Padawan 
‘and molding her into an eventual Jedi Master or it could mean te 
fresh-faced Rebel Allisnce recrults and molding them into crack: 
‘SpecForce operatives. Characters with this destiny are not merely 
providing mundane training. The education that this destiny dem 

‘be of great importance to the galany, and should lay the groundwork f 
bveneficiares of your tutelage to go on to fulfil destinies oftheir o 
when the training is complete can this destiny be fulfilled, and the 
‘should take many months or years to complete, 

Examples of this destiny include Obi-Wan Kenob's training of J 
‘Skywalker, Yoda's training of Luke Skywalker, or Grand Admin 
training of Captain Peliaeon, 

Destiny Bonus: For 24 hours, you and any allies within 10 squares 
‘gain a +1 destiny bonus on skill checks and ability checks. 

Destiny Penalty: You take « -2 penalty on all skill checks and 
checks for 24 hours 

Destiny Fulfilled: You gain a permanent +5 destiny bonus on he 
‘made with one clas skill of your choice. 


Redemption 
Your destiny isto redeem a character that has been corrupted OF 
turned to evil. Many Jedi seek to turn their fallen brethren away’ 
dark side, A Rebel agent might seek to tur his brother, an Imperial 
away from the evil Empire, redeeming him back to the side of jus 
{reedom. The target of this destiny should be someone that has 
the light in some way, whether that means turing to the dark 
Force or simply sing with evil over good. Turning someone aay 
‘their wicked ways i usualy vey difficult and requires far more that 
persuasion, Often a character that fulfils this destiny does not 
and sometimes neither does their redeemed target. Additionally, 
‘be your own target for this destiny, making your own redemption the 
of fulfiling it 

Examples of this destiny include Luke Skywalker turning Daf 
away from the dark side and Revan's redemption of Basta Shan 
Star Forge. 

Destiny Bonus: You gain a Force Point. 

Destiny Penalty: You lose one Force Point. if you have no Fo 
lose, you take a -1 penalty on attack rolls until you gain a level, 

Destiny Fulfiled: The Dark Side Score of the redeemed 
reduced to 1, and he loses any remaining Force Points. You gall 
of Force Points equal fo 3 + the number of Force Points the 
character lost. 


pequres you to save # person from death ar an object from 
lpfen characters with this destiny wil nat know which person 
Fre meant 10 2ve, et alone when or how to doa. They imply 
Eirehe eg place at the right time. A hero might spend months 
Mit bis ales before fuliling his destiny by saving one oftheir 
fica Rebel agent might engage in years! worth of espionage 
planet, ony to find that his destiny isto save 2 local Imperial 
Mew betrays the Empire after having her life saved 
Fes ot this destiny include Han Solo saving Luke Skywalters life 
patie of Yavin and Wicket the Ewok rescuing Leia from the scout 
eson Encor 
Bonus: For 24 hours, you and any allies within 10 squares of you 
fia edidestiny bonus on all damage rolls 
Penalty: You take a -2 penalty onal attack rolls for 24 hous. 
Fulfilled: Increase two ability scores of your choice by + 


IATH AND DESTINY 
ones destiny may veld great benefits, but the path of destiny can 
Many characters in the tor Worssaga perish atempting tofu 
Besa Force-sensitive character dies while Flfiling (or attempt 
Aull) his destiny, the Garnem 
las.a Force spirit. a non-Force-user perishes while pursuing o 
Mg his destiny, the OM may decide that the character's sacrifice or 
death imparts some benefit upon hi 
Spirit: Force-user who dies in the process of fulfilling his de 
ifestasa Force sprit Fora Jedi or other good Force-use, this mi 
ng nto translucent biue spirit that can appear before his Former 
eR Harisider, this means becoming an evil dark side sp 
Hot Continuing to spread the influence ofthe dark side 
I charucter with the Force Sensitivity feat dies while fulfilling her 
that character may become a Force spirit, retaining her consciou 
Hand her Intelligence, Wisdom, and Cnarisma scores) but becoming 
Key incorporeal The Force spirit can manifest at will and can vanish 
asl Icon 380 walk through walls and exist in the vacuum of space 
ly Force spirits 
ght. However, 


ter may allow the dead character to 


travel anywhere inthe galaxy instantly with 2 
ore spirits have no swbstance and cannot interac 
With efeatures oF objects inthe universe 

aero des and becomes a Force spirit, that Force spirit becomes 
Antrolled character. Under the GM's contral.a Force spint might 
IBBuide, advising heroes in times of dire need and sharing valuable 
oN OF wisdom i held in fife 

Sterifice: Whenever a character wilingly sacrifices himself for 2 
Particularly white fulfilling his destiny, he can bolster the resolve 
ng Ecmades snd ales. For example. when ArveiCrym crashed 


his A-wing into the bridge of the Executor it was a turning point inthe Battle 
(of Endor. When a characte: dies fuifiling his destiny in such a way, all 
within the same star system gain a +1 destiny bonus on attack rollsand.a #1 
estiny bonus to defenses (Reflex, Fortitude, and Will) for 24 hours. 

Vengeance: When 2 vaived ally falls in the pursuit of his destiny, it can 
have powerful effects on those present at the time of his death. When @ 
‘character des fulfiling his destiny, any ally who witness his death may choose 
to become filled with a desire to avenge her fallen comrade, gaining a +2 
destiny bonus on attack rolls and damage rolls for 24 hours. Since revenge 
leads to the dark side, any Force-user who chooses to gain these bonuses 
must immediately increase his Dark Side Score by 1 (see page 93) 


vin 
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‘of high-tech wonders, the only limits to what types of equipment 

sally available depend on the wwventors, merchants, and corpora: 
facture and supply them. Most ofthe items described in 
-2eailable through legitimate arms and equipment traders. 


eY 
‘economy turns on the wealth and products of billions of worlds. 
the history of known space, money has gone by many names, 
‘unit always came back to the “credit.” As the Republic waned 
Rise of the Empire approached (circa Episodes'-Il), Republic credits 
called “dtaries") no longer had much value beyand the Core Worlds and 

Inner Rim. Instead, local currencies became popular. More often, people 
living and working in the distant regions wanted to trade in hard currency, 
‘at electronic credit chips. 

Thischanged when the Empire came to power, By the time ofthe Rebellion 
‘ra (circa Epsodes IV-V1), Imperial creits were accepted everywhere. Even 
the Alliance used this currency, as it was the standard throughout known 
‘space until the Empire finaly fel. 

The New Republic, of course, minted its own credits after the vietory 
at Endor and the establishment of the new galactic goveriment, However, 
Individual planets, regions, and sectors also adopted their own currencies, 
and the imperial remnants ‘sued theit own scrip. Exchange rates fluctuated 
wildly throughout this period. The New Republic credit was established ten 
years after the Battle of Endor and eventually emerged 2s the leading cut- 
rency by the time of The New Jedi Order era. 


CARRYING CREDITS 
The most comman methods for keeping track of your credits are the credit 
‘chip oF cred stick These contains memory algorithms that can securely 
‘monitor the amount of credits available to the owner and accurately add to 
and subtract trom that amount as transactions occur 


WEALTH BEYOND CREDITS 

Some characters with access to a ship deal in commodities, Han Solo, for 
‘example, smuggled goods from place to place before hooking up with the 
Rebel Aliance. Other characters might be legitimate traders, buying and sell 
ing commodities to pay the way across the galaxy (and subsidize the adven~ 
tures in which they wind up participating). Gulés and governments regulate 
trade Charters and ficenses are granted, cargo « regulary inspected, trade 
routes are established, and port fees are posted. In general, small freighters 
might come to the attention of local ports and the occasional inspection 
‘vessel, but independent traders are otherwise given a lot of freedom when 
they conduct their business 


mA See 


Table 8-1: Trade Goods gives baseline prices for fairly broad categories of 
‘goods. The Gamemaster can get more specific, ad or remove items depend- 
ing on supply and demand in the campaign, and adjust prices to reflect such 
fluctuations in the market. Also, prices can vary greatiy in different regions. 
‘of space, different star systems, and even between different planets within 
the same star system. 


COMMODITY cost 
‘Animal, common 100 
Animal, exotic 2,000 
‘Animal, livestock 500 
Art, common 100 
Art. quality 1900 
Art, precious 10,000 
Bacta, 1 liter (1 kgh 100 
Food, common (1 kg) 10 
Food, quality (1 kg) » 
Food, exotic (1 kg) 50 
uel, tte (ta) 50 
Gems, semiprecious (1 gram) 100 
Gems, precious (1 gram) 11000 
Gems, exotic (1 gram) 19,000 
Holovid 10 
Metal, common (1 metric ton} 2500 
Metal, semi-precious (1 ko) 200 
Metal, precious (1 ka} 10,000 
‘Ore, common (1 metric ton) 1,500 
Spice, common (1 kg) 1,000 
‘Spice. exotic (t gram) rT) 
Textiles, common (1 meter) 5 
‘Textiles, quality (1 meter) 2» 
Textiles, exotic (1 meter) 100 
‘Water, iter (1 kg) a 


SELLING ITEMS 

‘Sometimes you'll come into possession of an item that you don't want 
‘not talking about commodities here. Commodities are Valuable gag 
ccan easily be exchanged almost like cash, We're talking about in 
items from the lists presented later in this chapter. In general, @ 
will buy used equipment at half its listed price, If you have a bias 
‘want to upgrade to a heavy blaster pistol, you can sell the smaller 
for half price. 


RESTRICTED ITEMS 

‘Some objects require licenses to own or operate, or are restricted to 
{ng organizations or individuals, n such cases, a character must pay ai 
fee to own the object legally. A license fee isa separate expense, purl 
in addition to the object to which it applies 

The four restriction ratings are as follows 

Licensed: The owner must abtain a license to own or operate the ob 
legally. Generally, the ficense is not expensive, and obtaining it has 
any additional legal requirements. 

Restricted: Only specifically qualified individuals or organizatio 
technically allowed to own the object, However, the real obstacles 100 
ership are time and money; anyone with sufficient patience and 
eventually acquire the necessary license. 

Military: The object is sold primarily to legitimate pollee and 
‘organizations. A military rating is essentially the same as restie 
above), except that manufacturers and dealers are generally und 


‘government scrutiny and are therefore especially wary af selling 10 
individuals. 

Mlegal; The object Is illegal in all but specific, highly 
circumstances. 


GETTING « LICENSE 
To get a license, you must pay the fee required to file the apple 
amount of the fee is 2 percentage of the object's normal cost, 
Table 8-2: Restricted Objects, Once you've paid the fee, make a i 
(bureaucracy) check against the DC listed in the Skil DCcolurn. You 
10 or take 20.0n this check. On a success, your license is approved a 
available to you in a number of days as listed in the Time Required: 
2 failure, you spend a number of days as listed in the Time Required 
but you are not granted the license and your application fee is lost.) 
try again as often 3s you Ike if you have the time and credits to 40 
Whether you succeed or fail on your Knowledge (bureaucracy) che 
request is recorded in public records. The more restricted the lee 
‘mare in-depth the background check required, and this eaves an in 
detailed electronic trail for others to follow. 


50% 25 Wdays 


Isgiven 050 percentage of the licensed object's base cost 


to secure a license through ilicit means. if you want to 
‘make a Persuasion check instead of a Knowledge (bureau- 
want to fabricate a false identity or steal another person's 


of these checks fails by 5 or more, the local author 
aetivities. 


LACK MARKET 
‘is available on the black market. However, you must make 
jon check to locate a black market merchant who has the 
‘The DC of the check i listed inthe Skil OC column of Table 
Objects, and the GM may apply a bonus or penalty to the 
JON the circumstances, (For example, finding a black market 
Ssmuggler’s moon of Nar Shaddaa is relatively easy and may 
‘on the check) If you succeed on the Gather Information 
|v black market merchant who has access to the item you 
You can try again later, If you fail by 5 or more, someone 
asking questions and comes to capture, interrogate, or 


[someone who can get the item for you, you'll have to pay 

bir Of five times the item's normal price (as listed in the Black 
‘of Table 8-2: Restricted Items) and wait some time for 
available (as listed in the Time Required column). 


PONS 
idangerous place. Most people have access to some kind of 
‘Who travel the space lanes often carry a blaster or some 
|B means of defense. A weapon's legality depends on where 
‘Would look twice at a character wearing a blaster at his side 
Nat Shadidaa. The same character would do well to conceal 
the gleaming metropolis of Coruscant. 


WEAPON GROUPS 

Discriminating combatants choose their weapons very carefully. However, a 
character who knows how to load and fire a slugthrower pistol can handle 
a blaster pistol just as expertly, Thus, weapons are categorized based on 
theirform and function, and a character who takes the appropriate Weapon 
Proficiency feat (see page 89) is considered skilled with all of the weapons 
in that group. Exotic weapons such as bowcasters and flamethrowers are 
exceptions: An exotic weapon is unique in form and function, and requires 
special training (that is, the Exotic Weapon Proficiency feat) to wield 
proficiently 


Advanced Melee Weapons 

The most common advanced melee weapons are bladed vibro weapons with 
ultrasonic generators built into their hits or handles. A vibro weapon's uitra~ 
sonic blade gives the weapon more cutting power with less effort, Advanced 
melee weapons include the electrostaf, force pike, vibrodagger, vibroblade, 
vibrobayonet, and vibro-ax 


Exotic Weapons 
Unite other weapon groups, you must select the Exotic Weapon Pro- 
ficiency feat each time you want to learn how to use a different exotic 
weapon, Exotic weapons include the amphistaf, atlat, bowcaster, cesta, 
and flamethrower. 


Heavy Weapons 

Large, powerful weapons that usually require a brace or tripod to oper- 
ate fall under the category of heavy weapons, as do even larger weapons 
mounted to vehicles and starships. Heavy weapons include the blaster 
cannon, grenade launcher, heavy repeating blaster, missile launcher, and 
E-Web repeating blaster. 


Lightsabers 
This group includes the standard lightsaber (a handgrip hilt that proj- 
‘ects @ single blade of energy) and all lightsaber variants, including the 
double-bladed lightsaber (as wielded by Darth Maul in Episode |: The 
Phantom Menace}. Lightsabers ignore damage reduction unless noted 
otherwise. However, a target's shield rating reduces a lightsaber's damage 
normally 


Pistols 

Pistols are ranged weapons that can be fired with one hand, Types of pistols 
include the blaster pistol (the most common firearm in the Star Wars uni- 
verse), the heavy blaster pistol, the hold-out blaster, the sporting blaster, 
the ion pistol, and the slugthrower pistol 


Rifles 

Rifles deal more damage and have a greater range than pistols, but you take 
2-5 penalty on attack rolls if you wield a rifle with one hand (regardless of 
the weapon's size relative to you), Weapons in this group include the blaster 
carbine, blaster rifle, heavy blaster rifle, sporting blaster rifle, 
blaster, ion rifle, and slugthrower rifle. 


Simple Weapons 

‘Simple weapons include weapons that require no special training to use, such 
as the club, combat gloves, knife, mace, quarterstaff, stun baton, grenades, 
and thermal detonator. Also included are primitive weapons such as the 
spear, net, sling, and bow. 


WEAPON SIZES 
The size of a weapon compared to your size determines whether the weapon 
is light, one-handed, two-handed, oF too large for you to use. 

Light: Ifthe weapon's size is smaller than your size a Human using a Small 
‘weapon, such as a blaster pistol), then the weapon is ight. Light weapons 
‘can be used while grappling, and light melee weapons can be used with the 
Weapon Finesse feat (page 89), 

One-Handed: If the weapon's size category is the same as your size (a 
Human using a Medium weapon, such as a heavy blaster pistol), then the 
weapon is one-handed. 

‘Two-Handed: if the weapon's size category is one step larger than your 
size (a Human using a Large weapon, such asa light repeating blaster), then 
the weapan requires two hands to use (and sometimes a special mount such 
a5 a tripod). 

Too Large to Use: If the weapon's size eategory is two or more steps 
larger than your size (an Ewok using a Large weapon, such as a blaster 
cannon), the weapon is too large to use. The exceptions to this are vehicle~ 
or starship-mounted mounted weapons, which ate housed in a unit that 
aids in their use. 


WEAPON QUALITIES 
When you choose a weapon for your character, refer to Table 8-3 
Melee Weapons and Table 8-4: Ranged Weapons for details about the 
various weapon types. The weapon qualities on these tables are explained 
below 

Weapon Group: A weapon's group tells you which Weapon Proficiency 
feat you need to be considered proficient with the weapon. If you don't 
hhave the appropriate feat, you take a -5 penalty on attacks made with the 
weapon. 

Size: The weapon's size (see Weapon Sizes, above). 

Cost: The weapon's cost in credits, 


Damage: The damage the weapon deals with each hit. Melee weg 
add the wilder’s Strength bonus to damage, or twice the wielder's 
bonus when wielded in two hands 

Double weapons have two damage entries separated by a slash 
represent the damage dealt by each end of the double weapon, 

Stun Damage: If the weapon has a stun setting, its stun damage 
here (see Stunning, page 182, for more information). Ranged weapong 
stun have a maximum range of 6 squares unless noted otherwise, 

Rate of Fire: Ranged weapons have either a single-shot setting 
‘an autofire setting (A). A few weapons have both settings a 
either single-shot mode or autofire mode asa swift action, Only ra 
‘ons that hold multiple shots of ammunition can have an autofire s 

Weight: The weapon's weight in kilograms. 

Damage Type: The type of damage a weapon deals. Some crea 
‘objects take more or less damage from weapons that deal a certain 
damage (see Damage Reduction, page 158). Some weapons deal mi 
‘one type of damage, depending on how the weapon is used: 

‘And: The weapon deals both types of damage simultaneously, 

Or-The weapon deals one type of damage or the other, chosen in 
before making the attack rol, 

Double weapons sometimes deal a different damage type d 
which end of the weapon is used; in this case, the two damage 
separated by a stash 

ion): See ton Damage, page 159, for special rules gover 
weapons. 

Availability: Some weapons have limited availability, as noted 

Licensed, Restricted, Military, or llegal: Ownership of the weapon 
to certain individuals (see Restricted Items, page 118), 

‘are:A rare weapon is generally available only on its planet of 
‘example, Naboo for the atiatl and cesta, or Kashyyyk for the bow 
by acquiring it directly from the manufacturer. When avaiable On 
market elsewhere, rare items usually cost double the listed price. 


MELEE WEAPONS 
Used jn close combat, melee weapons usually deal bludgeoningy 
cor piercing damage, depending on the weapon's design. Some 
powered components to augment the user's own strength. Many 
‘melee weapons are widely available and have few gaverni 
restrictions. Civilians, law enforcement agents, and military pe 
carry these items, 

A character's Strength modifier is always applied to @ melee 
attack roll and damage roll, 


MELEE WEAPON DESCRIPT! 
The various types of melee weapons presented in Table B-3: Mi 
are described below. 


serpentine creature genetically engineered by the Yuuzhan 
‘weapon, The amphistaff can become as rigid as stone oF 
‘and it can contract the muscles around its head and tail 


edges. 
hhas three distinct weapon forms: quarterstaff, spear, or 
‘from one weapon form to another takes a swift action. 
Form: A rigid amphistaff has all the qualities of 3 quar- 


iid amphistaff can be wielded or thrown as 3 spear 
‘spear's head Is poisonous: If the target takes damage and 
quals or exceeds its Fortitude Defense, the target moves -1 
jon the condition track (see Conditions, page 148). 
4A flexible amphistaff has a reach of 2 squares (see Reach, 
whip’s tail deals 144 points of piercing damage (plus the 
modifier) and is poisonous: If the target takes damage 
rll equals or exceeds its Fortitude Defense. the target moves 
tep on the condition track. Instead of dealing damage with 
elder may use it to pin or trp the target (see Grapple, page 
fhe was using the Pin or Trip feat (see Chapter 5: Feats); the 
proficient with the amphistaff but doesn't need to have the 


's Reflex Defense and Fortitude Defense, the target moves 
100 the condition track. An amphistaff can only spit venom 


lowing the user to hun ‘energy balls farther than with just an 

B If forced into close combat, the wielder can use the atlatl as @ 

Ie weapon. Although the atlat is considered an exatic weapon, 

: me 5 proficient if they have the Weapon Proficiency 
feat. 


6d On @ rifle, a bayonet allows you to use the rifle as 2 melee 
Tike a spear. When wielding a rifle with a mounted bayonet. 
ares within your reach (even if you used the rifle to make 2 
your last turn), and you can use it to make attacks of oppor- 
ebrequires two hands to use when mounted on a rifle. 


A bayonet cannot be used on a rifle with a folded stock, A bayonet 
detached from a rifle is treated as a knife; @ mounted bayonet deals more 
‘damage than the knife because of the added leverage and bulk, 


Cesta 

Exotic Weapon 

‘Another Gungan weapon, the cesta isa flexible pole used to hurl small energy 
balls. It can also be used as a stafflike melee weapon. Although the cesta is 
‘considered an exotic weapon, Gungans are treated as proficient i they have 
the Weapon Proficiency (simple weapons) feat. 


Club/Baton 
‘Simple Weapon 
Powered by the Wwielder's brute strenqth, clubs break an opponent's bones, 
‘or worse. They are the favored weapons of thugs, Batons (a variety of the 
club) are used by police forces on relatively peaceful worlds in crowd-control 
situations 
Combat Gloves 
Simple Weapon 
A pair of padded gloves provides extra hitting power thanks to their weight 
‘and the materials used to construct them. Anyone who expects to get into 
4a fistfight or a brawl probably wants to wear combat gloves. They provide 
3 +1 bonus to damage on a successful unarmed attack. 

Combat gloves’are two sizes smaller than their wearer (for example, @ 
pair of combat gloves designed for a Human are Tiny). Because of how they 
are worn, combat gloves can't be disarmed or dropped. 


Electrostaff 
Advanced Melee Weapon 
An electrostaft is a double weapon: Each end has an electromagnetic pulse 
generator that discharges upon impact, allowing it to deal blunt-force 
wounds. If desired, ether electromagnetic pulse can be set to stun its target 
Instead. The staff is made of a resilient phrk alloy that gives it OR 20; this 
damage reduction applies even against lightsaber attacks, 
Electrostaffs are not common except during the Clone Wars. The (G-100 
Series MagnaGuard droid (see page 201) typically carries an electrostaff. 
‘An electrostaff requires two energy cells to operate. 


Force Pike 

‘Advanced Melee Weapon 

Force pikes are 1-meter-long poles topped with power tips, A two-setting power 

dial located near the bottom of the pike allows the user to set the weapon to 

“Yethal” or"stun." Although primarily vibra weapon, the force pike also delivers 

‘an electrical shock through its tip, dealing both piercing and energy damage. 
A force pike requires two eneray cells to operate. 


‘ADVANCED MELEE WEAPONS COST TYPE 
Vibrodagger’ 200 Slashing o piercing 
Vibroblade 250 Slashing or piercing 


Vibrobayonet V9 Piercing 
Force pike 268 2hg Piercing and energy 


Blectrostaff 246/246 219 Bludgeoning and energy Restricted 
Vibro-ax od bk ‘Slashing stricte 
EXOTIC WEAPONS STUN DAMAGE WEIGHT TYPE AVAILABILITY 


Ala? 15kg Bludgeoning Rare 


Amphistaff™ - 2g See description Rare 


Cestal?® = 18g Bludgeoning 
LIGHTSABERS STUN DAMAGE — WEIGHT TYPE 


Lightsaber, short! 05k Energy and slashing 
Lightsaber! 1g Energy and slashing 
Lightsaber, double 208/208 2kg Energy and slashing Rare 


Knife 
Simple Weapon The blade of a lightsaber is generated by an energy cell and f 
While many weapons rely on highly advanced technology, knives still see through crystals within the hilt. The saber can cut through most ma 
wide use. A knife is completely silent and serves well in close-combat [except anather lightsaber blade, an energy shield, or a few exotle Ma 
skirmishes, als), given enough time. Because only the handarip has any weighty 
users have difficulty judging the position of the blade, The lights 
Lightsaber potential becomes apparent in the hands of 2 fully trained Jedi, 
Lightsaber defend and attack with the weapon, deflecting shots or striking OF 
The lightsaber, simple in design yet dificult to wield and master, features a __with the glowing blade. 
handgrip hilt that projects a blade of pure energy. The traditional weapon A lightsaber requires a special energy cell to operate (the cost s 
of the Jedi, the lightsaber stands as 2 symbol of their skill, dedication, and the price of an ordinary energy cell, but it lasts almost indefinitely 
authority. 


Bludgeoning 
Biudgeoning 


106/16 Bludgeoning 
DAMAGE STUN DAMAGE TYPE 


Bludgeoning 


Double-Bladed Lightsaber, Short 
Lightsaber 
ed lightsaber consists of two sabers fused at theirhilts.These Small Jedi characters such as Master Yous favor the short lightsaber, some- 
fare and require even greater shill to wield than single-bladed times called a shoto, Jedi skilled at two-weapon fighting often use the shoto 
‘OF both blades can be ignited at once. as their off-hand weapon of choice. 
ignited, a double-bladed lightsaber is a double weapon. Ashort lightsaber requires a special energy cell to operate (the cost is ten 
Hack with both ends of the weapon as s full-round action, but times the price ofan ordinary energy cel, but it lasts almost indefinitely.) 
oils take 3 -10 penalty (although certain feats and talents can 
pelts). Mace 
W lightsaber requires two special energy cells to operate ‘Simple Weapon 
his ten times the price of an ordinary energy cil,butt lasts The mace is a weapon made of metal, consisting of a heavy ball atop a 
handle 


Quarterstaff 
‘Simple Weapon 
‘Aquarterstaff is made of wood, plasteel, or @ metal alloy. A user can strike 
With either end of the quarterstaff, tating full advantage of any openings 
inn opponent's defenses. 

‘A quarterstaff is a double weapon. You can attack with both ends of 
the weapon asa full-round action, but both attack ros take a -10 penalty; 
certain Feats and talents can reduce these penalties. 


Spear 

‘Simple Weapon 

‘Accammon weapon used by hunters and warriors In primitive cultures, the 
spear isa lang woaden pole with a sharp end fashioned from stone or metal. 
Members of mare advanced cultures enjoy using spears for sport, though 
these weapons are usually constructed out ofa durable metal alloy. Spears 
can be used as thrown weapons. 


‘Stun Baton 
Simple Weapon 
‘Asshort club with @ power pack in the handle, the stun baton can be acti- 
vated to produce a stunning charge when it strikes a target (see Stunning, 
page 162) 

‘Astun baton requires an energy cell to operate. 


Vibro-Ax 
‘Advanced Melee Weapon 
This powerful vibro weapon features an energy cell that causes the biade 
to vibrate rapidly when activated. This gives the weapon far greater power 
than a standard axe, with minimal effort from the wielder. 

‘A vibro-ax requires two energy cells to operate. 


Vibrobayonet 
Advanced Melee Weapon 
When mounted on a rfl, 2 vibrobayonet allows you to usea rifle as potent 
‘melee weapon. Even if you used the rifle to make a ranged attack on your last 
turn, you stil threaten squares within your each as long as your rifle as @ 
‘mounted vibrobayanet, and you can use it to make attacks of opportunity. 
Avibrobayonet requires two hands to use when mounted on a rifle. 
‘Avibrobayonet cannot be used when mounted on a rifle with 2 folded 
stock. A vibrobayanet detached from a rifle functions as a vibrodagger: @ 
mounted vibrobayonet deals more damage than the vibrodagger because of 
the added leverage and bulk. 
‘Avvibrobayonet requires an energy cell to operate: (Its power does not 
drain energy from the rifle’ power pack.) 


Vibroblade 
‘Aévanced Melee Weapon 
The vibroblade ia close-combat weapon favared by soldiers and me 
‘throughout the galay.Itresembiesa short sword witha high-tech 
{eel Vibrobades are ilegal jn most urban areas, 

‘A vibroblade requires an energy cell to operate. 


Vibrodagger 
Advanced Melee Weapon: 
‘Assassins and petty thugs favor the smallest of the vibro weapo 
vibrodagger. A numberof evilians cary it for defense. I alone a 
‘weapons is subject to very little regulation, since it is viewed as 
tool for crafters and explorers. 

‘Avibrodagger requires an energy cell to operate. 


RANGED WEAPONS 

‘AL any given time, hundreds of manufacturers are creating and: 

‘2 wide array of ranged weapons. These weapons run the gamut from! 
‘concealable handheld weapons to tripod-mounted cannons that 
‘small crew to operate. 


WEAPON RANGES 
‘All ranged weapons apply the wielder’s Dexterity modifier to the 
roll, Ranged attacks made at point blank range suffer no penalty. 
ranged attacks made at short, medium, or long range take a pert 
attack roll, as shown in Table 8-5: Weapon Ranges. 

Improvised Thrown Weapons: While some weapons are mea 
‘thrown, itis physically possible to throw almost any weapon of 
fr jess. You take a ~5 penalty on an attack roll made with an 


‘thrown weapon. In addition, unless the weapon i light, the improvised 
weapon is treated as inaccurate (see above), 


RANGED WEAPON 
DESCRIPTIONS 

‘The various types of ranged weapons presented in Table: 
‘ons are described below. 


Blaster Cannon 
Portable, shoulder-ired blaster cannons fire powerful bolts of 
used as an antivehicle weapon, the blaster cannon has the range: 
10 inflict devastation on troops and structures alike. 

[Ablaster cannon isan area effect weapon. It deals full 
target if the attack his its Reflex Defense (half damage iit has 
talent) and half damage if it misses (no damage if thas the 


‘object adjacent tothe target takes half damage ifthe attack 
rif jthas the Evasion talent) and no damage if it misses. 
fer cannon requires a power pack to operate. After 10 shots, the 
be replaced, 


bine 
fe (see text) 
aster rifle has a short barrel and compact two-handed grip, 
smore lke a long pistol than a rifle. Some blaster carbines, such 
by BY battle droids, have a retractable stock. A blaster carbine 
ble stock costs 850 credits (instead of 900 credits). 
laster carbine can always be used to 
‘of opportunity even if its stock is not folded. 
tequires a power pack to operate. After SO shots, the 
abe replaced, 


b Repeating 


ing blaster can normally only be fired when mounted on 
mounted on a tripod, it is treated as one size smaller for 
wielded (allowing a Medium character to operate it with 


Tepeating blaster only operates in autofire mode (see Autofire, 
requires a power generator to operate (see page 139). 

ly, the E-Web repeating blaster requires a second crewman to 

pons power generator; this second crewman must spend a 

‘hile adjacent to the weapon to regulate its power. After 

E-Web repeating biaster’s power, it will function normally 

ing of your next turn. Ifthe weapon's power is not regulated 

id crewman has not done so since the same initiative 

Drevious round), apply a ~2 penalty on all attack rolls made 


Repeating 


tating blaster is a fearsome weapon typically operated from a 
ent:or mounted on a combat vehicle. The heavy repeating 


*“HIOKEY RELIGIONS AND ANCIENT 
(EAPONS ARE NO MATCH FOR A GOOD 
BLASTER AT YOUR 


DE, KID." 
- HAN SOLO 


blaster operates only in autofire mode (see Autofire, page 156). If you use a 
heavy repeating blaster without a tripod or other mount, you cannot brace 
the weapon before making an autofire attack. 

A heavy repeating blaster requires a power pack to operate, After 20 
‘shots, the power pack must be replaced. This weapon can also be attached 
toa power generator for longer use. 


Blaster Pistol 
Pistol 
‘The word “blaster” isa blanket term for literally thousands of different designs 
from hundreds of manufacturers, such as the popular BlasTech DL-18. Blasters 
‘are popular with urban police forces, traders, and anyone who needs to pack 
respectable firepower in an easily carried package, 

A blaster pistol requires a power pack to operate. After 100 shots, the 
power pack must be replaced, 


RETRACTABLE STOCKS 

‘Some weapons, such as the E-11 blaster rifle used by stormtroopers 
and the E-5 blaster carbine used by battle droids, have a retractable 
‘stock. Only rifles and pistols (and rifle- or pistol-fike exotic weapons) 
can have a retractable stock. Extending or folding a retractable stock 
is a move action. 


When the stock is folded, the following rules apply: 

‘© Treat the weapon as a pistol for purposes of proficiency and 
range. 

** You cannot brace the weapon while using it in autofire mode (see 
‘page 156}, even if tis an autofire-only weapon. 


When the stock is extended, the following rules apply: 

‘+ Treat the weapon as a rifle for purposes of proficiency and range. 

'* You take a -5 penalty on attack rolls with the weapon if you use it 
in one hand (regardless of its size relative to you). 


Blaster Pistol, Heavy Blaster Pistol, Hold-Out 
Pistol Pistol 


Heavy blaster pistols were invented to provide the sort of firepower one Small, palm-sized blasters see widespread use in weapon-rest 
expects from a blaster rifle, but in 3 compact and easily carried sidearm, _Hold-out blasters are commonly found in the possession of und 
‘The weapon produces additional "punch" by drawing heavily on its power agents, gamblers, scoundrels, or nobles seeking to protect the 
pack, reducing the number of shots the power pack can provide (compared are sometimes carried as a backup weapon for mare lethal char 


toa reqular blaster pistol). Han Solo uses a heavy biaster pistol, the BlasTech Because of its compact design, a hold-out blaster pistol grants 
DL-44, equipment bonus on Stealth checks made to conceal the weapon, 

A heavy blaster pistol requires @ power pack to operate. After SO shots, ‘Aold-out blaster requires an energy cell to operate. After 6 
the power pack must be replaced. ‘energy cell must be replaced. 


EXOTIC WEAPONS RATE OFFIRE WEIGHT TYPE 
Flamethrower! r 7hg Fire 


Bowcaster $ 8kg Energy and piercing 
HEAVY WEAPONS RATEOFFIRE WEIGHT TYPE 


Grenade launcher : Skg Varies 
Blaster, heavy repeating 12kg Energy 
Blaster cannon’ 18 kg Energy 
Missile launcher! \ 10Kg Slashing 


Blaster, €-Web repeating? Energy 
PISTOLS TYPE 


Biaster pistol, hold-out 


Blaster pistol 
Blaster pistol, sporting 


Jon pistol 


ry 


Blaster pistol, heavy 


— Mlitary 


AVAILAI 
Military 


Licensed, Ri 
AVA 


Military. 


Military 


Miltary 
AVAILABI 
egal 


Restricted _ 


Sporting Blaster Rifle 

F Rifle (see text) 

ct blaster is used for small-game hunting or personal The basic blaster rife is standard issue to soldiers across the galaxy. Some 

Lela Organa used a DDC Defender sporting blaster when blaster rifles, such as the BlasTech E11 (orits “clone.” the SoroSuub Storm- 

Jn Episode IV: A New Hope. trooper One), have a retractable stock. A blaster rifle without a retractable 
‘blaster requires an energy cell to operate. After 6 shots, the stock costs 900 credits (instead of 1,000 credits). 

bbe replaced. A sporting blaster can also be attached to a blaster rifle requires a power pack to operate. After 50 shats, the power, 

‘after 100 shots the power pack must be replaced. pack must be replaced. 


AVAILABILITY 


Restricted 
Restricted 
Licensed 


Restricted 
Restricted 


Military 


Military 
AVAILABILITY 


Licensed, Rare 


an (see Area Attacks, page 155). 
tng bester mounted ona tripod is treated as a Large weapon. 
Tonge, treat as. thrown weapon if thrown by hand, simple weapon ifhuried by anatlatl, or an accurate simple weapon if hurled bya cesta, 


Blaster 
Rifle 
The heavy blaster rifle is larger, more powerful version of the blaster 
(see above) often used by clone troopers, stormtroopers, and other troops 
during battles on open terrain. Because of its size, it is not weil suited to 
close-quarters fighting 

A heavy blaster rifle requires a power pack to operate. After 30 shots, 
the power pack must be replaced, 


je, Heavy 


Blaster Rifle, Light Repeating 
Rifle 

The light repeating biasteris the largest ifle-style weapon catried by military 
personnel, Its an autofire-only weapon 

(see Autofire, page 156). 

A light repeating blaster requires a 
power pack to operate. After 30 shots 
the power pack must be replaced, This 
weapon can also be attached to a power 
generator for longer use 


Blaster Rifle, Sporting 
Rifle 

Sporting blaster rifles are popular with 
the galactic elite 2s well as among “fing 
cys" living in isolated colonies. Sporting 
blaster rifles are legal in most systems, 
and special permits must be obtained to 
carty them on many Core worlds. Luke 
Skywalker kept 2 sporting blaster rife in 
his landspeeder on Tatooine. 

Sporting blaster rifles often have 3 
targeting scope mounted on them (see 
page 140), but the scope is not included 
in cost listed on Table 6-4; Ranged 
Weapons. 

A sporting blaster rifle requires 
a power pack to operate. After 
50 shots, the power pack mu 
replaced. 


Bow 

‘Simple Weapon 
The bow is a typical hunter's weapon on 
low-tech worlds, but itis also used for 
sport on high-tech planets. A primitive 
bow and its arrows are made of wood 


and augmented with metal or stone, while more advanced Versions ten 
bbe made from durable, lightweight composite materials. 

The wielder's Strength modifier applies to damage dealt with a bow, 
only holds a single arrow at a time, but it can be reloaded asa free 
A quiver of 10 arrows costs 20 credits and weighs 0.8 kg. 


Bowcaster 
Exotic Weapon 
The bowcaster is crafted exclusively by the Wookiees of Kashyyyk: A 
‘of modern and ancient technologies, the weapon hurls an explosive 
quarrel at incredible speed, much like an archaic rll gun, Although the 
caster isan exotic weapon, Wookiees are treated as proficient if they have 
Weapon Proficiency (rifles) fe 

A quiver of 10 quarrels 

50 credits and weighs 1 hig 


Flamethrower 
Exotic Weapon 
The flamethrower is. a 
weapon that shoots a cone of bi 
chemicals 6 squares long and 6 
wide at the terminus. Make a single 
roll and compare it to the Reflex Dele 
every target within this area, A Suet 
attack deals 346 points of fire damage 
target; if the attack misses, the target 
fhalf damage instead. A target with th 
sion talent (see page 50) takes half di 
from a successful attack and no dal 
the attack misses 
Reloading the flamethrower is # 
round action. The weapon can be used 
times before its chemical supply i 
Replacement chemical cartridges 
flame-thrower cost 200 credits and 
4 kg each 


Grenade, Frag 


Simple Weapon 
The standard fragmenta 
2 nade unleashes metal sh 
2 cvplosive force, slicing uP 
a, within the 2-square burst 
is designed to explode on cont 
is thrown, dealing damage in the 
itishurled 


| 7-B squares: 


‘lings, and energy balls hurled from atatls and cestos. 
es.and thrown melee weapons such as spears and lightsabers. 


‘make an area attack with a frag grenade, you make a single 

/comnpare the result to the Reflex Defense of every target in the 

pstradius. Creatures you hit take Full damage, and creatures you 

if damage. A target with the Evasion talent (see page 50) takes 
‘a successful attack and no damage if the attack misses, 


et ofa mission is to capture droids or vehicles, mercenary units, 

3. and local law enforcement agencies use ion grenades. 

anion grenade unleashes a bref electrostatic pulse that disables 
devices, and vehicles within its 2-square burst radius, It is 


tack with an ion grenade, you make a single 

|compare the result to the Reflex Defense of every targetiin the 
Fadivs,Droids, vehicles, electronic devices, and cybernetically 
YOU hit take full damage, and those you miss take half 

MN, the fon damage has a chance of pushing such targets 

on track (see lon Damage, page 159). Creatures without 
half of the ion damage on a hit or no ion damage on a 
‘Suffer no other ill effects. A target with the Evasion talent 
takes half damage from a successful attack and no damage 


‘of missions to detain or subdue rather than kill, mercenary 

ary personnel, and local law enforcement agencies use stun gre- 
d stun grenade unleashes concussive energy that knocks 
Within is 2-square burst radius. It is designed to explode on 
tls thrown, dealing damage in the same round it is hurled. 


‘MEDIUM 
(-5 ATTACK) 


41-60 squares 61-80 squares 


41-60 squares 61-80 squares 
9-10 squares: M12 squares: 


When you make an area attack with a stun grenade, you make a single 
attack roll and compare the result to the Reflex Defense of every target 
in the grenade’s burst radius. Creatures you hit take full stun damage, and 
‘creatures you miss take half stun damage. In addition, the stun damage 
tas a chance of pushing targeted creatures down the condition track (see 
‘Stunning, page 162). A target with the Evasion talent (see page 50) takes 
half stun damage from a successful attack and no stun damage if the attack 
misses its Reflex Defense. 
Droids, vehicles, and objects are immune to stun damage. 


Grenade Launcher 
Heavy Weapon 
Grenade launchers are military weapons that greatly improve the range of 
grenades. Grenades fired by grenade launchers always explode on impact, 
regardless of timers or other considerations. The type of grenade used deter- 
mines the damage. type, and burst radius. Grenade launchers cannat be used 
to hurl thermal detonators because these devices are simply too big and heavy 
(although some larger grenade mortars ean hurl thermal detonators as well) 
‘A grenade launcher holds four grenades and has to be reloaded asa full- 
round action. A grenade launcher can be mounted on a rifle (this takes T minute 
‘and requires a DC 15 Mechanics check) or used as a separate weapon. 


Jon Pistol 
Pistol 
‘An ion pistol fires a stream of energy that wreaks havoc on electrical sys- 
tems, making it effective against droids, vehicles, electronic devices, and 
cybernetically enhanced creatures. It deals full damage against such targets 
‘and has 3 chance of pushing Its target down the condition track (see lon 
Damage, page 159). Creatures without cybernetics take half damage from 
a successful attack and suffer no other il effects. 

‘An ion pistol requires a power pack to operate. After 30 shots, the power 
pack must be replaced 


lon Rifle 

Rifle 

‘An jon rifle is simply 2 larger version of the ion pistol (see above). An ion 
rifle requires a power pack to operate. After 20 shots, the power pack must 
be replaced. 


Missile Launcher 

Heavy Weapon 

‘A missile launcher fires a high-speed projectile with an explosive warhead. 
The standard missile unleashes metal shrapnel with explosive force, shred~ 
ding targets within a 2-square radius, 

‘A missile launcher is an area effect weapon. Make a single attack roll 
‘and compare it to the Reflex Defense of every target within the blast radius. 
A successful attack deals full damage to the target; if the attack misses, 
the target takes half damage instead. A target with the Evasion talent (see 
page 50) takes half damage from a successful attack and no damage if the 
attack misses 

‘A missile launcher holds four missiles and can be reloaded as a full-round 
action. Replacement missiles are bought in pre-loaded magazines that hold 
four missiles. Magazines cost 200 credits and weigh 5 kg. 


Net 

Simple Weapon 

Nets are used for hunting and fishing in primitive cultures and for nonlethal 
crowd control in more advanced ones. 

‘Annet allows you to initiate a grab (see page 152) or grapple (see page 
153) against a character at range. A character that is grabbed or grappled 
can attempt o escape the net (requiring a DC 15 Acrobatics check) or break 
cout of it (requiring a DC-20 Strength check). You can use the Pin and Trip 
feats with a net, but you cannot use the Crush or Throw feats. 


Sling 

‘Simple Weapon 

A primitive weapon, the sling hurls metal bullets or stones. The wielder’s 
Strength modifier applies to damage dealt with sling, 


Slugthrower Pistol 
Pistol 
A slugthrower pistol fires metal bullets—called “slugs—instead of energy 
bolts. 

Slugthrowers are mostly found on backwater fringe worlds where blasters 
‘aren't readily available. They don’t need power packs: instead, they employ 
clips that hold 10 slugs apiece. Clips cost 20 credits and weigh 0.1 kg. 


Slugthrower Rifle 

Rifle 

A slugthrower rifle is the larger cousin of the slugthrower pistol. [t 
need a power pack: instead, it takes clips, and each clip holds 20 s) 
cost 40 credits and weigh 0.2 kg. 


Thermal Detonator 
‘Simple Weapon 
‘The thermal detonator is a fist-sized sphere containing baradium, 3 
‘explosive. Outlawed throughout known space except for highly 
demolitions professionals, the thermal detonator produces a fusion, 
that generates a rapidly expanding field of searing heat and blast 
Disquised as a bounty hunter, Princess Leia threatened Jabba with a 
detonator at the beginning of Episode VI: Return of the Jedi, 
thermal detonator’s timer can be set for 6 seconds (1 round) to 
asan 18-second delay (3 rounds), counting down until it explodes of 
to its safe position, 
When you make an area attack with a thermal detonator, you 
single attack roll and compare the result tothe Reflex Defense of 
in the grenade’s 4~square burst radius, Creatures hit take full da 
creatures missed take half damage. A target with the Evasion 
ppage 50) takes half damage from a successful attack and no di 
attack misses its Reflex Defense. 


EXPLOSIVES 

Sometimes a mission calls for the use of more powerful explosi 
either grenades or thermal detonators. Set explosives aren't ranged 
and can't be used like grenades. Placing an explosive requires a 
check (see page 68). 

When set and activated, the charge’s timer begins counting 
dard timers can be set with as much as an hour delay. Longer delays 
specialized timers. 

With a successful Mechanics check, explosives ignore the 
reduction of objects to which they're attached. Particularly good M 
jes check results can increase the damage even more (see the 
Explosives use of the Mechanics skill, page 68). Multiple expl 
to explode at the same time deal extra damage: Every time you 
number of explosives used, you add +2 dice of damage. For ex 
blocks of detonite deal 706 points of damage, while four blocks 
points of damage. 


‘domages everything in a t-square burst radius. 


ISIVE CHARGE 

‘are highly restricted, usually only available to military or 
specialists or specialized construction units, Han Solo and 
Used explosive charges to take out the shield generator on 

turn of the Jedi. 

charge delivers a lot of destructive energy to a specific 
it perfect for demolishing structures or clearing rubble. It 

éamage beyond its 1-square burst radius. Of course, col- 
‘and subsequent explosions usually accompany the use of an 


id around a target and crammed into small cracks. Detonite 
In its normal forms and requires a timer to be set off. 


of exists in the Stor Worsuniverse, but only the lightest types 

‘use. Heavier armor is considered to be too expensive, too 

Just not worth the trouble unless it serves an additional func 

oviding environmental protection, as in the case of Imperial 

‘Armor for the list of armor types. 

‘f armor are restricted or even illegal outside of approved 
In locations where armor isn’t prohibited, the wearer of armor 
'as Someone who either expects to cause trouble or expects 
his way, 


Quacities 
for your character, refer to Table 8-7; Armor (page 132) 
the various armor types. The armor qualities on the table 


below: 


AVAILABILITY 
Restricted 
Fine Restricted 
Fine Licensed 


€ cost of the armor. Armor sized for Small characters costs half 
a5 much, while armor for Large characters costs double the listed price, Some 
armor has limited availability: 

‘Armor Bonus to Reflex Defense: When you are wearing the armor, you 
add this valve as an armor bonus to your Reflex Defense (instead of adding 
your heroic level to your Reflex Defense), 

Equipment Bonus to Fortitude Defense: When you are wearing the 
armor, you add this value as an equipment bonus to your Fortitude Defense. 
Some types of armor do not provide an equipment bonus to your Fortitude 
Defense. 

‘Maximum Dex Bonus: This s the maximum bonus you can apply to your 
Reflex Defense from Dexterity when wearing this type of armor. Heavier 
armor limits your mobility, ducing your ability to avoid attacks. For example, 
an armored flight suit has a maximum Dexterity bonus of +3. A character 
with a Dexterity of 18 normally gains a +4 bonus to his Reflex Defense from 
Dexterity, but if he’s wearing an armored flight suit, he only applies a +3 
bonus to his Reflex Defense. 

‘Speed: Medium and heavy armor reduces your speed to three-quarters, 
normal {rounded down). Table 8-7 shows this reduction if you have a speed 
(of 6 squares or 4 squares. In addition, when wearing heavy armor, you can 
‘only move up to three times your speed when running (Instead of four times 
your speed). 

Weight: The weight of the armor, Armor fitted for Small characters weighs 
half as much. Armor fitted for Large characters weighs twice as much, 

Availability: Some armor has limited availablity, as indicated below. 

Rare: This armor is generally only available by going to its planet of 
origin or by acquiring it directly from its wearer (for example, getting 
‘vonduun crabshell armor from a Yuuzhan Vong warrior). When available on 
the open market elsewhere, these items usually cost double the listed price, 
sometimes much more. 

Licensed, Restricted, Military, or Illegal: Ownership of the armor is 
limited to certain people, as described in Restricted Items (see page 118). 


‘ARMOR (CHECK PENALTY) 


Blast helmet and vest 
“Plight suit, padded 
Combat jumpsuit 


Vonduun crabshell 


Ceremonial armor 


Corellian powersuit 


Battie armor 


12,000 
15,000 


Armored spacesuit 
Battle armor, heavy 


ARMOR CHECK PENALTY 

While wearing armor with which you are not proficient, you take an armor 
check penalty on attack rolls as well as skill checks made using the following 
skills; Acrobatics, Climb, Endurance, Initiative, Jump, Stealth, and Swim. The 
type of armor worn determines the size of the penalty: light, -2; medium, 
5; heavy, -10, Additionally, you do not gain the armor’s equipment bonuses. 
For example, a character nat proficient with light armor who dons a suit 
‘of stormtrooper armor takes a -2 penalty on attack rolls and certain skill 
checks (see above). In addition, he does not gain the armor's equipment 
bonus on Perception checks and cannot apply the armor’s equipment bonus 
to his Fortitude Defense. 


ARMOR DESCRIPTIONS 
The types of armor given on Table 8-7: Armor are described below. 


Armored Spacesuit 

Heavy Armor 

This bulky coverall contains a sealed life support system that provides 
everything the wearer needs to survive for 24 hours in the vacuum of space 
or any ather hostile environment. 


ARMOR BONUS EQUIPBONUS  MAXDEX SPEED SPEED 
COST TO REF DEFENSE TO FORT DEFENSE — BONUS 


“4 
11 When running in heavy armor, you can only move up to three times your speed (insteod of four times). 


{6sa.) (450) WEIGHT 


16k Military 


ow 


Battle Armor 

‘Medium Armor 

Battle armor combines protective metal or composite plates with a 
jumpsuit to form a layer of protection. While off-the-rack battle 
available, most users cobble together their gear from various source 


Battle Armor, Heavy 

Heavy Armor 

‘Similar to regular battle armor, heavy battle armor features mare pl 
padding, including various pieces molded to fit the user, such as b 
and armor covering the arms and legs. 


Blast Helmet and Vest 


ight Armor 
This armor consists ofa lightweight helmet and  compasite vest 
worn together, offer limited protection against incoming attacks, 


Ceremonial Armor 

Medium Armor 

Ceremonial armor blends practicality with omate design, Republic 
Imperial Royal Guards wear different styles of ceremonial armor. AI 


dded jumpsult is designed to provide limited protection 
Kal and energy trauma without overly restricting the wearer's 


‘armor contains an energized exoskeleton and a series of 
sthutboosts the wearers physical strength. Used by professional 
les, and bounty hunters, the powersuit requires skill and 
‘effectively. 
owersult grants its wearer a +2 equipment bonus to 
utonly if the wearer has the Armor Proficiency (medium) feat 


Armored 


flight sult that provides additional protection against 

periods, this armor comes in various models, including the 
Mavored by various pirate gangs) and the Imperial TIE flight 
I fighter pilots throughout the Empire). An armored flight 


ter pilots all over the galaxy, the one-plece padded flight 

decompression, g-forces, and harmful environments. 

Protection against attacks as well. A padded fight suit 

thing helmet and gloves that seal around the wearer and 

IO hours of life support, allowing him to survive in the vacuum 
hostile environment. 


iiers of the Galactic Empire, stormtrooper armor comes 
based around a standard white-and-black shell. Filled 
‘assist and augment the stormtrooper in his duties, it 
‘environmental protection, three-phase sonic filtering, 


armor, Each has slightly different details. but all 
teristics common to all stormtrooper armor. Thaugh 


TO WEAR ARMOR OR NOT 
character's Refiex Defense can be improved with armor; however, e, 
‘2 character wha wears armor chooses to apply the armor's bonus to to 
Reflex Defense instead of his heroic level. He also chooses to take a: 
penalty on certain sll checks (see Armor Check Penalty, page 132). }. 

'AS a character gains levels, atmor becomes less enticing. For‘or 
‘example, @ Sth-level heroic character has little reason to wear armorior 
that gtants an armor bonus of +5 oF less, unless the armor confers:rs 
‘some other useful benefit or the character has the Armored Defense ot or 
Improved Armored Defense talents (see page 52). Still some characterscrs 
‘enjoy the benefit of having a higher Fortitude Defense and damage ge 
threshold; against very dangerous opponents, armor can literally be be 
the difference between life and death, 


‘unavailable on the open market, these suits ean occasionally be found xd on 
the black market (or sometimes much higher) 

‘Stormtrooper armar (including all variants) grants a wearer Who has 0s the 
‘Armor Proficiency (light) feat a +2 equipment bonus on Perception cherecks 
as wel as low-light vision. Stormtrooper armor also includes an integratrated 
comin in the helmet, allowing hands-free communication. 

Wearing snowtroaper armor (18,000 credits) makes you immune to to the 
effects of extreme cold (see Extreme Temperatures, page 254). 

Wearing sandtrooper armor (18,000 credits} makes you immune to to the 
effects of extreme heat (see Extreme Temperatures, page 254). 


Vonduun Crabshell Armor 

Light Armor 

Yuuzhan Vong warriors wear this bioengineered “living armor” into battle. 
The armor clings to its wearer's body like a parasite until its wearer dieses or 
decides to remove it. It is not found anywhere except in the hands of Hf the 
Yuuzhan Vong (see page 285), 


EQUIPMENT 

‘Assample of common equipment available during the time periods covereced in 
this book is given on Table 8-8: Equipment, Refer to the deseriptions behelow 
for other pertinent information. 


COMMUNICATIONS Devices 
Communications devices in the Stor Wars Roleplaying Game are assunumed 
to use the same basic set of frequencies, The primary differences betwoween 
them lie in range, size, and what kind of data (audio, visual, or holo) tl they 
ccan carry. If two or more communication devices are within range of one 
another and share a data type, they can communicate. 


Comlink 
‘A personal communications transceiver, the comlink consists of 3 receiver, 
2 transmitter, and @ power source. Comlinks come in a variety of shapes 
and styles. 

Short-range comlinks have @ range of 50 kilometers or low orbit, and 
they can be built into helmets and armor; for example, stormtrooper armor 
includes a helmet equipped with a short-range comiink, 

‘long-range comlink has a range of 200 kilometers or high orbit, and it 
requires with a backpack-sized comset. For double the cost, a long-range 
ccomlink ean be miniaturized to a wrist-sized unit. 

Encryption: A comlink can have hardwired encryption routines (adding 
‘+10 to the DC of all Use Computer checks made to intereept your transmis- 
sion) for ten times the base cost. 

Video Capability: A comlink can have video capability (two-dimensional 
images in addition to audio) for twice the base cost. 

Hola Capability: A comlink can have holo capability (three-dimensional 
Jmages in addition to audio) for five times the base cost. 


Pocket Scrambler 

This is a simple add-on device that can be attached to any normal com- 
munications device, such as a comlink and more advanced transceiver. The 
pocket scrambler automatically encodes any outgoing message so that it 
can be read only by a communications device equipped with a linked pocket 
scrambler. Anyone who intercepts the scrambled message must make a OC 
30 Use Computer check to decrypt it. 


Vox-Box 
‘A vox-box isa simple audio playback unit with 12 preprogrammed phrases 
in Basic ("Yes." "No." "Maybe." “Greetings.” “Go away” "How much?” "Please 
take me to someone with authority. *| understand.” *! need assistance.” “I 
‘can help you.” "I mean no harm." "lam hungry), each with its own button. 
These devices are useful to races that understand Basic but can't speak it 
(such as Gamorreans and Wookiees). Devices that speak these phrases in 
‘other languages also exist. 

Altering one or more af @ vox-box’s preprogrammed phrases requires a 
DC 10 Use Computer check. 


COMPUTERS AND STORAGE 
Devices 

‘A computer includes any electronic device that stores and processes data. Its 
Intelligence score represents its processing capability and is relevant when 
‘making Use Computer checks [see page 75). 


* If a computer's attitude toward you is friendly or helpful, it grants an 
equipment bonus equal to its Intelligence bonus (if any) on any Use 
Computer check you make using that computer. 


= A computers Will Defense is equal to 15 + its Intelligence modifier, 
When attempting to improve your access to a computer (see page 76), 
your Use Computer check result must equal or exceed the computer's 
Will Defense. 


Storage Devices: Some computers are very simple and used only for 
recording, storing, oF viewing data. Some storage devices include a basic 
‘operating system and display that allows for the manual viewing, entry, and 
editing of data, but these are more expensive. 


Code Cylinder 
A compact encoded security device issued to many military, political, or 
corporate officials, a cade cylinder accesses computer data via a droid's 
‘scomp link or provides entry into restricted facilities. Each cylinder features 
the user's personal security clearance data. High-ranking personnel may carry 
more than one cylinder, each with different access codes encrypted within 
them. Republic citizens, Imperial officers, and New Republic personnel use 
them to facilitate security measures, 

Code cylinders are storage devices with Intelligence 10 and Will Defense 
15. Improving your access to a code cylinder is difficult because the cylinder 
has a starting attitude of hostile (see page 75). If your Use Computer check 
fails by 5 or more, the code cylinder's self-destruct programming activates 
and ruins the cylinder 


Credit Chip 
The credit chip is a small, flat card that features a security codeout and 
credit algorithm memory stripes. The chip can hold a specified number of 
credits appropriate to the government that issued it, or it can draw froma 
specific account held by the user, Credit chips not only allow quick and easy 
transfers of funds but also protect users from theft. 

Credit chips are storage devices with Intelligence 10 and Will Defense: 
15. Improving your access to a credit chip is very difficult because the chip 
hhas a starting attitude of hostile (see page 75). Once it is friendly, you can 
draw from the account to which itis linked. If you fall by 5 or more on your 
Use Computer check to improve access, the credit chip's security program 
detects the intrusion attempt and self-destructs. 

Modifying @ credit chip so that government and bank computers think 
that it draws on a different account or that it has a different value stored 
is almost impossibie: The central bank's computers have Will Defense 30. 
‘and 2 starting attitude of hostile (see page 75); even worse, you won't 
know if your check succeeded until after you attempt to use the modifi 
credit chip. If you fail, the government or bank computer orders the chip's 
self-destruct programming to activate, ruining the chip. if you fail by 5 
more, the chip's self-destruct programming activates and the govern 
‘or bank computer has traced your location, dispatching security per 
to apprehend you. 


Comin, short-range 5 
Jong-range 0 
400 


Code cylinder 500 0.1 kg 
(7) rede chip 100 Oty 
Datacards, blank (10) 10 On kg 
© Datapad 4,000 O5kg 
Datapad, basic 00 03g 
—— Holopeajector, personal 1,000 OS kg 
Portable computer 5,000 2kg 
DETECTION AND SURVEILLANCE DEVICES COST WEIGHT. 
Electrobinoculars 1,000 1kg 
‘Blow fod 10 1g 
Fusion lantern rT 2kg 
Recording unit 
Audiorecorder Pr) 0.1 kg 
Holorecorder 100 Ong 
Videorecorder 50 On kg 
‘Sensor pack 1,500 okg 
“UFESUPPORT. = COST WEIGHT 
‘Aquata breather 350 0.2 kg 
(Breath mask 200 2g 
‘Atmosphere canister/filter 5 tho 
Flight suit 1,000 kg 
‘Space sult 2,000 15 kg 
(MEDICALGEAR COST WEIGHT 
Bacta tank (empty) 100,000 500 kg 
‘Bacta, 1 liter! 100 kg 
Cybernetic prosthesis. 1,500? Varies 
‘Medical kit 600,  20k0 
Medpac i) kg 
‘Surgery kit 1,000 10k 


Chain (3 meters) 


Field kit 
Jet pace cc 
Liquid cable dispenser {15 meters) 
Ration pack 
Syntherope (45 meters) z 
SESS a 
Binder cuffs 50 0.5 kg 
Energy cet 10 = 
Fire extinguisher 50 akg 
‘Mesh tape 5 0.5 kg 
Power generator 750 15kg 
Power pact eB 01 kg 
Power recharger 100 1kg 
‘Security tit 750 1g 
Tool kit 250 1kg 
Utility bet 500 kg 
WEAPON AND ARMOR ACCESSORIES COST. WEIGHT — 
Bandolier 100 2kg 
Helmet package 4,000 1g 
Holster 
Concealed 50 O2ky 
Hip 6 05 kg 
‘Targeting scope 
Standard 100 02 kg 
Enhanced low-light 1000 12g 


1 It tokes 300 liters of bocta to fillo bacta tank. 


12 The cost of o cybernetic prosthesis does not include the surgical cost to install 


it (500 credits). 


Data Card 

A data card is a simple storage device with Intelligence 2. Intended solely 
as external storage for a computer, it has no Interface for direct isplay, 
editing, or entry of data 


Datapad 
These handheld personal computers serve as notebooks, day planners, 
calculators, and sketchpads. In addition to performing basic computer 
functions, datapads can interface with larger computer networks directly 
or via comlink. 

‘Adatapad is a computer with Intelligence 12. Simpler datapads also exist 
(Intelligence 10, 100 credits), but they are actually just storage devices wi 
display, input, and editing capability; they have no ability to run programs, 


Holoprojector, Personal 
‘A handheld, personal hologram transmitter can be used to view real-time 
or recorded three-dimensional images ar to pass the information through 
4 comlink connection. This storage device has Intelligence 2 and enough 
memory to stare about 1 hour of a holo recording or 1,000 holo images. 


Portable Computer 
Compact and light enough to be carried in an attaché case or backpack but 
powerful enough to run fairly complex programs, portable computers are 
the information technology of choice for anyone who needs access to a lot 
of data while on the go. As such, they are particularly popular with traveling 
business executives, military commanders in the field, and slicers. 

A portable computer has Intelligence 14, 


DETECTION AND 

SURVEILLANCE Devices 

Some detection devices augment a character's natural ability to perceive its 
environment (for example, macrobinoculars), providing a bonus or reducing 
penalties on Perception checks. Others use sensors to scan their surroundings 
beyond the normal visual and audible range. 


Electrobinoculars 
This device magnifies distant objects in most lighting conditions. An internal 
display provides data on range, relative and true azimuths, and elevation. 
Viewing options include zoom and wide-vision observation. Electrobinoculars 
also feature radiation sensors and a nightvision mode that grants darkvision 
(see Darkvision, page 257) out to the user's normal range of sight. 
Erectrobinoculars reduce the range penalty on Perception checks to 
~1 for every 10 squares of distance (instead of ~§ for every 10 squares of 
distance). 


Glow Rod . 
‘A glow rod is @ portable illumination device that projects a beam of light 
up to 6 squares, 


Fusion Lantern 

‘Ahand-held light source larger than a glow rod, the fusion lantern produces 
light and heat. The ight spreads out from the lantern, producing Iilumination 
in a 6-square radius. 


Recording Unit 
This storage device is an audio, video, or holo recorder with a playback fea 
ture, It has Intelligence 1 and 1 memory unit. You can modify a recording 
(edit, erase, or rearrange the order of events) with a DC 15 Use Computer 
‘check. However, anyone can make an opposed Perception check if observing 
the recording) or opposed Use Computer check (if inspecting the data from 
the recording) to detect any modifications you have made, Editing or modify 
ing a recording without first uploading it toa computer can be difficult: Add 
the recording unit's Intelligence modifier (~5) to any Use Computer checks 
‘you make to change the recording. 

Audio Recorder: An audio recorder stores 100 hours of high-quality 
sound. 

Video Recorder: A video recorder stores 10 hours of high-quality video. 

Holo Recorder: A holo recorder stores 1 hour of high-quality holos. 


‘Sensor Pack 

‘A portable scanning device, the sensor pack is a bulky rectangle featuring @ 
‘variety of dials and switches, a readout display, and a scanning dish It provides 
‘general details on comm signals, life forms, and hazards within 1 kilometer, 
Operating a sensor pack requires a standard action and grants a +5 circum- 
‘stance bonus on your Perception checks until the end of your next turn, 


Lire SUPPORT 
‘The Star Wars Roleplaying Game includes many hostile environments, ranging 
from deep oceans to poisonous atmospheres to the vacuum of space. These 
devices enable creatures to function in such environments. 


Aquata Breather 

‘While underwater, an Aquata Breather can provide up to 2 hours of breathable 
air trough its mouthpiece. Qui-Gon Jinn and Obi-Wan Kenobi used Aquat 
Breathers while swimming to Otoh Gunga in Episode |: The Phantom Menace, 
and Obi-Wan Kenobi used his again when evading clone troopers on Utapal 
in Episode il: Revenge of the Sith. 


Breath Mask 
This personal atmosphere-fiitering system consists of a mask that fits 0% 
the nose and mouth and a hose connecting the mask to a portable lif€= 


rt system. A breath mask provides 1 hour of breathable atmosphere 
‘before the filter and atmosphere canister must be replaced. A functional 
“breath mask grants immunity to inhaled poisons, including poisonous atma- 
spheres: breath mask offers no protection from extreme temperatures or 
tard vacuum. 

‘A breath mask system can be built into a suit of armor: Darth Vader's 
‘armor contains such a system. 

Replacing the filter and atmosphere canister requires @ DC 10 Mechan- 
les check, 


Flight Suit 
‘The flight suit is a one-piece coverall (plus a helmet) that provides life 
support, protects the wearer from hostile environments, and prevents the 
wearer from succumbing to the adverse effects of high-velocity flying. A 
flight sutincludes a matching helmet and gloves that seal around the wearer 
‘and provide up to 10 hours of life support. 

‘As long a you have life support remaining, you ae immune to any hostile 
‘atmosphere of inhaled poison hazard. The suit also grants 2 +1 equipment 
bonus to your Fortitude Defense. 


Space Suit 
Tis bulky coverall contains a sealed life support system that provides 
‘everything the wearer needs to survive for 24 hours in the vacuum of space 
or any other hostile environment. 

‘As long as you have life support remaining, you are immune to any 
‘ltmosphere or inhaled poison hazard, The suit also grants @ +2 equipment 
bonus to your Fortitude Defense. 


MEDICAL GEAR 

Medical equipment by itself does not restore lost hit points—it ean only help 
when used with the Treat Injury sill (see page 74). Several common types 
of medical equipment are described below. 


Bacta Tank 
This large, specialized tank is filled with the powerful healing agent, bacta, 
‘Which promotes rapid healing, 

‘A acta tank can be used in conjunction with surgery (see Treat Injury 
kil, page 74). If the Treat Injury check is successful, the patient heals a 
‘number of hitpoints equal to its character level in addition to that provided 
by Surgery. 

‘Abacta tank can also be used when treating disease, poison, or radiation 
ina creature. In this case, the bacta tank grants a +5 equipment bonus on 
‘your Treat Injury check. 

‘Abacta tank and a supply of bacta is expensive, so such medical equ 
ment is usually found only in hospitals, aboard capital ships, and within 
major military bases. Each hour of treatment consumes one liter of bacta, 


which costs 100 credits A typical tank holds up to 300 liters of bacta, and 
the tank must hold at least 150 liters a all times to provide any benefit. Only 
‘one creature can be immersed in the tank at any given time. 


Cybernetic Prosthesis 

Prosthetic replacements in the Stor Wors universe frequently take the form 
‘of mechanical simulations powered by tiny high-capacity battery packs and 
motivated by the recipient's bioelectrical impulses. In effect, someone who 
loses a limb or an extremity can have an electronic replacement that acts 
{and in some cases looks) jut ike the original 

(Cybernetic prosthetic devices are unusual, but hardly rare. Luke Skywalker 
gains a cybernetic replacement for his right hand, lost in battle against Darth 
Vader—who, in turn, had much of his own body replaced with cybernetics 
years before. 

‘Attaching 2 cybernetic prosthesis requires the Cybernetic Surgery feat 
(see page 83). Once attached, the cybernetic replacement performs as weil 
45 the original limb or extremity. Common cybernetic prosthetics include 
arms, hands, legs, feet, and various internal organs. In addition to the cost 
of the prosthesis, the recipient must also cover the cast of the surgery (see 
Table 8-9: Services and Expenses, page 144), 

Unlike other creatures, a creature with cybernetic prosthetics takes full 
damage from weapons and attacks that deal ion damage 

Because the Force is present in all ving things, but not machines, crea- 
tures with eybemetic prosthetics take a -1 penalty an Use the Force checks 
for each prosthetic replacement (to a maximum penalty of -5). 


Medical Kit 
This backpack-sized medica kit includes almost everything 2 first responder 
needs to save a life; agnostic scanners, anti-venom, medicine to counteract 
‘the effects of contaminated water and radiation poisoning, burn treatments, 
defiorillators, respirator, shock blankets, pressure cuffs, a collapsible repul- 
sorlft stretcher for patient transport (capable of hovering with 160 kg load), 
‘and even limited surgical tools. In addition, 2 medical kit has six external 
pouches for carrying expendable medical supplies, such as medpacs.. 

‘You need a medical kt to revive @ dying character, treat disease, treat 
‘poison, or treat radiation (see the Treat Injury skill, page 74), 


Medpac 
Medpacs are compact packages designed to both equip a trained medic for work 
iin the field and to allow untrained individuals to apply first aid in emergencies A 
medpac contains bandages, bacta, synthetic flesh, coagulants, stimulants, and 
other medicines designed to help an injured patient recover quickly. 

‘Once you use a medpac, its contents are expended even if your Treat 
Injury check is not successful. Any given creature can only benefit from the 
use of @ medpac ance in a 24-hour period. (See the Treat injury skill, page 
74, for more information.) 


Surgery Kit 
This small kit contains the instruments a character needs to perform surgery 
‘on a wounded character using the Treat Injury skill (see page 74). You must 
be trained inthe Treat Injury ski to perform surgery using a surgery kit 


SURVIVAL GEAR 

Whether you'te exploring the Dune Sea of Tatooine or scaling the volcanic 
‘mountains of Mustafar, you need the right equipment to survive. The most 
Important considerations are food, water, shelter, and a way to signal for 
help. On many worlds, a lack of survival gear leads toa quick death, 


All-Temperature Cloak 
‘This wrap-around cloak protects its wearer from the elements, providing a 
+5 equipment bonus to its wearer's Fortitude Defense against extreme heat 
or cold (see Extreme Temperatures, page 254). 


Chain 

is 3-meter (2-square) length of chain has damage reduction 10 and 5 
hit points, It has Strength 44 and can safely support over 5 metric tons of 
weight, and it can be broken with 2 DC-32 Strength check. 


Field Kit 
Essentially @ backpack full of survival gear, the typical Field kit contains two 
‘condensing canteens with built-in water purification systems, a sunshield 


‘oll, 2 week's worth of food rations, two glaw rods, two breath masks, 24 
filters, 12 atmesphere canisters, and an all-tempersture cloak. 

‘You need a field kit to make a Survival check to endure extreme tem= 
peratures (see the Survival skill, page 73), 


Jet Pack 

Ajet pack is a propulsion system that a character can strap on, allowing 
flight over short distances. Arm and wrist controls are employed for maneu- 
vvering. Activating a jet pack is a swift action, and you gain a fly speed of 
6 squares until the end of your turn, A jet pack has 10 charges and can be 
tun continuously; no swift action is required to activate the jet pack on 
subsequent rounds of use. 

Routine maneuvers do not require a Pilot check, but you must make a 
C20 Pilot check if you land after moving more than 12 squares during the 
same turn; on a failure, you fall prone. 

Ajet pack can lift up to 180 kg while flying, Replacement fuel cells cost 
100 credits. 


Liquid Cable Dispenser 

Cable dispensers contain 3 special liquid that instantly solidifies upon contact 
with either atmosphere or vacuum to form a tough, lightweight, flexible cable. 
The dispenser contains enough liquid for 16 meters (10 squares) of cable and 
is refillable at authorized outlets. The cable has Strength 28 and can safely 
‘Support up to S60 kg, and it can be broken with a DC 24 Strength check. 


Ration Pack 

Ration packs are compact meals that take up little room (you can fit sixina 
‘pouch designed to carry a datapad) but have all the requirements to nour 
{sha person for one day. Each ration pack is geared for a range of species, 
The food isn't appetizing, and it doesn't include water, but it does prevent 
malnutrition, 


‘Syntherope 
‘Although not as compact and convenient as aliquid cable dispenser, synthe= 
rope is stronger and more durable. A coil contains 45 meters (30 squares) 
‘of syntherope, and unlike liquid cable it is meant to be reused, Syntherope 
thas Strength 30 and can safely support up to 720 kg, and it can be broken 
with a DC25 Strength check. 


Toots 

Any object designed to make a task easier—or take care of it entirely 
essentially a tool. Most technical jobs can be performed with a security it 
or too! kit, but some devices not included in those packages don't fit undef 
any other category, and are presented here 


Binder Cuffs 

Binder cuffs are durastee! restraints designed to lock two limbs ofa prisoner 
‘together, normally the wrists of ankles, but itis possible to lock one arm to 
‘oe leg or use the binder cuffs to hook @ prisoner to a tree. The cuffs have 
damage reduction 10, 20 hit points, and Strength 40. Breaking them requires 
‘4 DC30 Strength check, and removing them without the seven-digit release 
code requires a DC25 Mechanics check. The binder cuffs can be attached to 
the limbs of any ereature of Large, Medium, or Small size, 


Energy Celt 
This small battery provides power for devices, including certain types of 
weapons, An energy cell appears as @ small, flat disk. An energy cell can be 
recharged with a power recharger. 


Fire Extinguisher 
‘Afull-round biast from this tool produces a chemical cloud that provides total 
concealment (see page 156). Those inside the cloud can't see targets outside 
the cloud, and thase outside the cloud can’t see targets inside the cloud. 
The cloud spreads 1 square in al directions for every round itis activated. It 
dissipates after 3 rounds (no matter how large the cloud). Each full-round 
blast depletes one-tenth of the fire extinguisher’s chemical supply. 
If used for its intended purpose, the extinguisher can put out a fire of up 
to 10 squares in size at a rate of 1 square per round before it is depleted. 
Reloading the fire extinguisher is a full-round action. Replacement chemni- 
‘cal cartridges for the extinguisher cost 25 credits each. 


Mesh Tape 
‘The usefulness of mesh tape is limited only by a character's imagination. Mesh 
‘ape adhesive has Strength 15 and can support up to 90 kg indefinitely (and 
‘upto 180 kg for up to 5 rounds). Mesh tape itself has Strength 20 when used 
to bind another character and requires a DC 20 Strength check to break. 

A roll provides 30 meters (20 squares) of tape, § centimeters wide 


Power Generator 

‘A power generator is a small fusion reactor that provides continuous power 
{for heavy weapons, vehicles, structures, and machinery. It can power anything 
up to a Gargantuan vehicle or structure indefinitely, a Colossal vehicle or 
structure for 1 day, and a vehicle or structure of Colossal (Frigate) size for 1 
hour. After tha, itis disabled and must be repaired. 

Fa power generator is destroyed while in use, its fusion reactor overioads 
and explodes, venting plasma into the surrounding area. When a fusion reac 
tor explodes, make an attack roll (1420+10) against the Reflex Defense of 
every target within 4 squares. ifthe attack succeeds, the target takes @d6 
points of energy damage. If the attack misses, the target takes half damage. 
A target with the Evasion talent (see page 50) takes half damage ifthe attack 
succeeds or no damage if the attack misses, This is an area attack 


Power Pack 

A power pack is a compact rectangular battery that fits into the grip or barrel 
of an eneray weapon, such as a blaster, to provide the power needed to fire 
It. A power pack can be recharged with a power recharger. 


Power Recharger 
A power recharger is used to recharge a power pack or energy cell. The 
recharge process takes 4 hours, and only one power pack or energy cell may 
be recharged at a time. A power recharger holds enough power to recharge 
100 packs or ceils, but is normally connected to a ship's or building's power 
supply, allowing it effectively unlimited recharge capacity. 


Security Kit 

A security kit is a set of special tools for bypassing electronic and mechani 
cal locks. It usually includes electronic components and dedicated sensor 
devices. On mast worlds, possession of a security kit is illegal for anyone 
who doesn’t have the proper permits, such as members af law enforcement 
agencies and professional security experts. 

A security kit is required to bypass traps or security systems using the 
Mechanics sil (see page 68).A security kit contains a comlink that monitors 
frequencies typically used by silent alarms, so the user can know if such an 
alarm has been triggered at any point during the operation. 


Tool Kit 
‘You need a tool kit to reprogram a droid or to repair a damaged drold or 
vehicle. A too! kit also makes repairing devices much simpler. 

‘The standard too! kit represents 3 broad collection of tools designed ta 
take apart, analyze, modify, and rebuild almost any technological device. 
Most technicians personalize their tool kits over the course af years, but 
almost all contain at least an electroshock probe (for shorting out electronic 
‘components or soldering wires), fusion cutter (for cutting apart durasteel and 
similar materials), hydrospanner (to tighten and loosen all forms of screws 
‘and fasteners), laser welder (for connecting things), power calibrator (both 
for analyzing circuitry and to act asan emergency power cell, power prybar 
(or forcing things open). probe sensors, sonic welder (for connecting things 
when you can't afford a fire), various circuits and connector wires, vibro~ 
‘cutters (for things that don't call for 2 fusion cutter), and welding goggles 
{so you don't burn out your eyes). 

Many of these tools can be used as makeshift weapons. They all quality 
as simple weapons, but since they aren't designed for combat, they impose 
a -5 penalty on attack rolls. (Droids with such tools on tool mounts don't 
suffer these penalties, since they don't have to deal with an oddly shaped 
handle.) Different tools deal different damage: electroshock probe, 148 
fusion cutter, 248 energy; laser welder, 148 energy; power prybar, 148 
bludgeoning; sonic welder, 108 energy. 


Utility Belt 

A utility belt has several pouches containing a three-day supply of food 
capsules, a medpac, a tool kit, 8 spare power pack, 2 spare energy cell, 2 
low rod, a comlink, aliquid cable dispenser with a small grappling hook, 
and a couple af empty pouches for whatever else the wearer wants to add 
(up to 0.5 kg per pouch). 


WEAPON AND ARMOR 
ACCESSORIES 

‘A number of off-the-shelf accessories can enhance one's performance on 
the battlefield, 


Bandolier 
Since there are so many types of weapons, there are an equally large number 
of ammunition types. Depending upon the weapons the wearer carries, 
a bandolier may contain energy cells or power packs (for blasters), clips 
(for slugthrowers), explosive bolts (for bowcasters), magazines (for missile 
launchers), grenades, knives, or any number of other forms of ammunition. 
Aandolier has 12 slots that can each hold a single Tiny weapon (such as 
a grenade or a knife) or a single piece of equipment weighing up to 0.5 kg. 
Any item on the bandolier can be retrieved as a move action. 


Helmet Package 

‘When installed in the helmet of @ suit of armor, this electronic package 
allows the armor to grant the wearer a +2 equipment bonus on Perception 
checks as well as low-light vision. In addition, it includes an integrated 
hands-free comlink. Stormtrooper armor and its variants include such a 
‘system (MFTAS, or Multi-Frequency Target Acquisition System), already 
included in its statistics, Installing a helmet package takes 1 hour and a DC 
20 Mechanics check. 


Holster 

Holsters are generally available for all Medium or smaller weapons. (Larger 
weapons are usually carried on shoulder straps, hangers, or baldrics that 
cost as much a5 a hip holster.) A holster for a melee weapon is usually 
called a sheath. 

Hip Holster: This holster holds the weapon in an easily accessed—and 
‘easily seen—location. 

Concealed Holster: A concealed holster is designed to help keep a weapon 
‘out of sight (see the Stealth skill, page 72). In most cases, this isa shoulder 
holster (the weapon fits under the wearer's armpit, presumably beneath a 
jacket, vest, or cloak). Small or Tiny weapons and single-bladed lightsabers 
can be carried in concesled waistband holsters (often placed inside the 
wearer's waistband in the small ofthe back). Tiny weapons and single-bladed 
lightsabers can also be carried in ankle, boot, or wrist holsters. 


A concealed holster allows you to draw a concealed weapon as 2 move 
‘action instead of a standard action, but you take a ~5 penalty on your Stealth 
check to conceal the weapon. 


Targeting Scope 

‘A targeting scope is a sighting device that makes it easier to hit distant 
targets. However, it affords a very limited field of view, making it difficult 
to use. Installing a targeting scope on a rifle or pistol requires 10 minutes 
and 3 DC 10 Mechanics check. 

Standard: A standard targeting scope reduces the range by one category 
{for example, from medium to short range). However, you must aim at your 
target to gain this benefit, and you lose the benefit if you change targets or 
lose line of sight to your target (see Aim, page 154) 

Enhanced Low-Light: A low-light targeting scope functions the same as 
1a standard targeting scope in normal light. However, after aiming ata target, 
itallows the wielder to ignore concealment (but not total concealment) from 
darkness when attacking that target. 


SERVICES AND 
EXPENSES 


A brief listing of common services and expenses is given on Table 8-9: 
Services and Expenses. The cost figures on the table are guidelines only; 
the cost of certain services and expenses may be higher in isolated or 
primitive areas. 


ENCUMBRANCE 

Encumbrance rules determine how much your equipment slows you down. 
Encumbrance comes in twa parts: encumbrance by armor and encumbrance 
by total weight. 


ENCUMBRANCE BY ARMOR 
Your armor defines your maximum Dexterity bonus to Reflex Defense, your 
‘armor check penalty, your speed, and how fast you move when you run (see 
Armor, page 131). Unless your character is weak or carrying a lot of gear, 
that's all you need to know. The extra gear your character carrles, such a 
weapons and medpacs, won't slow your character down any more than his 
‘or her armar already does. 

If your characteris carrying a really heavy load, however, then you'll need 
to calculate encumbrance by weight. 


ENCUMBRANCE BY WEIGHT 

If you want to determine whether your character's gear is heavy enough 9 
slow him or her down (more than any armor already does), add up the weight 
of all the armor, weapons, and gear the character is carrying, if the total 
equals or exceeds the square of one-half your character's Strength scares 


he or she is carrying a heavy load. For example, a character with Strength 
‘¥Zis carrying a heavy load if the total weight of his or her armor and gear 
4.38 ha (0.5 x 12, squared) or more. 

‘When carrying a heavy load, a character takes a -10 penalty on checks 
made using the fllowing skills: Acrobatics, Climb, Endurance, Initiative, Jump, 
Stealth, and Swim. A heavy oad also reduces the character's speed to three- 
quarters normal (rounded down). A character can move up to three times 
his or her speed when running with » heavy laad {instead of four times). 


CARRYING Capacity 

The amount of weight that you can lift (in kilograms) is based on your 
‘Strength score and determined by the following formula: (Strength score}* 
% 0.8, For example, a character with Strength 15 can lft 112.5 kg (18 x 15 
0.5), 


AA character can strain to lift an amount of weight (in kilograms) equal 
1 his Strength score squared, but he or she can only stagger around with 
it. While overloaded in this way, the character loses any Dexterity bonus 
to Reflex Defense and can only move 1 square per round (3s a full-round 
action). 

dragged object has ess effective weight depending on the resistance 
Of the surface: normal ground, 1/2; smooth surface or wheels, 1/5; com- 
pletely frictionless (such as pulling an object in zero-g or on a repulsorlitt), 
1110. Dragging an object over rough ground is no easier than lifting it 

Bigger and Smaller Creatures: Larger creatures can carry more weight 
depending on size category: Large (x2), Huge (x5), Gargantuan (x10), and 
Colossal (x20). Smaller creatures can carry less weight depending on size 
‘category: Small (0.75), Tiny (x0.5), Diminutive (0.25), Fine (0.01), 
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SERVICE cost 
Luxurious 150 

Upscale 50 
Average 10 
Budget 2 1 2 
Luxurious 200 
‘Upscale 100 
Average 50 
Budget Mi 20 


Bacta tank treatment (per hour) 


Medpac treatment 


‘Surgery (per hour) 
‘Treat disease (per day) 


‘Treat poison (per hour) 


Treat radiation (per day) 1 


8Bses 


ag 


Taxi local 10 
_ Passage, steerage [up to 5 days) 500 
Passage, average (up to 5 days) 1,000 
‘Passage, upscale (up to 5 days) 2,000 
Passage, luxurious (up to § days) 5,000 
Chartered space transport (upto 5 days) 10,000 


a eg 


Luxurious 
‘Wealthy: 
Comfortable 
‘Average 
‘Struggling 
Iimpovershes 


Self-sutficient 


Speeder bike 
‘Landspeeder, average 
Landspeeder, luxury 
Airspeede 

‘Shuttic, interplanetary 


‘The gataxy isa dangerous place, and sometimes you have to Fight to survive. 
Whether the enemy takes the form of battle droids or stormtroopers, a dark 
Force-user or a rampaging rancor. you need to be able to defend yourself. 
Using blasters, woroblades, and lightsabers, heroes regularly get caught up 
inbilazing firefights, wild cantina brawis, and mesmerizing lightsaber duels. 
You can try to bluff your way qut‘af a tough situation, attempt to sneak 
away when your opponent is distracted, or even dazzle an enemy with Your 
charming personality. But when all else fails, nothing beats having a good 
blaster at your side 

This chapter details the combat rules, covering the basics first. The 
‘back end of the chapter looks at some of the more unusual strategies that 
heroes can employ, including using vehicles in combat. Many special abil- 
ties and forms of damage that affect combat are covered in Chapter 14: 
Gamemastering 


COMBAT SEQUENCE 
‘Combat takes place in a series of rounds, with each character taking one 
turn each round. Generally, combat runs inthe following way! 

‘Step 1. The GM determines which characters are aware of their oppo~ 
nents at the start of the battle fat least some combatants are unaware 
Of their opponents, @ surprise round happens before regular rounds begin, 
IU there isa surprise round, each combatant starts the battie flat-footed. A 
flat-footed character doesn't add @ Dexterity bonus to his Reflex Defense. 
Once combatants act. they are no longer flat footed. 

‘Step 2. The combatants who are aware ofthe opponents can act in the 
Surprise round, so they make an Initiative check, In initiative order {highest 
to lowest), combatants wha started the battle aware of ents each 
take a single action (a standard action, a move action, or &Swift action; no 
full-round actions allowed) during the surprise round. Combatants who were 
‘unaware do not get to act in the surprise round, 

‘Step 3. Combatants who have not yet made an Initiative check do so. 
All combatants are now ready to begin their fist reqular round. fall com- 
batants were aware of theit opponents when the battle began there is no 
Surprise round and this isthe first step in the combat sequence. If there is 
‘no surprise round, no one start flat-footed (everyone was alert enough to 
bbe ready for 2 fight. 

Step 4. Combatants actin initiative order. 

‘Step 5. When everyone has had a turn, the combatant with the highest 
initiative acts again, and steps 4 and 5 repeat until combat ends 


THE ComBaT ROUND 

Each round represents 6 seconds in the game world. In the real world, 3 
round isan opportunity for each character involved in a combat to take one 
‘or more actions. Anything 2 person could reasonably do in € seconds, your 
‘character can doin 1 round. 

Each round begins with the character with the highest initiative check 
result and then proceeds, in descending order, from there. Each round uses 
the same initiative order, When 2 character's turn comes up in the initiative 
‘sequence, that character performs his entire round’s worth of actions. 

For almost all purposes, there is no relevance to the end of a round or the 
beginning of around. The term *round” works like the word “month.” A month 
‘can mean either a calendar month, ora span of time from a day in one month 
to the same day the next month. Inthe same way, @ round can be a segment 
‘of game time starting with the frst character to act and ending with the las, 
tout it usually means a span of time from one round to the same initiative 
number in the next round, Effects that last a certain number at rounds end 
just before the same initiative number that they began on. 


ACTIONS IN COMBAT 

Every round, on your character's turn, you may take a standard action. 3 
‘move action, and a swift action (in any order), You may take a move action 
‘ora swift action in pace of a standard action, but not the other way around. 
‘You may also take a swift action In place of a move action, but not the other 
way around, Finally, you may sacrifice all three of these actions to perform 
‘a single full-round action an your turn 


‘STANDARD ACTION 
1 
MOVE ACTION 
1 
SWIFT ACTION 


Standard Action: A standard action is usually the most important action 
‘you!l take ina round, and it often consists of some sort of attackswinging 
‘lightsaber, fring a blaster, throwing a punch, hurling a grenade, and so on, 
You can perform one standard action on your turn 

Move Action: A move action represents physical movement. The most 
common mave action s moving your speed, Standing up from a prone position, 
'8 door, and drawing a weapon are also move actions. You can perform 
‘one mave action on your turn, or two if you give up your standard action. 

‘Swift Action: Most swift actions enable you to perform your standard 
‘action. Examples include switching a weapon's mode and dropping a held 
item. You can perform one swift action on your turn, oF two if you give up 
either your standard action or your move action, or three if you give up both 
your standard action and your move action. 


Full-Round Action: A full-round action consumes all of youreffort during 
-2 given round, effectively replacing all other actions on yaur turn.Some uses 
of skills require a full-round action to complete. Examples include bypass- 
ing lock (using the Mechanics skill, searching an area for clues (using the 
Perception skill, ané entering a Force trance (using the Use the Force ski), 
A full-round action can't span multiple rounds; for example, you cannot 


‘perform a full-round action that replaces your move action and swift action 
in the first round and your standard action in the following round. 


Free Actions and Reactions 
‘Some actions take such a negligible amount of time that they can be per- 
formed in addition to other actions or they can happen out of tur: 
Free Action: Free actions consume almost no time or effort, and you 
may take one or more free actions even when it isn't your tur. Examples 
include calling out to your friends for help and taunting a foe. The GM puts 
reasonable limits on what counts as a free action. Reciting the epic history 
of the Rodian hunter clans takes several minutes (or more) and therefore isn't 
4 free action. You can't take free actions when you're flat-footed, 
Reaction: A reaction is an instantaneous response to someone else's 
‘action, and you can use a reaction even if it is not your turn. Examples 
‘of reactions include making a Perception check to notice a bounty hunter 
sneaking up behind you and instantly activating a Force power to absorb 
‘damage from an incoming blaster bolt, 


COMBAT STATISTICS 
‘Several fundamental statistics determine how well you do in combat. This, 
section summarizes these statistics. 


ATTACK ROLL 

‘Attacking is a standard action. When you make an attack rol, rll 1420 and 

‘20d the appropriate modifiers. If your result is equal to or higher than the 

target's Reflex Defense, you hit and deal damage (see Damage below), 
Your attack roll with a melee weapon or unarmed attack 


1420 + base attack bonus + Strength modifier 
Your attack roll with a ranged weapon is: 


1620 + base attack bonus + Dexterity modifier + range penalty 
(if any) 


Bose Attack Bonus: Your class and level determine your base attack 
bonus. 

‘Strength Modifier-Strength helps you swing a weapon harder and fastet 
so your Strength modifier applies to melee attack rolls. 


Dexterity Modifier-Since Dexterity measures coordination and steadiness, 
‘your Dexterity modifier applies to attacks with ranged weapons. 

Range Penalty: A ranged weapon can attack a target at point blank, short, 
‘medium, or long range. If you make a ranged attack against a target wit 
the weapon's point blank range, you take no penalty on the attack rll; your 
penalty on attack rolls increases to -2 at short range, -§ at medium range, 
‘and =10 at long range (see Table 8-5: Weapon Ranges, page 129). 


Critical Hits 

When you rolls natural 20 on your attack rol (the 420 comes up “20"), the 
attack automatically hits, no matter how high the defender’s Reflex Defense. 
In addition, you score a critical hit and deal double damage. All targets are 
subject to critical hits, even inanimate objects 


Automatic Misses 
When you roll a natural 1 on your attack roll (the d20 comes up the 
attack automatically misses, na matter how high the bonus on the attack 
roll is. 


Damace 
When you hit with an attack, you deal damage that reduces the enemy's hit 
points (see Hit Points, below), 

Damage with a melee weapon oF thrown melee weapon is calculated 
4s follows: 


‘Weapon damage + one-half heroic level (rounded down) + Strength 
modifier 


Damage with a ranged weapon is calculated as follows 
Weapon damage + one-half heroic level (rounded down) 


Weapon Damage: A hit always deals at least 1 point of damage, even if 
Penalties to damage bring the damage result below 1. 

‘One-Half Heroic Level: Weapons are simply more dangerous in the hands 
‘of powerful heroes (and villains). 

Strength Modifier: When you hit with a melee weapon or thrown melee 
‘weapon, you add your Strength modifier to damage. When you hit with 
@ melee weapon that you are wielding two-handed, you add double your 
‘Strength bonus (if any) to the damage. This higher Strength modifier does 
‘not apply to two-handed melee attacks with light weapons. 


DEFENSE: 
Your defenses represent your ability to avoid taking damage and overcome 
attacks against the bady and mind. You have three defense scores: 


Reflex Defense: 10 + your heroic level or armor bonus + Dexterity 
modifier + class bonus + natural armor bonus + size modifier 


Fortitude Defense: 10 + your heroic level + Constitution modifier + 
class bonus + equipment bonus 


Will Defense: 10 + your heroic level + Wisdom modifier + class 
bonus 


Your species, talents, feats, and actions may grant additional bonuses to 
‘one oF more of these defenses, For example, Gamorreans gain a +2 species 
bomus to Fortitude Defense, while a character with the Improved Defenses 
feat (page 85) gains a +1 bonus to all three defenses. 


Reflex Defense 

Your Reflex Defense (Ref) represents how hard you are to hit in combat, and 
most attacks target a creature's Reflex Defense. fan opponent's attack oll 
equals or exceeds your Reflex Defense, the attack hits 

Heroic Level: Your heroic level is the sum of al levels you have in heroic 
classes (edi, noble, scoundrel, scout, soldier) and prestige classes (see 
Chapter 12). It does not include levels in the nonheroic class (see page 277) 
or beast class (see page 273) 

‘Armor Bonus: Your armor bonus is determined by the armor you wear 
{see Table 8-7: Armor, page 132). If you are wearing armor, add your armor 
‘bonus to your Reflex Defense instead of your heroic level. This represents 
the difference between using your innate skil to avoid injury and counting 
‘on your armor to absorb the damage from incoming attacks. 

Dexterity Modifier: Nimble targets are more difficult to hit than slow 
‘ones. Add your Dexterity modifier to your Reflex Defense. If you are fi 
footed or unaware of an attack, you lose your Dexterity bonus (but not a 
penalty) to your Reflex Defense. If you are helpless (for example, knocked 
unconscious), calculate your Reflex Defense as if you had a Dexterity score 
of 0 (-§ modifier) 

Size Modifier: Smaller creatures are harder to hit than bigger ones. Apply 
the appropriate size modifier to your Reflex Defense (and only your Reflex 
Defense). Size modifiers are as follows: Colossal -10; Gargantuan, -5; Huge, 
2; Large, -1; Medium, +0; Small, +1; Tiny, +2; Diminutive, +5; Fine, +10. 


Fortitude Defense 

‘Your Fortitude Defense (Fort) represents your ability to resist the effects of 
poison, disease, and radiation, as well as your abilty to ignore effects that 
would incapacitate a normal being, 

Heroic Level: Your heroic level is the sum of all levels you have in heroic 
classes (Jedi, noble, scoundrel, scout, soldier) and prestige classes (see 
Chapter 12). t does not include levels in the nonheroic class (see page 277) 
or beast ciass (see page 273). 


Constitution Modifier: Tougher, healthier targets are more difficult to 
hurt than weaker ones, so you add your Constitution modifier to your Forti- 
‘tude Defense. A nonliving target (that is, any target without a Constitution 
score, such as a droid) instead adds its Strength modifier to its Fortitude 
Defense. 

Equipment Bonus: Some kinds of armor provide an equipment bonus to 
your Fortitude Defense (see Table 8-7: Armor, page 132). 


Will Defense 
Your Will Defense (Wil) represents your willpower and your ability to resist 
certain Force powers and other effects that attack your mind. 

Heroic Level: Your heroic level is the sum of all levels you have in heroic 
classes (Jedi, noble, scoundrel, scout, soldier) and prestige classes (see 
Chapter 12). It does not include levels in the nonheroie class (see page 277) 
‘or beast class (see page 273), 

Wisdom Modifier: Strang-willed characters are harder to influence than 
‘weak-willed ones. You add your Wisdom modifier to your Will Defense. 
When you are unconscious, you have an effective Wisdom score of 0 (-5 
modifier), 


SPEED 
‘Your speed tells you how far you can move with a single move action. Your 
speed depends mostly on your species, although certain kinds of armor can 
reduce your speed (see Armor, page 131). Some creatures, droids, and vehicles 
have @ natural climb, burrow, fly, and/or swim speed in addition to their 
‘normal land speed. Any effect that reduces speed affects all of a creature's 
movement modes unless noted otherwise. 

Speed is measured in squares, Each square represents 1.5 meters (about 
5 feet), 

Fly: creature with a fly speed is capable of flight, but not if itis carrying 
a heavy load (see Encumbrance, page 140). 


HiT Points 
Hit points (sometimes abbreviated "hp") represent two things in the game 
‘world: the ability to take physical punishment and keep going, and the abil- 
ity to turn a serious blow into a graze or near miss. AS you become more 
experienced, you become more adept at parrying strikes, dodging attacks, 
‘and ralling with blows such that you minimize or avoid significant physical 
trauma, but all this effort slowly wears you down. Rather than trying to 
keep track of the difference between attacks and how much physical injury 
You take, hit points are an abstract measure of your total ability to survive 
damage. 

‘As long as you have at least 1 hit point, you can act normally on your 
tur, 


Second Wind . 

| you are reduced to one-half your maximum hit points or less, you can 
catch a second wind as a swift action. This action heals one-quarter of your 
full hit point total (rounded down) or a number of hit points equal to your 
Constitution score, whichever is greater. You can catch a second wind only 
‘once per day. Certain feats or talents may allow you to catch a second wind 
‘more often, but never more than once in a single encounter. 

Only heroic characters can catch a second wind; nonheroie characters, 
creatures, objects, devices, and vehicles cannot. Exception: A nonheroic 
character that takes the Extra Second Wind feat (page 85) can catch a 
second wind once per day. 


0 Hit Points 

‘creature reduced to 0 hit points moves ~5 steps on the condition track and 
falls unconscious (see Falling Unconscious, below). However, if the damage 
that reduced the creature to 0 hit points equals or exceeds its damage 
threshold, the creature is killed instead (see Damage Threshold, below) 

‘A droid, object, oF vehicle reduced to O hit points moves ~5 steps on the 
‘condition track and is disabled (but repairable). However, if the damage that 
reduced it to 0 hit points equals or exceeds its damage threshold, the droid, 
object, oF vehicle Is destroyed instead, A destroyed droid, object, or vehicle 
‘cannot be repaired, 


Damage Threshold 
Attacks that deal massive amounts of damage can impair or incapacitate 
You regardless of how many hit points you have remaining, Your damage 
threshold determines how much damage a single attack must deal to reduce 
your combat effectiveness or, in some cases, kill you. Your damage threshold 
is calculated as follows: 


Damage threshold = Fortitude Defense + size modifier 


Size Modifier: Creatures, droids, and vehicles larger than Medium size 
gain a size bonus to their damage threshold. This size bonus is +5 for Large, 
+10 for Huge, +20 for Gargantuan, and +50 for Colossal. 

When @ single attack made against you deals damage that equals of 
‘exceeds your damage threshold, but not enough damage to drop you to 0 
hit points, you move -1 step along the condition track (see Conditions, page 
148}. If the damage reduces you to 0 hit points, you are dead. 

Droids, Objects, and Vehicles: A droid, object, or vehicle reduced to 0 hit 
points by an attack that deals damage equal to or greater than its damage 
threshold is destroyed. 

Spending a Force Point: If you are reduced to 0 hit points by an attack 
that deals damage equal to or greater than your damage threshold, you 
can avoid death by immediately spending a Force Point, even if you spent @ 
Force Point earlier in the round. A character who spends a Force Point in this 


fashion remains at 0 hit points, moves ~5 steps along the condition track 
[see Conditions, page 148), and falls unconscious. 

[Fa droid is reduce to O hit points by an attack that deals damage equal 
to or greater than its damage threshold, it may spend a Force Point in this 
manner to be disabled instead of destroyed 

Improved Damage Threshold: You can increase your damage threshold 
by taking the Improved Damage Threshold feat (page 26) 


Falling Unconscious 
‘creature pushed to the bottom of the condition track (see Conditions, page 
148) or reduced to O hit points falls unconscious. When you fall unconscious, 


you fall prone and are unable to take any actions. After 1 minute (10 rounds), 
you make a DC 10 Constitution check. On 3 success, you move +1 step on 
the condition track, regain consciousness, recover hit points equal to your 
level, and can act normally on your next turn (although you start prone) 
If the check fats, you remain unconscious for 1 hour, after which you can 
‘attempt another Constitution check. You make a new Constitution check 
every hour until you regain consciousness. If you fail by 5 or more points, 
or if you roll a natural 1 on your Constitution check, you are dead. You can't 
take 10 on the Constitution check 

If you fail a Constitution check to regain consciousness, your condition 
becomes persistent (see page 149), which means that you can't heal damage 


naturally and you can't use the recover action (see page 154) until you've 
had surgery performed on you or until you get eight consecutive, uninter- 
rupted hours of rest. 

‘An unconscious character or creature subjected to a coup de grace attack 
(see page 154) or an attack that deals damage equal to or greater than its 
damage threshold dies immediately. 

A character or creature that receives any kind of healing while uncon- 
scious immediately revives and can get up to fight again (but starts 
prone); the healed character or creature has a number of hit points equal 
10 the amount of healing it received, and it moves +1 step on the condi- 
tion track, 

Droids: When a droid is disabled (the equivalent of being unconscious), 
It moves ~5 steps on the condition track, falls prone, and is unable to take 
any actions. It remains inert and inoperative until repaired (see the Mechan- 
ics skil, page 68). A droid that is repaired immediately reactivates and can 
get up to fight again (but starts prone). The repaired droid gains @ number 
of hit points equal to the amount repaired, and it moves +1 step on the 
‘condition track. 

Objects, Devices, and Vehicles: When an object, device, or vehicle is 
disabled, it maves ~5 steps on the condition track and no longer functions. 
{tremains inert and inoperative until repaired (see the Mechanics skill, page 
68). A repaired object, device, or vehicle gains a number of hit points equal 
to the amount repaired, and it moves +1 step on the condition track. 


Death 

‘character or creature that dies cannot be brought back to life except under 
special circumstances (see the revivify ability of the Treat Injury kil, page 
74). Similarly, a destroyed droid, object, or vehicle cannot be repaired. 

The Stor Wars galaxy is a vast and perilous wilderness, and heroes who 
fight against evil and tyranny sometimes make the ultimate sacrifice. When 
‘a hero dies, the only thing a player can do is bid her character a fond farewell 
and roll up a new one. 


Natural Healing 
A living creature that gets eight consecutive, uninterrupted hours of rest 
‘egains hit points equal to its level. living creature cannot heal naturally 
If thas any persistent conditions (see next pagel, and a creature can only 
benefit from natural healing once in a 24-hour period. 

In addition to the hit points gained from natural healing, @ creature can 
fegain additional hit points from first aid or long-term care (see Treat Injury 
ski, page 74). 


CONDITIONS a 
Certain debilitating attacks reduce one's combat effectiveness instead of 
‘one's hit points. Examples include a stun grenade blast, a force march, @ 
paralyzing venom, or long-term exposure to extreme temperatures, Multiple 
‘conditions have cumulative effects and can quickly drive a creature from its 
‘normal state to unconsciousness or disable an otherwise functional droid, 
device, of vehicle 

Physically debilitating attacks are usually made against the target's For- 
titude Defense, while mentally debilitating attacks target one’s Will Defense, 
Either type of attack pushes the target along the same track 


The Condition Track 

A creature, droid, object, or vehicle not affected by any debilitating condi- 
tions is assumed to be in a “normal state," which represents one end of the 
condition track. Each debilitating effect to which it succumbs moves it one 
‘or more steps along the condition track, A creature pushed to the last step 
‘on the condition track falls unconscious {see Falling Unconscious, above), 
A droid, object, or vehicle pushed to the last step on the conditian track is 
disabled until repaired using the Mechanics skill (see page 68). 

When a device is pushed down the condition track, apply the indicated 
penalty on skill checks to any skill check made using the device. 

When a vehicle is pushed down the condition track, all of the vehicle's 
‘occupants suffer the same penalties as the vehicle itself until the vehicle is 
disabled. Penalties imposed by multiple condition tracks are cumulative; in 
other words, a vehicle's occupants suffer the effects of their own personal 
Condition tracks in addition to the effects of the vehicle's condition track, 


Removing Conditions 

‘You can improve your condition by spending three swift actions to use the 
recover action, moving +1 step along the condition track. You can spend all 
three swift actions in a single round or spread them out across consecutive 
ounds. For example, you could spend a swift action at the end of one turn 
id two swift actions at the start of your next turn to move +1 step along 
the condition track. Certain situations may prevent you from spending swift 
actions to move toward a normal state on the condition track (see Persistent 
Conditions, below), 

Resting for eight consecutive, uninterrupted haurs usually removes all 
debilitating conditions afflicting a creature and returns it to its normal 
state. Some causes of debilitation, such as poison and hunger, may prevent 
2 creature from improving its condition or returning to its normal state until 
the cause of the debilitation is treated (see Persistent Conditions, below), 


=I step} +1 step 


1 penalty to all defenses; 
ralty on attack rolls, ability checks, and skill checks: 


=1 step } +1 step 


step 3 +1 step 


~1 step f +1 step 


step t +1 step 


Persistent Conditions 

Some hazards and attacks (such as poison and disease) result in a persistent 
Condition that cannot be removed except in certain circumstances, Any time 
4 condition is persistent, you cannot use the recover action (see page 154) 
to move steps up the condition track, and you do not regain any hit points 
from natural healing. However, ance @ persistent condition is removed by 
satisfying the requirements stated in its description, you can move up the 
condition track and heal normally 

Persistent conditions do not prevent you from moving up the condition 
track by means other than the recover action or resting for B hours. For 
example, an unconscious creature that fails its first Constitution check has 
2 persistent condition from its injuries, but it still moves +1 step on the 
condition track when it makes a successful Constitution check to regain 
consciousness. 

Multiple Persistent Conditions; Sometimes you are affected by mare 
than one persistent condition. For example, you might be poisoned after 
already suffering the effects of a disease. In this case, you must satisfy the 
requirements for removing all of these persistent conditions before you can 
move up the condition track. 


INITIATIVE 

In every round during combat, each combatant gets to do something. The 
‘combatants’ Initiative checks determine the order in which they act, fram 
highest to lowest. 


INITIATIVE CHECKS 

At the start of a battle, each player makes an Initiative skill check for his 
character. (A character can make an Initiative check untrained.) The GM rolls 
tive checks for the opponents. All combatants act in order, from the 
highest Initiative check result to the lowest. A character's initiative count 
remains the same for all rounds of the combat unless a character takes an 
‘etion that causes her place in the initiative order to change (see Special 
Initiative Actions, page 161). 

‘The GM should write the names of the characters on a piece of serap paper 
in initiative order. That way, in subsequent rounds the GM can move quickly 
from one character to the next. If two combatants have the same Initiative 
check result, the character with the highest Initiative check modifier acts 
first. If there is still a tie, roll a die. 

To save time, the GM can make a single Initiative check for all of the bad 
‘guys, rolling 1420 and adding the lowest Initiative check modifier in the 
group. That way, each player gets a turn each round and the GM also gets 
‘one turn. At the GM's option, however, he can make separate Initiative checks 
for different groups of opponents or even for individual foes. For instance, 
the GM may make one Initiative check for an Imperial officer and another 
check for his squad of stormtroopers. 


JOINING A BATTLE 
Hfcharacters entera battle after it has begun, they make their Initiative check 
at that time and act whenever their turn comes up in the existing order. 


FLAT-FOOTED 

In any battle that begins with a surprise round (see Surprise, below), you 
start the battle flat-footed, You remain flat-footed until your first regular 
turn in the initiative order. You can't apply your Dexterity bonus (if any) to 
your Reflex Defense while flat-footed, 


SURPRISE 

When combat starts, if you are not aware of your enemies but they are aware 
of you, you're surprised. If you know about your opponents but they don’t 
know about you, you surprise them. 


AWARENESS AND SURPRISE 
Sometimes all the combatants on a side are aware of their opponents; 
sometimes none are; sometimes only some of them are. Sometimes @ few 
combatants on each side are aware and the other combatants on each side 
are unaware 


Determining Awareness 
The GM determines who is aware of whom at the start of a battle. She may 
call for Perception checks to see how aware the characters are of their 
opponents, Some example situations: 


‘The mission team enters a cantina and immediately spots a gang of 
Rodians. Alert and watchful, the Rodians also notice the heroes. Both 
sides are aware; neither is surprised. The heroes and the Rodians make 
Initiative checks, and the battle begins. 

‘© While exploring an abandoned armory, the heroes are being watched by 
‘a pack of Jawas. The Jawas lurk in hiding places, waiting for the right 
time to strike and defend their new lair from the intruders. Sia-Lan spots 
‘one of the Jawas as it tries to sneak behind a partially destroyed battle 
‘droid, The Jawas shriek and leap ftom their hiding places, surrounding 
the heroes. The Jawas and Sia-Lan each get to act during the surprise 
round, The other heroes, caught unaware, can't act. After the surprise 
round, the first regular round of combat begins. 

‘The mission team advances down a dark corridor in the space-station 
fortress of Grumbog, an alien warlord, using glow rods to light the way. 
At the end of the corridor, three of Grumbog's soldiers have set up an 
E-Web repeating blaster. They fire the weapon, sending a powerful blast 
down the corridor, That's the end of the surprise round. After determin 
ing whether any of the heroes were hit and calculating damage, the GM 
announces that the first regular round of combat begins. The mission 
team is in @ tough spot, since they are facing a powerful weapon and 
still can’t see who is attacking them. 


The Surprise Round 

Ifsome but not al of the combatants are aware of their opponents, a surprise 
‘ound happens before regular rounds begin. The combatants who are aware of 
their opponents can act in the surprise round, so they make Initiative checks. 
In initiative order (highest to lowest), combatants who started the battle 
aware of their opponents each take a single action— standard action, 2 move 
‘action, or a swift action—during the surprise round. If no one is surprised, 2 
surprise round doesn’t occur. 

Unaware Combatants: Combatants who are unaware at the start of 
battle do not get to act in the surprise round. Unaware combatants are flat- 
footed because they have not acted yet, so they do not apply their Dexterity 
bonus (if any) to their Reflex Defense. 


TYPES OF ACTIONS 
The fundamental combat actions of maving and attacking cover 
‘what you want to do in a battle. They/re all described here and si 
in Table 9-1: Aetlons in Combat, 


STANDARD ACTIONS 
A standard action is usually the most important action you'll take in 
and it often consists of some sort of attack—swinging a lights 
a blaster, throwing a punch, hurling a grenade, and so on. You can 
‘one standard action in a given round of combat, 

‘A standard action could be any one of the follawing: 


Attack with a Melee Weapon 

With a melee weapon. you can strike any enemy in a square you can 
‘Small and Medium characters threaten the squares adjacent to them 
‘creatures may threaten a larger number of squares, as defined by 
(see Reach, page 161). 

Two-Handed Melee Weapons: When you wield a melee weapon th 
handed, add double your Strength bonus (if any) to the damage. This 
‘Strength modifier does not apply to light weapons (weapons smaller 
your size). 

Improvised Weapons: Sometimes objects not crafted to be 
get used: chairs, bottles, crates, and so on. Because these objects 
designed for such use, characters who use improvised weapons are 


GM determines the size and damage dealt by an improvised weapon, 


Attack with a Ranged Weapon 


line of sight. A target is inline of sight if there are no obstructions (i 
ing other characters) between you and the target. The maximum 
of a ranged attack depends on the weapon used (see Table B-5: 
Ranges, page 129), 

‘A ranged weapon can attack a target at point blank, short, 

Jong range. If you make a ranged attack against a target 

point blank range, you take no penalty on the attack roll; Your p 
attack rolls increases to -2 at short range, ~5 at medium range, 
at long range. 

Improvised Thrown Weapons: Sometimes objects not crafted 
‘weapons get thrown: small rocks, vases, pitchers, lightsabers, and $0 f0 
Because these objects are not designed for such use, characters WhO 
improvised thrown weapons are treated as not proficient with them and tk 
‘a ~5 penalty on their attack rolls, The GM determines the size and 
dealt by an improvised thrown weapon. 
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ignore an object's damage reduction 
of the Strength check to disable the abject. 


ietion, you can aid an ally's next skill check or attack roll, or 
re with an enemy's attacks. 

‘Skill Check or Ability Check: You can help another character 
#5501 her skill check or ability check by making the same kind 
‘Or ability check in a cooperative effort. If you roll 10 or higher 
®k, the character you are helping gains a +2 bonus on her check. 

10.0n a skill check or ability check to ald another. 
JAN Attack Roll: In combat, you can aid another character's attack 
NW an opponent to avoid your own attacks, making it more difficult 
your ally Select an opponent and make an attack against a 
Of 10, Ifyou succeed, you grant a +2 bonus on a single ally's 


oll against that opponent. 
‘an Enemy: in combat, you can distract or interfere with an 
aking his attacks more difficult. Select an opponent and make an 
8 Retlex Defense of 10. If you succeed, that opponent takes 
NY on its next attack roll, 


HIT DAMAGE STRENGTH 
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15 2020) 
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15 20 (20) 
110080135) 
2150 35 60 (40) 


‘Metal bars (2 cm thict) 0 30 Fy 40 (30) 


Pesmacrete wail (30cm thick) 10150 - $038) 
Metal wall or hull (15cm thick) 10180 60 (40) 
‘Wooden door (5 em thick) 53 10105) 
‘Metal door of airlock (Sem thick) 10 30 ‘50 (35) 
‘Blast door (50 cm thick) 10 750, 


Attack an Object 

‘Sometimes you need to attack an object such as 8 door, a control console, oF 
‘held weapon, either to destroy it or to bypass it. An unattended, immobile 
object has @ Reflex Defense of § + its size modifier; an unattended, moving 
object has a Reflex Defense of 10 + its size modifier. If you hit it, you deal 
damage as normal. However, an object usually has damage reduction (OR), 
Which means that any attack that hits it has its damage reduced by the 
indicated amount. (Lightsabers ignore an object's damage reduction.) An 
object reduced to 0 hit points is disabled. If the damage that reduces the 
object to 0 hit points also equals or exceeds the object's damage threshold, 
the object is destroyed instead. 

Like characters, objects become increasingly debilitated if they take alot 
‘of damage at once. fan object takes damage from a single attack that equals 
or exceeds its damage threshold, it moves 1 step on the condition track. An 
‘object that moves ~5 steps on the condition track is disabled, 

Held, Carried, or Worn Objects: A held, carried, or worn object is much 
harder to hit than an unattended object and has a Reflex Defense equal to 10 
+ the object's size modifier + the Reflex Defense of the holder (nat counting 
‘armor bonus or natural armor bonus, if any). 


cease cable) 5 ee 


Glass (¢uraplex, plastex) en 


1 per em of thickness 
= prem oF thickness 
Ceramic (ceramistee!) 1 per em of thickness 
“Hard plastic (duraplast,plastee!) —-Zperem of thickness 
‘Wood (synthwood ar any natural variety) 5 per em of thickness 
SS perce of thickness 
‘Stone (permacrete, ferracrete) 5 per em of thickness 
Heavy metal (duranium, lanthanide) 15 per cm of thickness 


Oper em of thickness, 


Multipart Objects: Very large objects can have separate hit point 
totals for different sections, For example, you can break the window of an 
airspeeder without destroying the whole speeder. 

The Right Weapon for the Job: The GM may determine that certain 
weapons just can't deal damage effectively to certain objects. For example, 
you will have a hard time breaking open a blast door with a cesta or cutting 
2 cable with a club, The GM may also rule that certain attacks are especially 
successful against some objects. For example, i's easy to sheer or ignite 3 
curtain with a lightsaber. 

Strength: All objects have a Strength score that represents their innate 
ability to bear weight (see Encumbrance, page 140). An object supporting 
weight in excess of its heavy load moves -1 step along the condition track 
immediately and another ~1 step each round on the same initiative count. 
{Fan object is supporting weight in excess of twice its heavy load, it is 
immediately disabled. 

Breaking an Object: When you try to break something with sudden force 
rather than by dealing regular damage, use a Strength check to determine 
whether you succeed. The DC depends mare on the construction of the item 
than on the material (see Table 9-1: Statistics for Objects), but itis usually 
equal to 15 + the object's Strength modifier. Attempting to break an object 
{sa standard action. Ifthe abject has moved steps down the condition track, 
apply the condition penalty to the object's break DC. 

Object Statistics: Use Table 9-1: Statistics for Objects and Table 9-2: 
Statistics for Substances to determine or extrapolate the statistics for any 
iven object. 


Charge % 

‘As a standard action, you can move your speed (minimum 2 
‘straight line through unobstructed terrain, and then make a melee; 
‘the end of your movement. You gain a +2 bonus on your attack roll 
‘a -2 penalty to your Reflex Defense until the start of your next 
‘cannot charge through low objects, difficult terrain, or squares 
‘enemies, but allies do not hinder yaur charge. 


Disarm 
{As a standard action, you may attempt to disarm an opponent, fo 
+0 drop one weapon (or other object) that he is holding, 

‘Making a Disarm Attack: Make a normal melee attack roll agai 
‘opponent, who gets a +10 bonus to his Reflex Defense. If your g 
holding the weapon with more than one hand, you take a ~5 penalty on 
attack roll to disarm him. 

If the attack succeeds, your opponent is disarmed. If you 
‘disarm your opponent with an unarmed attack, you can take the: 
weapon, Otherwise, it's on the ground at your opponent's feet (in his 
ing space). 

{f your disarm attack fails, your opponent can make an immedi 
attack against you. 

Improved Disarm: If you have the Improved Disarm feat (see pal 
you get @ +5 bonus on your melee attack roll to disarm an oppo 
your opponent doesn’t get to make an immediate free attack against 
your disarm attack fall. 

Ranged Disarm: If you have the Ranged Disarm talent (see page 
‘you can attempt to disarm your opponent with a ranged attack, Ifthe af 
fail, your opponent doesn't get an immediate free attack against you. 


Fight Defensively 
‘Asa standard action, you can concentrate more on protecting yourself th 
hurting your enemies. You can take a -5 penalty on your attack ros 
a +2 dodge bonus to your Reflex Defense until the start of your next) 
If you choose to make no attacks until your next turn (not even at 
opportunity), you gain a +5 dadge bonus to your Reflex Defense 
start of your next turn. 

‘Acrobatics: If you are trained in the Acrobatics skil,you instead ge 
+5 dodge bonus to your Reflex Defense when you fight defensively, oF 4 
dodge bonus if you choose to make no attacks. 


Grab 

Asa standard action, you can make a grab attack, A grab attack ist 
as an unarmed attack except that it doesn't deal damage and you t 
~5 penalty on the attack roll. You can only grab an opponent up {0 0 
category larger than yourself, and only ane opponent at a time. 


|x breaks the grab, @ grabbed creature takes a ~2 penalty on attack 

jt uses.a natural weapon ora light weapon. Additionally, it annot 

i) Itbreaks the grab. Breaking the grab is a standard action and 

ically clears one arabber per character level, (The grabbed creature 
‘which grabbers it clears if there are any left over.) 


Hf the grappling attack hits, you and the target immediately 
‘grapple checks. A grapple check is 1420 + base attack bonus 

‘or Dexterity modifier (whichever is higher) + size modifier (see 
ae result equals or exceeds the target's check result, the 


ets of grapple depend on the specific feat or combination of 
‘are using (see the feat descriptions in Chapter 5: Feats): Pin, Pin 
h Tip, oF Trip and Throw. 
Iv, IF you are armed with a light weapon, you may deal damage 
spor if you win the opposed grapple check; no attack roll is 


modifies for the grapple check are as follows: Fine, -20; Diminutive, 
10; Small, -S; Medium, +0; Large, +5; Huge, +10; Gargantuan, 
ACTIONS 


represents physical movement. The mast common move action 


your standard action. With the exception of specific movement 
‘most move actions don't require skill checks. In some cases 


Imades of movement are also covered by this type of action, 
and riding an animal, 


a Weapon 
9.8 weapon is a move action. 
have the Quick Draw feat (page 87), you can draw or 
| 85 a swift action instead of a move action. 


Manipulate an Item 

Manipulating an item includes drawing or holstering 2 weapon, picking up an 

item, loading a weapon, opening 2 door, or moving a heavy object. 
Retrieve a Stored Item: Retrieving an item out of a backpack, carrying 

ase, or other closed container requires two move actions, one to open the 

container and one to get the item. Holsters, utility belts, and bandoliers are 

‘not considered to be closed containers for this purpose. 


Stand Up 
‘Standing up from 2 prone position requires a move action. 

‘Acrobatics: If you are trained in the Acrobatics skill (see page 62), you 
can stand up from a prone position as a swift action with a successful DC 
15 Acrobatics check. 


Withdraw 
You can withdraw from combat as a move action. To withdraw, the first 1 
square of your movement must take you out of your opponent's threatened 
area by the shortest possible route. If you must move more than 1 square 
to escape the threatened area, you can't withdraw. You can move normally 
{take a move action) in order to escape an opponent, but you provoke an 
attack of opportunity when doing so. 

Once you clear the threatened area, you may continue to move, up to a 
total of half your speed, 

You can disengage from more than one opponent in the same action, but 
only if you can clear all threatened areas in your first 1 square of movement. 

Disengaging protects you from attacks of opportunity during your first 
square of movement, but you may provoke attacks of opportunity later in 
your turn (for example, you may move through another character's threat- 
‘ened area). 


SwieTt ACTIONS 
Things that require very little time or effort can be accomplished with a swift 
action. Some actions, feats, and talents require one or more swift actions 
to perform. You normally get one swift action per round, but you can take a 
second swift action instead of a standard action or move action, and you can 
take three swift actions in a round if you give up both your standard action 
and move action. Multiple swift actions usually have to occur on the same 
round or consecutive rounds, and some actions require that the multiple 
swift actions be consecutive (that is, no other action interrupts them). This 
is noted in the action’s description. 
‘Swift actions include the followir 


Activate an Item 
A swift action allows you to activate an item. Starting a vehicle, turning on a 
‘computer, and lighting a fusion Lanter are all examples of activating an item. 


Aim 
2 Swift Actions 
‘You can take two consecutive swift actions in the same round to more care- 
fully fine up a ranged attack. When you do so, you ignore all cover bonuses 
to your target's Reflex Defense on your next attack. You still must have line 
of sight to the target, however. 

You lose the benefits of aiming if you lose line of sight to your target or 
if you take any other action before making your attack. 

Careful Shot: If you have the Careful Shot feat (page 62), you gain a +1 
bonus on your ranged attack roll when you take the time to aim first, 

Deadeye: If you have the Deadeye feat (page 84), you deal extra damage 
when you take the time to aim first. 


Catch a Second Wind 

‘Asa swift action, you can catch a second wind (see Second Wind, page 146). 
You can only catch a second wind once per day. Only heroic characters can 
catch a second wind; nonheroic characters, objects, devices, and vehicles 
cannot. 

Extra Second Wind: This feat (described on page 85) allows a heroic 
character to catch a second wind one extra time per day (but never more 
than once in a single encounter). A nonheroic character that takes the Extra 
‘Second Wind feat can catch a second wind once per day. 


Drop an Item 

Dropping an item is a swift action (but picking one up is @ move action), 
You can drop an item so that it falls on the ground in your fighting space or 
lands in an adjacent square. 


Fall Prone 
Falling into a prone position requires a swift action. 

‘Acrobatics: If you are trained in the Acrobatics skill (see page 62), you 
can fall prone as a free action with a successful DC 15 Acrobatics check. 


Recover 

3 Swift Actions 

‘You can spend three swift actions in the same round or across consecutive 
rounds to move +1 step on the condition track (see Conditions, page 148). 
You cannot use the recover action while affected by a persistent condition 
(see Persistent Conditions, page 149). 


‘Switch Weapon Mode 

‘Some weapons have multiple weapon modes. Examples include blaster pistols, 
which have both 2 lethal setting and a stun setting, and blaster carbines, 
which have both a single-shot mode and an autofire mode. Switching to 
another weapon mode takes 2 swift action. 


FULL-ROUND AcTIONS 
‘Afull-round action consumes all of your effort during @ given ra 
tively replacing all other actions on your turn. A full-round 
‘span multiple rounds; for example, you cannot perform a full-ro 
‘that replaces your move action and swift action in the first round: 
standard action in the following round. 

Full-round actions include the following: 


Coup de Grace 
Asa full-round action, you can use 3 melee weapon to deliver a: coup | 
to a helpless creature or droid, You can also use a ranged weapon, 


instantly, or, in the case of a droid, is destroyed. An unconscious of 
defender hit by a coup de grace also dies or is destroyed instantly, 
‘You can't deliver a coup de grace against a vehicle or object. 


Full Attack 

‘Asa full-round action, you can make more than ane attack, To gain 
attacks, you must be wielding two weapons, wielding a double 

‘or using a special ability that grants extra attacks. When making 
attacks, you may resolve your attacks in any order desired, dec 
target of each attack immediately before making the attack rll, Extra. 
‘granted from different sources are cumulative, Any penalties associat 
gaining an extra attack apply to all attacks that character makes unth 
start of his next turn. 

‘Attacking with Two Weapons: As a full-round action, a characterarm 

ith two weapons can attack once with each weapon, but the chart 
2-10 penaity on all attacks for the round. This penalty assumes that thes 
acter is proficient with the weapon in hand; apply an additional -5 
‘on the attack rol if the character is not proficient with the weapon. 

‘A character armed with three or more weapons still only gains one ex 
attack, but that character may choose which weapon it wishes to 
this extra attack each round. 

‘Attacking with a Double Weapon: As a full-round action, a ch 
armed with 2 double weapon (such as a double-bladed light: 
attack once with each end of the weapon, but the character takes 
penalty on all attacks for the round. This penalty assumes that the 
acter is proficient with the weapon; apply an additional ~5 penalty 
attack roll if the character is not proficient with the weapon. (A 
‘who chooses to attack with only one end of a double weapon can do} 

a standard action.) 

Dual Weapon Mastery: The Dual Weapon Mastery feats (see p 

reduce the -10 penalty on attack rolls when fighting with two 


both ends of = double weapon. A character with all three Dual Weapon 
ery feats negates the ~10 penalty entirely 
Double Attack and Triple Attack: The Double Attack Feat (see page 84) 
Blows-a character to make one extra attack during a full attack, but the 
Gharacter takes 2-5 penalty on all attacks until the start of his next turn 
Me Triple Attack feat (see page 89) allows a character to make one extra 
Ipiteck in addition to that granted by Double Attack, giving the char. 
PW padattional~5 penalty (total ~10 penalty) on al attacks until the start of 
Hisnext turn, f the characteris armed with more than one weapon, he may 
Ichoose which weapon (oF weapons) he will use to make each extra attack 


Run 

SYoWican tun ws a fulleround action, moving up to four times your speed In 
straight lie (or thvee times your speed in a straight line if wearing heavy 
limmor or carrying a heavy load). See the Endurance skil (page 66) for run 
= ing rues 


SPECIAL COMBAT 
RULES 


Mis section describes various special rules that arise during combat. The 
Iles are presented alphabeticaliy by topic 


AREA ATTACKS 
Ibitaln weapons and effects, such as grenades, autofire weapons, or the 
Herce slam power, target al creatures in a given area instead of a single 
target 
When you make an area attack, you make a single attack roll and compare 
BME result to the Reflex Defense of every target in the area, Creatures you 
Rake full damage, and creatures you miss take half damage 
Autofire Weapons: A weapon set on autofire targets a 2-square-by-2- 
Pilite trea (see Avrotire, below, for more information) 
Burst Radius: Grenades and explosives usually have @ burst radius, Whe 
Make an area attack with such a weapon, you must decide where to 
Her the burst before you make the attack rol, The center of a burst is 
5 0n the corner of a square (at the “crosshairs") 
Weapons: Some weapons havea splash radius. When you mate an 
Bagainst a target, that target takes fll damage if your attack roll equals 
els the its Reflex Defense and half damage ifthe attack misses. Also 
Me your attack roll against the Refiex Defense of every target adjacent 
Buimary target; these adjacent targets take nalf damace if the attack 
ior no damage if the attack misses, 
mn: A character with the Evasion talent (see page 50) takes half 
{8 from a successful area attack and no damage from an area effect 
His Reflex Defense 


ATTACKS OF OPPORTUNITY 

‘an enemy moves out of a square adjacent to you or performs an action that 
forces him to let down his guard, 
against th 

al 


can make a single, immediate attack 
enemy (even if you've already acted during the round). This is 
an attack of opportunity. 


You can only make attacks of opportunity with melee weapons, natural 
weapons, pistols, carbines, and any weapon with a folded stock. You may 
also make attacks of opportunity while unarmed if you have the Martial 
Arts | feat 


| Guard B 


Royal Gi 


Provoking an Attack of Opportunity 
‘Two actions can provoke attacks of opportunity: 


* Moving out of a threatened square. 
* Performing an action that distracts you from defending yourself and lets 
‘your guard down while within a threatened square. 


‘Most characters threaten the squares adjacent to them: larger characters 
threaten all squares within their reach (see Reach, page 161). A creature only 
threatens an area if itis armed with a natural weapon, a melee weapon, 3 
pistol, a carbine, or any weapon with 2 folded stock. 

‘Moving Out of a Threatened Square: When you move out of a threat- 
ened square, you generally provoke an attack of opportunity. You do not 
provoke an attack of opportunity if you use the withdraw action (see page 
153) or if you successfully tumble (see Acrobatics skill, page 62) 

Performing an Action that Distracts You: Some actions, when per- 
formed in a threatened area, provoke attacks of opportunity because they 
‘make you divert your attention from the fight at hand. The following actions 
provoke attacks of opportunity: 


Making an unarmed attack without the Martial Arts | feat 
Ari 
Loading a weapon 

Picking up an item 

Retrieving a stored item 

Moving into an enemy's square 

Using any skill that distracts you or forces you to drop your guard (GM's 
determination) 


Making an Attack of Opportunity 

‘An attack of opportunity is a single free attack, and you can only make 
‘one attack of opportunity per round. You don't have to make an attack of 
‘opportunity if you don't want to. An attack of opportunity is always made 
at your full attack bonus, minus any situational penalties you suffer. 

You can't make an attack of opportunity if you'te flat-footed. 

Combat Reflexes: If you have the Combat Reflexes feat [page 83), you 
can make mare than one attack of opportunity during @ round, and you may 
make an attack of opportunity while flat-footed. However, you may only 
make one attack of opportunity per provoking action. (Moving any number 
of squares is treated as.a single provoking action.) 


AUTOFIRE 

Any ranged weapon that has an autofire setting can be set on autofire as @ 
swift action, Table 8-4: Ranged Weapons [page 126) indicates whether or 
not a specific weapon has an autofire setting. Some weapons, such as E-Web 
repeating blasters, operate only in autofire mode. 


Autofire is treated as an area attack (see Area Attack, 
target a 2-square-by-2-square area, make assingle attack roll ata 
‘and compare the result to the Reflex Defense of every creature in 
Creatures you hit take full damage, and creatures you miss take half day 
‘Autofire consumes ten shots or slugs, and it can only be used ifthe, 
has ten shots or slugs in it. 

‘Autofire-Only Weapons: If you are using an autofire-only 
you may brace your weapon by taking two swift actions in the sa 
immediately before making your attack. When you brace an aul 
weapon, you take only 2 ~2 penalty on your attack roll when 
autofire attack or using the Burst Fire feat (see below), 

Only heavy weapons, rifles, and pistols with an extended stack 
125) can be braced. 

rst Fire: The Burst Fire feat (see page 82) allows you to use a: 
set on autofire against a specific creature instead of an area. You. 
~S peralty on your attack roll but deal +2 dice of damage. Using bi 
expends half as many shots or slugs (five instead of ten). Ths is not 
sidered an area attack, so the damage cannot be reduced using the 
talent (see below. 

Evasion: A character with the Evasion talent (see page 50) 
damage from a successful autofire attack and no damage from an a 
attack that misses his Reflex Defense (also see Burst Fire, above). 


CONCEALMENT 

Concealment encompasses all circumstances where nothing physkall 

a blow or shot but where something interferes with an attacker’ ac 
‘An attack that would normally hit might actually miss because the 
hhas concealment. A target might gain concealment from fog, smokes 
lighting, tall grass foliage, or other effects that make it difficult to 
the target's location. 

To determine whether your target has concealment from your 
attack, choose a corner of your square, If any line from this commer 
corner of the target’s square passes through a square or border that prov 
concealment, the target has concealment. When making @ melee 
against an adjacent target, your target has concealment if his spaces 
within an effect that grants concealment (such as a cloud of smokeh 

If you attack a target with concealment, you take 3 -2 penalty On 
attack roll, Multiple sources of concealment (such as a defender in & 
night, with no illumination) do not apply additional penalties. 

Ifyou attempt to notice a target with concealment, you take 3-5) 
con your Perception check. 

Ignoring Concealment: Concealment isn't always effective. Fo 
23 character with low-light vision ignores concealment from darkness 
total concealment; see below). Likewise, a character with darkvision 
all conceaiment from darkness (even total concealment), 


| obstructions work normally against 


Fog, smoke, foliage, and other vi 
Pperacers with darkvision or low-light vision. 


Total Concealment 
Hp youtave line of effect toa target but not line of sight [fr instance 


eis in total darkness or if you're blinded), he is considered to have t 
Ipancealment from you. You can't attack an opponent that has total conceal 
Trent, though you can attack into a square that you think he occupies 


you atta 
Gifack roll. You can't make an attack of opportunity against an opponent 


4 target with total concealment, you take a -5 penalty on y 


With total concealment, even if you know what square or squares the oppo 
rent occupies 


Hiyou attempt to notice a target with total concealment, you take a -10 


[penalty on your Perception check 


CoveER 
res and terrain feat ide cover against attacks. A creature 
with cover gains 2 +5 cover bonus to its Reflex Defense, no matter how 
many creatures and terrain features are between jt and the attacker. Terrain 
tures that provide cover include trees, walls, vehicles, and cargo crates. 

To determine whether an enemy has cover, choose a corner of the attack- 
1's square. If any line from this corner to any corner of the target's square 
passes through a barrier or any square occupied by a creature, the target has 
over. The target does not have cover if the line runs along or touches the 
hat would atherwise provide cover. 


an p 


of 2 wall or other squat 
‘An adjacent enemy never has cover. 
Big Creatures and Cover: Any creature with a fighting space larger than 
square determines cover against melee attacks slightly differently than 
cupies to 
determine whether an opponent has cover against ts melee attacks, Similarly, 


smaller creatures. Such a creature can choose any square that it 


TUsken Raider A 


Mace 


Rancor 
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when making @ melee attack against such a creature, you can pick any of the 
squares it occupies to determine whether it has cover against you. 

Cover and Attacks of Opportunity: You can't make an attack of oppo 
tunity against an opponent with ve to you 

Cover and Stealth Checks: You can use caver to make 2 Stealth check 
Without cover, you usually need concealment (see above) to make a Stealth 
heck 

Low Objects and Cover: Low abjects provide cover 
squares. However, the attacker ignores low obje 
er's space and in adjacent 
the a 


tures in those 


sin its own fighting space and 


adjacent squares. Low objects in the atta 
don't provide cover to enemies; essen 


Improved Cover 

In Some cases, cover may provide a greater bonus to Reflex Defense 
stance, 2 character peeting around 2 corner or through @ narrow aperny 
has even better cover than a character standing behind a low wall ora 

speeder In such situations, double the normal coverbonus to Rete Def 
+10 instead of +5).A creature with improved cover takes no damage fag 


that fail to hit its Reflex Defense. Furthermore, improved ¢ 

ides 2 +5 bonus on Stealth checks. 7 
The GM may impose 

ing on the details oft 


ther penalties or restrictions to attacks depend 
cover, For example, to strike effectively throughge 
gun port, you need to use & long thrusting weapon, such as a lightsaber 


ing to get through a narrow silt 


Total Cover 

If you don’t have line of effect to your target (for instance, fhe is complete 

behind @ high wall), dered ta have total cover from you. You cane 
ck against a target that has total cover : 


DAMAGE REDUCTION (DR) 
A creature or object with damage reduction (OR) ignores & certain abd 
of damage from every attack, The amount of damage it ignores is ala 

example, an object with DR 10 ignores the first 10 polis gh 

attack 

Damage reduction is sometimes bypassed by one or more specific damage 
types (noted after the DR value). For example, a creature with DR Senta 
ignores 5 point of damage from any source except one that deals ene 
damage (such as from a blaster) Similarly, a creature with OA 10/pietaing 


indicated. 


damage from es 


ashing ignores 10 points of damage from any source except one thi 
deals piercing or slashing damage 
s grant damage reduction, When a character with multiple 
amage reduction takes damage, use whichever damage reductleg 
value most benefits the character, based on the type of damage. For examples 
a character with DR 1 and DR 10/energy is struck by a blaster, it's Det 
for the character to apply his DR 1 against the attack (since OR 10/enetil 
is bypassed by blaster) 

Lightsabers: Lightsaber ignore damage reduction unless specificilf 


DIAGONAL MOVEMENT ; 
Moving diagonally costs double. When moving or counting along a diadofit 
ath, each diagonal counts as 2 squares, as shown in Diagram 9-3. FAG 

onally through low objects or difficult terrain, the GOSH 

movement doubles twice (that is, each square counts as 4 squares). 

move diagonally past the corner ar end of a wall al 


acter moves 6 


sto 3 grid corne: 


DIFFICULT TERRAIN 
Pete round, buckled deck plating, and similar obstacles are collectively 
Mito as dificult terrain. costs twice as much to mave into a square 
difficult terrain, Creatures of Lage size and bigger must pay the 
Fe or moving arose iu tein any part ofthe Mating 
fe moves into uch a square 
yticult terrain doesnot block ine of sight or provide cover. 


ENCUMBRANCE AND SPEED 
Mearing medium or heavy armor or carrying a heavy load reduces 
IGhratter’s speed to three-quarters normal (4 squares if your base speed is 


Ibsquares, 03 squares if your base speed is 4 squares). While wearing heavy 
Hnmor or carrying a heavy load, you can run at triple your speed. 
Acharacter with a fly speed cannot fly while carrying a heavy load. 


FIGHTING SPace 
The squares that a creature occupies on the battle map are collectively 
Teferred fo as Its fighting space. Small and Medium creatutes (inc 
TosK characters) have a fighting space of 1 square. Large creatures have 
fighting space of 4 squares (2 squares on aside). Huge creatures have a 
Mghing space of 9 squares (3 squares on aside). Gargantuan and Colossal 
{LUTES have much larger Fighting spaces. 


FLANKING 

UfYoU are making a melee attack against an opponent and you have an ally 

Bhithe other side of the opponent so thatthe opponent is dvectly between 

he wo of you, you are flanking that opponent. You gain a +2 flanking 
Poti on your melee attack roll. See Diagrams 9-4 and 9-5 for examples 


‘Of flanking, 


You don't gain a flanking bonus when making a ranged attack 


HELPLESS OPPONENTS 
IBtelbless opponent—one who is bound, sleeping, unconscious, or otherwise 
Hout mercy-is an easy target. You can sometimes approach a target that 
ite of your presence, get adjacent to it, and treat it as helpless. If the 
Slncombat or some other tense situation, and therefore ina state of 
Wareness and readiness or ifthe target can use its Dexterity bonus 
Brave its Reflex Defense. then that target can't be considered unaware 
Bal reasonable precautions taken by a target-including stationing 
ds, placing its back to a wall, or being able to make Perception 

HO precludes catching that target unaware and helpless. 
ing a Helpless Opponent: A melee attack against a helpless 


Bt gains a +5 bonus on the attack roll (equivalent to attacking a 


HBiOet), A ranged attack gets no special bonus. In adition, a helpless 


HF tanit ada its Dexterity bonus (if any) to its Reflex Defense. In 


re is treated as if it were 0, so its Dexterity modifier 


to Reflex Defense is -5 


1ON DAMace 
lon pistols and ion rifles emit powerful bursts of electrostatic energy that 
ble droids, vehicles, and electrical devices in much the same way 
stun weapons can incapacitate living creatures. 

When you make a successful attack with a weapon that deals ion 
damage, first subtract half of the ion damage from the target's hit points, 
Creatures that do not have cybernetic prosthetics are singed by the jon 
energy but suffer no other ill effects. Droids, vehicles, electronic devic 


and cybernetically enhanced creatures may suffer additional effects, as 
noted below. 


If the ion damage reduces the target's current hit points to 0, the target 
moves ~5 stepson the condition track and is either knocked unconscious 
or disabled (see Falling Unconscious, page 147). 

If the ion damage (before being halved) equals or exceeds the target's 
damage threshold, the target moves -2 steps on the condition track. 


LINE OF SIGHT 
A chatactet can target an enemy that he can See, which isto say, any enemy 
within his line of sight, Draw an imaginary line from any point in the attacker's 


a 
Obi-Wan Kenobi 


Super Battle Droid 


Anakin Skywalker 


fighting space to any point in the target's fighting space. Ifthe player 
controls the attacking character can draw that line without touchiqgh 
square that provides total cover (a wall, closed door, or similar barrieq} 
total concealment (thick smoke, total darkness, or anything else that pr 
visibility), that character has line of sight to the target. 

A line that nicks» corner or runs along a wall does not provide ling 
sight. Other characters and creatures, low objects, difficult tera, and pig 


do not block line of sight. 

Line of Effect: Line of effect works just like line of sight, but It ignop 
squares that provide total concealment, For example, a character who is blinds 
or in total darkness doesn't have line of sight to any target, but that chardbtem 
has line of effect to any target that doesn’t have total cover, 


Ki-Adi-Munti 


Dwarf 
Spider 
Droid 


Agen Kolar 


ING THROUGH 
UPIED SQUARES 
you can pass through an occupied square. 
@u ean move through a square occupied by any character, creature, 
doesn't consider you an enemy 
for Unconscious Enemy: You can move through a square occupied 
that doesrit present an obstacle, uch as one who is dead, 


uch Larger or Smaller Enemy: Any character can move through 2 
pecupied by an enemy three or more size categories lager or smaller 
g character, 
JA character trained in Aerobatics can attempt to tumble 
penemy’s fighting space (see the Acrobatics skill, page 62). 


i= TARGETS 
ks, talents, feats, and Force powers can knock a character prone. 
ter takes» -5 penalty on melee attack rolls, Melee attacks 
prone character gain a +S bonus, while ranged attacks made 
Ea prone character take a 5 penalty, Being prone may also give a 
‘total cover instead of normal cover (for example, being prone 
wall) subject to the GM's discretion. 


each determines the distance it can reach when making a melee 

eatute threatens all squares within its reach, Small and Medium 

\have a reach of 1 square, which means they can make melee 

agains targets in adjacent squares. Larger creatures tend to 
Teach and, consequently a bigger threatened area, 

tf Creatures: A creature with greater-than-normal reach (more 

} ean stil attack opponents directly next to it. Acreature with 

V normal reach usualy gets an attack of opportunity against an 

hen the opponent approaches it, because the opponent must 


Within its threatened area before making a melee attack. 
Fine, Diminutive, or Tiny creature must be in 
attack you; moving into your square provokes an attact of 
You can attack into your awn space if you need to with 2 melee 
‘@Fanged attack), so you can attack very small opponents 


RATING (SR) 
€5, and vehicles have a shield rating (SR). Whenever a 
takes damage from an attack, reduce the damage by the 
Femaining damage (if any) is dealt to the target's hit points, 
ge reduction normally. 


Shield Damage: if the damage dealt by an attack exceeds the target's 
‘SR, reduce the shielé rating by 5. This reduction is cumulative, 50 3 target's 
‘shield rating can eventually be reduced to zero. A character may recharge the 
shields ofa device or vehicle by spending three swift actions on the same or 
‘consecutive rounds to make a DC 20 Mechanics check: ifthe check succeeds, 
‘the target's SR improves by 5 points (up to its normal maximum). A droid 
‘may recharge its own shields by spending three swift actions on the same or 
‘consecutive rounds to make a DC 20 Endurance check; if the check succeeds, 
ts current shield rating improves by 5 points (up to its normal maximum). 


SHOOTING OR THROWING INTO 

A MELEE 

Ifyou shoot a ranged weapon or throw a weapon at an opponent that is adja~ 

cent to one or more of your allies, you take a 5 penalty on your attack rol 

This penalty accounts for the fact that you're trying not to hit your allies, 
Precise Shot: If you have the Precise Shot feat (page 87), you don’t take 

this penalty. 


SPECIAL INITIATIVE ACTIONS 
Usually you act as soan as you can in combat, but sometimes you want to act. 
later, at a better time, or in response to the actions of someone else. 


Delay 

By choosing to delay, you take no action when your turn in the initiative 
order arrives. Instead, you act normally at whatever later initiative point you 
decide to act. When you delay. you voluntarily reduce your own initiative 
count forthe rest ofthe encounter. When your new, lower initiative count 
‘comes up later in the same round, you can act normally. You can specity this 
‘new initiative result or just wait until some time later in the round and act 
at that time, thus fixing your new initiative result at that point 

Delaying is useful if you need to see what your friends ar enemies are 
going to do before deciding what to do yourself. The price you pay is lost 
imitative. You never get back the time you spend waiting to see what's 
‘going to happen. 

Example: Deel and Vor'en approach a locked hatch, behind which they 
‘expect to encounter a crime boss and his thugs. Vor'en's initiative count is 
22, but he delays. He wants to open fire on the crime boss with his heavy 
blaster rifle, so he delays. On initiative count 14, Deel uses his Mechan- 
‘cs ski t0 unlock and open the door. Now Vor‘en can move through the 
‘soorway and fire 2 shot atthe crime boss, but his initiative is reduced to 
13 (just after Dee's initiative of 14), For the rest of the battle, Voren acts 
on initiative count 13, 

Multiple Characters Delaying: f multiple characters delay ther actions, 
‘the one with the highest Initiative check modifier has the advantage. If two 
‘r more delaying characters both want to act on the same initiative count, 
the one with the highest initiative check modifier gets to go frst. 


Ready 
Readying lets you prepare to take an action later, after your turn is over but 
before your next tur has begun. You can ready a single standard action or 
move action. To do so, specify the standard action or move you will ake and 
the circumstances under which you will take it. Then, 


wy time before your 


Stormtrooper A 


Stormtrooper B 


rnext turn, you may take the readied action in response to thase circu 
(assuming they occur) 

Initiative Consequences of Readying: The count on which you tg 
your readied action becames your new initiative result. If you come tg 
‘ext action and have not yet performed your readied action, you don'y, 
to take the reagied ction (though you can ready the same action again 
you take your readied action in the next round, before your regular 
YU" initiative rises to that new pont inthe order of bale, and you do ag 
‘get your regular action in that round. 

Exomple: Kelko and his friend Sia-Lan have just encountered a trig 
Tusken Raiders in the wilds of Tatooine. On initiative count 14, Kelko spedfigg 
that he is going to fire his blaster at the first Raider that tries making yp 
attack. On count 10, Sia-Lan moves next to Kelko and readies an attack Wi 
her lightsaber so that she can strike any foe that comes within 1 squate.gfl 

asition. On count 7, the Tusken Raiders charge, brandishing thet gaff 
ticks. As soon as the lead Raider raises his weapon, Kelko firs his blast 
but misses. Next, Sia-Lan swings atthe first Raider to reach her and drop 
him. Other Raiders, however, reach Sia-Lan and attack her. From this point ony 
both Keiko and Sia-Lan act on initiative count 7 (and before the Raldees), 


SQUEEZING 
Creatures of Large size and bigger can squeeze through small openings andl 
down natrow hallways that are atleast half as wide as ther fighting spagay 
provided they end their movement in an area that they can normally occupy 
Big droids and vehicles can't squeeze at all, unless they can compress hele 
frames to accommodate the tighter 


Creatures of Large size or bigger cannot squeeze past enemies, 


STUNNING 

Sometimes you'd rather knock an enemy unconscious than kill him. That's Wil 

many weapons have stun settings and why stun batons and stun grenades 

are popular with law enforcement agencies throughout the gal 
Various melee weapons and blasters have a stun setting, and switching 

a weapon to its stun setting (or resetting it to normal damage) [sa Sif 

action. Some stun weapons, such as stun grenades, only have a stun setting 


Unies otherwise nated, the stun setting on a blaster weapon has» maAimdil 


range of 6 squares {no range penalties). 
Only creatures can be stunned. Droids, vehicles, and objects are immune 
to stunning effects 
When you make a successful attack with a weapon that deals stun damage, 
subtract haf ofthe stun damage from the target's hit points. Additional effet 
may occur as well, depending on the amount of damage dea 


+s the target's current hit points to 0, the teh 


© Ifthe stun damage reduc 
track and is knocked unconscious [se 


steps on the conditi 
ous, page 147) 


moves 


Festn cxroge 
Dperesture knocked unconscious by a stunning effect does not die if it 


UNARMED ATTACKS 
Striking for damage with punches, kick, and head buttsis essentially lke attack- 
ing with a melee weapon. Unarmed attacks deal narmal bludgeoning damage. 

A Medium character normally deals 144 points of bludgeoning damage 
(plus Strength modifier) with a successful unarmed attack; Small character 
deals 143 points of bludgeoning damage (plus Strength modifier). Certain 

ns, feats, oF special abilities may increase the damage a character deals 
with his unarmed attacks. 
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CHAPTER x 
__ VEHICLES 


hicles in the Stor Wors universe run the gamut from ponderous armored 


JO—whether that battlefield happens to be on a planet's surface or 

void of space. The movement and combat rules presented here 
types of vehicles, from planetary vehicles to starships 

respects, vehicles follow the same rules as characters, insofar as 
3ve movement, actions, and the capacity to take damage. 


SCALE 
7” These rules use two scales: character scale and starship scale. Ifthe encoun 
{er involves both vehicles and characters on foot, use character scale. the 
‘scene involves vehicles only, use starship scale 


CHARACTER SCALE 
(Character scale s identical tothe standard movement scale. Combat is carried 
‘out on a grid in which each square equals 1.5 meters (about 5 Feet). 

In character scale, most vehicles are large enough to occupy multiple 
squares on the battle grid. How many squares a vehicle occupies is determined 


bythe vehicle's size (athe same holds true for characters and creatures), 
‘Vehicles of Colossal (frigate) size or greater are not placed on the battle map; 
they are either off the map (perhaps providing fire support), or the battle 
takes place inside them 
In character scale, more than one surface vehicle cannotlgecupy the 
Same space on the battle grid, and a collision occurs whenever a vehicle 
ters @ square occupied by a creature, obstacle, or other vehicle (see Col 
ons, page 173) 


TARSHIP SCALE 

‘starship scale, each squate of the grid is abstract, representing a variable 
unt of space depending on the vehicles involved. In most cases, one 
fs hundreds or even thousands of meters wide. In starship scale, the 
|epresents relative movement, not absolute movement, so several 
‘orbit might be drifting together at many kilometers per second, 

move around one another. 
ip scale, a vehicle can pass through squares occupied by allies, 

ot squares occupied by enemies. 


VEHICLE TYPES 

The term "vehicle" encompasses both planetary vehicles (such as airspeeders, 
landspeeders, and walkers) and starships (such as starfighters, space trans 
ports, and capital ships). The major difference between planetary vehicles 
‘and starships is that planetary vehicles generally do not travel in the vacuum 
‘of space, Rules that pertain only to planetary vehicles or starships are called 
‘out specifically 


PLANETARY VEHICLES 
Planetary vehicles are further subdivided into ground vehicles and air 
vehicies 

Ground Vehicle: The most basic vehicles inthe Stor Wors universe, ground 
vehicles only operate on (or very near planetary surface 

Speeder: Speeders are common sights on the technologically advanced 
world. Equipped with repulsorlft drive technology, they hover above the 
ground at a height of anywhere from a few centimeters to several meters 
and can achieve remarkable speeds. Speeders ignore penalties for difficult 
terrain, 

Tracked: Tracked vehicles have treads or tracks looped around @ large 
number of wheels, providing great traction but making them less maneu- 
verable at higher speeds~and extremely loud at any speed. Tracked vehicles 
ignore penalties for difficult terrain and take half damage from collisions 
with obstacles at least one size category smaller than them. 

Walker: Walkers mave about on two or mare legs literally walking over 
the terrain. Walkers retain their balance by means of finely tune gyroscopes 
and offer a faitly smooth ride. They rely on even footing, however, and when 
they topple the results can be disastrous. Walkers ignore obstacles that are 
thiee or more sizes smaller than them 


Wheeled: Wheeled vehicles move on one or more wheels (1 
‘monly two to four). Faster and more manewerable than tracked 9 


Air Vehicle: Air vehicles generally operate above a planetary: 
within the planet's atmosphere. 

Alrspeeders: Airspeeders are repulsorlift vehicles that ean t 
‘where up to about 300 kilometers above ground level, but they af 
of true space Might. Because they fly so high above the ground, they 
penalties for terrain or obstructions, Of al planetary vehicles, at 
are the most maneuverable. 


STARSHIPS 
‘Starships are vehicles capable of interplanetary and interstellar tr 
are further subdivided into starfighters, space transports, capital 
space stations 
‘Starfighter: Starfighters are small, agile starships of Gargantuan 
smaller, Though they can travel in atmosphere, they excel at space 
Starfighters can function with as few as one crewmember (the plot), 
‘Space Transport: Space transports are mid-size starships of Co 
Colossal (frigate) size with fewer than 200 hit points, Most space ta 
are designed for moving passengers or cargo, but some are used as 
‘drop ships, or assault shuttles, 


VEHICLE SIZE 


SWE MODIFIER’ EXAMPLES 
Colessal (station) Exeeutor-class Star| 
Death Star 


Colossal feruiser) 10 Imperial-class Star Destroyer, 


‘MC80 Mon Calamari cruiser 


Colossal (frigate) -10 Corellian corvette (Tantive (V), 
Nebulon-B frigate 

Colossal -10 AT-AT, YT-1300 light freighter 
(Millennium Falcon) 

Gargantuan 6 ‘AAT1 repulsor tank, Xonin 

Huge 2 AT-ST walker, TIE fighter 

Large 4 ‘Speeder bike, X-34 landspeeder 


1 Apply this sie modifier to the vehicle's Reflex Defense, as well 0st 
‘and Pilot checks made by the vehicle's occupants 


spiel Ship: Coptal ships ince al starship of Colosal frigate) size 
Capital ships usually carry hundreds if not thousands of crewmem- 
fad passenge'sand some ae large enough to house other capital ships 
hele hangar bays. Some very large transports and colony ships fal 
Bhs category despite not being designed for combat. 
Station: Though not technically modes of transportation, space 
have statistics like other starships. A space station can have @ 
ation in the thousands or milions, depending on Its size. Most space 
sare immobile, the Death Star being a notable exception. 


SHICLE COMBAT 
TATISTICS 


thicle statistics that are relevant to combat are described below. 
VeHicLe Size 
Hehicles use similar size categories as creatures, as shown on Table 10-1: 
ele Sizes, The Colosal size category is further subdivided to differentiate 
pitularly massive starships and space stations 
Ayehicle'ssize modifier applies tothe vehicle's Reflex Defense 5 wel as 
Iintntve and Plot checks made by the vehicle's aceypants 


TTACKS 
ivticle equipped with weapons can make attacks against enemies within 
‘An attack roll with a venicle weapon is calculated as follows 


“1420 + base attack bonus + vehicle's Intelligence modifier + range 


Attock Bonus: Use the base attack bonus of the gunner (which, in 
He-eases, may be the pilot). 
ligence Modifier: A vehicle's computer improves the accuracy of the 
weapon systems, andthe vehicle's intelligence score measures the 
Wty ofthe computer 
‘Modifier’ vehicle weapon can attack a target at point blank, sho 
Bi, or long range. if you make a ranged attack against a target within 
EapOM's point blank range, you take no penalty on the attack rol Your 
Hon attack rolls increases to -2 at short range, -5 at medium range. 
Dat long range (se Table 10-2: Vehile Weapon Ranges) 


ter combat, when you roll 2 natural 20 on your attack. you 
leally hit and deal double damage. 


tic Misses 


A Matural 1 on your attack, you automatically miss. 


sera 


WEAPON TYPE 


Jon cannon 0-300 
Laser cannon 0-150 

Missile or torpedo 0-450 2251-4500 

Point-defense’ = 0-150 151-300, 301-750751-1,500 

Tractor beam’ 0-150 181-300 301-750 —_751-1,500 o4 
Turbolaser! 0-600. 601-1,200 1,201-3,000 _3,001-6,000 


1 This weapon con only be mounted ona vehicle of Colossl (frigate) size or larger 


DAMAGE 
When you hit witha vehicle weapon, you deal damage according to the type 
‘of weapon [listed in each vehicle's statistics). Damage dealt by a vehicle 
weapon is calculated as follows: 


Weapon damage x damage multiplier 


Domage Multiplier: After rolling the weapon damage dice, multiply the 
result by the listed damage multiplier. For example, when you fire a vehicle 
weapon that deals 6410%2 damage, roll 6410 and multiply the result by 2. 


DereNnses 

Avehicle’s defenses represent how difficult it sto hit oF overload its systems. 
Unlike characters, vehicles do not have @ Will Defense. However, vehicles have 
a Reflex Defense and a Fortitude Defense which are calculated as follows: 


Reflex Defense = 10 + vehicle's Dexterity modifier + size modifier 
+ armor bonus or pilot's heroic level 
Fortitude Defense = 10 + vehicle's Strength modifier 


Reflex Defense (Ref) 
Whenever you make an attack against a vehicle, compare your attack roll to 
the target's Reflex Defense (abbreviated "Ref). If you equal or exceed the 
vehicle's Reflex Defense, you hit it and deal damage. 
‘Size Modifier: Use the vehicle's size modifier instead of your own when 
calculating the vehicle's Reflex Defense (see Table 10-1: Vehicle Sizes). 
Armor Bonus: Use the vehicle's armor bonus instead of your own when 
calculating the vehicle's Reflex Defense. You may add your heroic level 
instead of this armor bonus. 


Dexterity Modifier: A vehicle's Dexterity modifier represents how 
can move out of harm's way. Ifthe pilot is flat-footed, or if the 
ut of control or attacked by an undetected opponent, the vehicle 
Dexterity bonus to its Reflex Defense. Ifthe vehicle is ata fullstop,. 
down, of disabled, itis treated as if it has a Dexterity score of O(-5; 
to Reflex Defense) 


Fortitude Defense (Fort) 

Vehicles use their Fortitude Defense (abbreviated “Fort*) to dete 
damage threshold (see below). 

Strength Bonus: A vehicle's Strength bonus represents its overall 
ness and durability 


HiT POINTS 
Vehicles have hit points just ike characters. Hit points are abstract, 
to represent not only the vehicle's physical mass but also the robus 

fragility of its systems. 


Damage Threshold 
Like creatures, vehicles have a damage threshold, calculated as follo’ 


Damage threshold = Fortitude Defense + size modifier 


pdifier: Apply the following size modifiers to a vehicle's damage 
js Large, +5; Huge, +10; Gargantuan, +20; Colessal, +50; Colossal 
t},-+100; Colossal (cruiser), +200; Colossal (station), +500. 
"vehicle takes damage from a single attack that equals or exceeds 
‘threshold, the vehicle moves -1 step on the condition track (see 
{page 148). A vehicle pushed to the bottom of the condition 
iisabled and comes to a complete stop immediately Ifthe vehicle 
ig ina gravity well atthe time it became disabled, it immediately 
g meters (100 squares) plus another 300 meters (200 squares) every 
itelther hits the surface or is reactivated, Resolve falling damage 
(see Falling Damage, page 258) 
leis reduced to 0 hit points by an attack that deals damage equal 
than its damage threshold, itis destroyed. n addition, al of the 
/occupants take half damage from the attack 


w COVER 
cles provide atleast some cover to their passengers. Passengers 
bonus to their Reflex Defense against any attacks that target 
of the vehicle. A vehicle can provide no cover, normal cover (+5 
|, improved cover (+10 cover bonus), or full cover. You cannot 
a target that has full cover, 
1 vehicle provides to its passengers is included in its statistics 
Descriptions, page 174), 


ED 
ssn speed, given in squares. The pilot may move a vehicle up 
{speed 25.8 move action, and up to four times its speed withthe 
action (see page 172). 
and altspeeders have a separate listing for their speed in star- 


Velocity: This i the maximum speed a vehicle may mave in 
tis seldom relevant in combat because suc speeds quickly 
off the battle map and out of range. 


RACTERS IN 
HICLES 
Ina vehicle fils one of several possible roles, which determines 
ercan do, A character can fillseveral oles at once, but most 
he filled by one character at a time. For example, an X-wing 
the vehicle's commander and gunner, while her astromech 
ets as 2 copilot, shield operator, and engineer. On the other 
|-class Star Destroyer with thousands of crewmembers still, 
ot, one commander, and so forth. You can change roles from 
‘but you can only start Filing a particular roe if no other 
filled that role since your last tum, 


Pilot: The plot ofthe vehicle controls its movement, Most vehicles have 
‘only ane position from where the vehicle can be piloted Piloting a vehicles, 
ata minimum, 2 move action, which means that the pilot can do something 
else with his standard action and swift action, A vehicle can have only one 
pilot at one time. The pilot adds the vehicie's size modifier and Dexterity 
‘modifier on al Initiative and Pilot checks. 

Copilot: A copilot can help the plot by using the aid another action (see 
‘Aid Another, page 170). The copilot must be seated in a location where he can 
see in front of the vehicle and advise the pilot (in most cases, this location 
is the cockpit), Aiding the plot's a standard action, leaving the copilot with 
‘a move action and swift action each round to do something else, A vehi 
‘can have only one copilot at time. 

Gunner: Most military vehicles and some civilian vehicles have bult-in 
weapons. Any weapon not controlled by the plat or co-pilot requires a gunner 
to operate. A vehicle can have as many gunners as it has gunner positions. 

Commander: The commander coordinates the various crewmembers and 
stations aboard the vehicle, analyzes the battle as it unfolds, and looks for 
weaknesses in the enemy/s vehicles and tactics. A vehicle can only have one 
commander at atime. 

System Operator: The system operator manages the vehicle's shields, 
sensors, and communications. A vehicle can only have one system operator 
ata time. 

Engineer: The chief engineer keeps the ship running even as it takes 
<ebilitating damage ta its systems, diverting power from overloaded circuits 
‘to keep the ship functional. The engineer also leads efforts to repair damage 
to the hull between bates. vehicle can only have one chief engineer at 
atime 

‘Other Crew: Other crewmembers can fill many supporting roles, coordi- 
nating troops or starfighters, administering medical care, uarding sensitive 
‘areas, and providing general maintenance. These crewmembers can assist 
‘others on some skill checks; for example, the members ofa repair team may 
assist the chief engineer in his duties on capital ships. 

Passenger: All other personnel aboard the vehicle are considered pas- 
sengers. Passengers have no specifi role in the vehicle's operation but may 
take actions aboard the vehicie or replace crewmembers as needed. 


STARTING THE BATTLE 
Unless noted otherwise, climbing aboard a vehicle is a move action, and 
Powering up a vehicle requires 2 second move action. 


INITIATIVE 

There are two options for determining initiative in vehicle combat, First, 
each character can make 2 Separate Initiative check. This is probably the 
best method if mest or al characters are aboard the same vehicle, but it can 
result ina lot of delayed or readied actions as passengers wait for pllats to 


perform maneuvers, An alternative isto make an Iitiative check for each 
vehicle, using the pilot’ Initiative check modifier. Thisis particularly appropri- 
ate when characters are in separate vehicles, since it allows everyone aboard 
the same vehicle to act mare or less simultaneously. 

‘Special: Ifyou are trained in the Pilot skill see page 71), you can choose 
to make a Pilot check instead of an Initiative check to determine your place 
inthe initiative order. In any event. you must apply the vehicle's size modifier 
to your check (see Table 10-1: Vehicle Sizes, page 166). 


VEHICLE COMBAT 
ACTIONS 
The types of actions you can take during a single turn don't change when 
you're aboard a vehicle 

‘Some of the actions described below can only be performed by particular 
crewmembers. In this case, the eligible crewmembers are lsted in parentheses 
following the action's name 


STANDARD ACTIONS 
A standard action could be any one of the following: 


Aid Another : 
‘As a standard action. you can aid an all's next skill check, 
‘or attack rol. 

Aiding a Skill Check or Ability Check: You can help another eh 
‘achieve success on her skill check or ability check by making the s 
(of skill check or ability check ina cooperative effort. Ifyou roll a 10 
‘on your check, the character you are helping gains a +2 bonus on hen 
You can't take 10 on a skill check or ability check to ald nother, 
copilot ean assist on Pilot checks, and only the commander can assis 
Computer checks, Any crewmember can aid any other skill check, 

‘Aiding an Attack Roll: In combat, you can ald another character’ 
by providing improved targeting data or by coordinating that attack y 
‘other vehicle actions. A gunner can grant a +2 bonus on another chi 
attack roll by making an attack against a Reflex Defense of 10 

AA sensor operator can grant @ +2 bonus on another character's 
roll by making a DC 10 Use Computer check 

A vehicle's commander can grant a +2 bonus on anather characters 
roll by making a DC 10 Knowledge (tactics) check 


Attack with Melee Weapon 
With a melee weapon, you can strike any enemy in a square you can thr 
‘You can oniy threaten squares within your reach from the vehicle's spac 
you don't threaten spaces around the vehicle at al it grants total eo 
example, a Jedi on a speeder bike could attack targets adjacent to thet 
with his lightsaber, but the same Jedi couldn't do so while inside an AE 

Youcan't make a mele attack in starship scale, except within the 
of the vehicle you occupy. 


‘Attack with Ranged Weapon 
With a ranged weapon, you can throw or shoot at any target within yal 
line of sight, a5 tong as your vehicle does not grant you total covet 
‘example, clone troopers can fire their blasters at targets outside @ 
‘Qunship as lang asthe ship's doors are open. Range modifiers app No 
for your weapon. 

You cannot make a personal ranged attack in starship scale, except 
‘he confines of the vehicle you occupy, 


Attack with Vehicle Weapon 
Gunner Only 
‘Any gunners (including the plot, if there are pilot-operated weapons 
vehicle} can make an attack with their vehicle weapon asa standart ad 
The maximum range and the range modifiers of a vehicle weapan 
depend on the weapon used (see Table 10-2: Vehicle Weapon Rang 
Capital Ships: Capital ship weapons are designed for long 
‘bombardment against large or immobile targets, and they have dl 


ng very small enemies. When attacking a target of less than Colossal 

ile that is Colossal (frigate) size or larger takes 2 -20 penalty on 

ck roll. Point-defense weapons are specifically designed to attack 
‘and do not take these penalties. 

‘Pilots If you are trained in the Pilot skill, you gain a +2 bonus 

ks made with any vehicle weapon identified as being crewed by 


‘action, YOU can move up to your vehicle's speed (minimum 2 

na straight line through unobstructed terrain directly toward your 

then make an attack with a vehicle weapon at that target at the 

‘movement: You gain a +2 bonus on your attack roll and take 3 

your vehicle's Reflex Defense until the start of your next turn. 

}scale, ou cannot make an attack run through squares occupied 
les do not hinder your attack run 


‘action, the pilot of an airspeeder or starfighter can initiate 9 
tan enemy alrspeeder or starighter in an adjacent square 
J, Make a Pilot check at 3 ~5 penalty, opposed by the enemy's 
you sueceed, you and the target vehicle are engaged in 2 


nces Of Dogfighting: A vehicle engaged in a dogfight must 
action on every turn, and it cannot move out ofits eu 
it disengages (see below). While engaged in a dogfight. you 
‘ny target outside the dogfight, 
}4 Dogfight: IF another vehicle fires into a dogfight, it takes a 
Its attack oll unless the gunner has the Precise Shot feat 
in a Dogfight: Make an opposed Pilot check as a standard 
‘win the opposed check, you may make a single attack with a 
aPON as a swift action, If you fail, you cannat attack the target, 
IETS On Your vehicle take a -5 penalty on any attack rolls they 
ext turn. 
aging from a Dogfight: Make an opposed Pilot cheek as @ move 
u win the opposed check, you successfully disengage from the 


IMES. 


doafight and may move 3 number of squares equal to your speed. If you 
fail, you remain in the dogfight, and any gunners on your vehicle take a -5 
‘penalty on any attack rolls they make until your next tur, 

Attack of Opportunity: If an enemy starfighter tries to move through 
your square or an adjacent square, you may attempt to initiate a dogfight 
2 an attack of opportunity, If successful, the enemy starfighter must stop 
moving. 


Fight Defensively 
Pilot Only 
‘Asa standard action, you can concentrate more on protecting your vehicle 
thar hurting your enemies. You and all gunners on your vehicle take @ ~6 
‘penalty on your attack rols and your vehicle gains a +2 dodge bonus to Its 
Reflex Defense until the start of your next tur, If you choose to make no 
attacks, your vehicle gains @ +5 dodge bonus to its Reflex Defense and all 
‘gunners on your vehicle take a =10 penalty an their attack rolls until the 
start of your next turn 

Trained Pilot: If you are trained in the Pilot skill your vehicle instead 
‘gains a +5 dodge bonus to its Reflex Defense when you and your gunners, 
take 2 -5 penalty on attack rolis, or a +10 dodge bonus if you choose to 
‘make no attacks on your turn. 


MOVE ACTIONS 
Move actions include the following: 


Move 

Pilot Only 

‘You can move up to your vehicle's speed. The only restriction for vehicle 
‘movement is that you cannot reenter a square you just left 


SwiFT ACTIONS 
‘Swift actions include the folowing: 


Aim 

Gunner Only 

Just as in character combat, you can aim before mi 
(see Aim, page 154). 


ing a ranged attack 


AT SHIP SAVED MY LIFE QUITE A FEW 
SHE'S THE FASTEST HUNK OF 
YUNK IN THE GALAxyY." 


— LANDD CALRISSIAN 


Full Stop. 
Pilot Only 
If you haven't already used 2 move action or full-round action to move your 
vehicle this turn, you can spend a swift action to bring your vehicle to a full 
stop. After that, the vehicle is considered stationary. 

‘You cannot bring a vehicle to a full stop if you used all-out movement 
{see below) on your last turn. 


Increase Vehicle Speed 

Pilot Only 

‘If you are trained in the Pilot skill, you may make s DC 20 Pilot check as a 
swift action to push your vehicle beyond its normal limits. (You can't take 
10 on this check.) If the check fails, your vehicle's speed does not increase, 
and your vehicle moves -1 step on the condition track (see Conditions, page 
148). If you succeed, your vehicle's speed increases by 1 square until the 
‘start of your next turn. For every 5 points by which you exceed the DC, your 
vehicle's speed increases by an additional 1 square. 


Raise or Lower Shields 

‘System Operator Only 

By spending a swift action, you can activate or deactivate the shields on, 
YOUF vehicle, Shields are generally kept inactive in noncombat situations to 
‘reduce strain on the vehicle's systems, and raising shields is often perceived 
as.evidence of hostile intent, so many commanders prefer to keep their shields 
down unless they are expecting trouble, 


Recharge Shields 

System Operator Only; 3 swift actions 

{By spending three swift actions during the same turn or on consecutive turns, 
‘you can make a DC-20 Mechanics check to increase your current shield rating 
by 5, up to the vehicle's normal maximum. 


Reroute Power 

Engineer Only; 3 swift actions 

By spending three swift actions during the same turn or on consecutive tus, 
‘you can make a DC-20 Mechanics check to move your vehicle +1 step on the 
condition track (see Conditions, page 148), 


FULL-ROUND ACTIONS 
Full-round actions include the following: 


All-Out Movement 

Pilot Only 

‘AS a full-round action, you can mave up to four times your vehicle's speed. 
All ofthis movement must be in a straight line, and you can't avoid collisions 


‘while doing so (see Avoid Collision, page 173). Your vehicle loses 

bonus to Reflex Defense until the beginning of yaur next turn, 
‘You can't use all-out movement unless you moved on your 
Because most power is diverted to the engines when using a 

‘ment, gunners on board your vehicle cannot attack until the st 


‘Maximum Velocity (character scale only): f you use all-out 
‘on your turn, you may move up to your vehicle's maximum velocity 
all-out movement on your next turn. If you move your vehicle's 
velocity, you must either continue moving at the vehicle's maximum 
‘or use all-out movement as your action an the following turn, 


Full Attack 

Gunner Only 

If you are capable of making more than one attack (because you 
Double Attack feat or a similar ability), you must make a full attach 
those extra attacks A pilot who spends at least a move action 
moving his vehicle cannot make a full attack action unless the 
already been brought toa fll stop. 


Ram 

Pilot Only 

AAs a full-round action, you can attempt to ram a target by 
vehicle into the target's fighting space. You must have sufficient mo 
toreach the target's fighting space, and the ramis treated as an area 
You can use your vehicle to ram just about anything, including 
vehicle, a creature, ora structure 

Make a Pilot check ata -10 penalty against the target's Reflex D 
If the check succeeds, your vehicle, the target, and all passengers: 
vehicles involved in the collision (including you) take the 
‘damage listed in Table 10-3: Collision Damage. Assuming you're 
‘conscious, you can continue moving through the target's fighting) 
if your vehicle has any movement left, Otherwise, your vehicle i pl 
‘out of the target's Fighting space and into the nearest available 
and your turn ends. 

IF your Pilot check fails, our vehicle, the target, and all passen 
vehicles involved in the colision {including you) take half damage. 
tion, your vehicle is pushed out of the target's Fighting space and 
nearest available squares, at which point your turn ends, 

All-Out Movement: Ifthe coliding vehicle is moving all-out of md 
‘at maximum velocity (see All-Out Movement, above), double the 
‘caused by the collision. 

‘Vehicular Evasion: If you have the Vehicular Evasion talent (p 
‘you can reduce or negate the damage your vehicle and its passe 
when rammed by another vehicle. 


.cTIONS 
T character may make any number of reactions during a round. 
Tnelude the following: 


id Collision 


your vehicle Is subject to a collision, you can make a DC 15 Pilot 
‘e reaction. If you succeed on the check, al targets involved in the 
tulle half damage (see Collisions, below, for more information). 
feanitattempt to avoid a collision when you intentionally ram a target 
above), 
ip Seale: Collisions are easier to avoid at starship scale. If you 
fon the Pilot check to avoid a collision in starship seale, no collision 


ECIAL VEHICLE 


(OMBAT RULES 
Shave a few additional rules during combat that are different (rom 
ith characters 


A ATTACKS 
‘oted here, area attacks work the same for vehicles as they do for 


Scale: Because of the size of each square compared to the size of 


hips, area attacks (including autofire, burst radius weapons, and splash 


Ons) are resolved as attacks on a single target in starship scale unless 
of is specifically listed as having a starship-scale area attack 


‘OFIRE 

ehicle weapon is capable of autofre, you can use it to make an area 

A character scale, just as in character combat. 
fe Attacks: Instead of attacking a 2-square-by-2-square area, air- 
Starfighters may attack a number of squares in a straight line 
‘ver them. Doing this requires the attack run action (see page 
area attack applies to a straight line 1 square wide and 5 to 
You take a penalty to your attack roll equal to the number 

fed inthe area attack. 
‘make a strafe attack in starship scale. 


1ONS 
Whenever your vehicle moves into 2 space occupied by 
lure, another vehicle, or hazard (such as an asteroid), or 


negate the damage from a collision asa reaction by succeeding at a DC 15 
Pilot check (see Avoid Collision, above) 

Ramming Vehicles: When the source ofthe collision isa ramming vehicle, 
the pilot of the ramming vehicle makes a Pilot check (instead of an attack 
toll) and compares the result to the Reflex Defense of the target. Ifthe check 
succeeds, the ramming vehicle, the target, and all passengers aboard vehicles 
involved in the collision take the amount of damage listed on Table 10-3 
Collision Damage. Ifthe check fails, reduce the damage by half 

Mobile Hazards: When the source of the collision is a mobile hazard of 
Large size or greater (such as an asteroid or unguided vehicle), the colliding 
hhazard makes an attack rll against the target’ Reflex Defense. The hazard's 
attack roll is resolved by rolling 1420 and adding a flat modifier based on 
its size: Large, +1; Huge, +2; Gargantuan, +5; Colossal or biager, +10. If 
the attack hits, the colliding hazard, the target, and all passengers aboard 


SIZE OF COLLIDING 


VEHICLE OR HAZARD DAMAGE’ 


Colossal (cruiser) 15d6 + Str modifier 


Colossal 846 + Str modifier 


Huge 406 + Str modifier 


‘Double the damage if the colliding vehicle is using all-out movement (see 
poge 172). 


ees 


SSSEEEEEES 


 SSrSeaS 


vehicles involved in the collision take the amount of damage listed on Table 
10-3: Collision Damage. If the attack fails, reduce the damage by half 


MISSILES AND TORPEDOES 

Some vehicles carry guided projectile weapons such as proton torpedoes or 
concussion missles. Attacks with these weapons are resolved just as with 
any other weapon. 

If you aim before making an attack with a missile or torpedo, it locks 
(on to the target and can track its target independently, Make your attack 
roll normally, but if you miss, the missile or torpedo can attempt to attack 
again on your next turn, This next attack is made using the same attack 
bonus, but with a5 penalty. (You do not need to spend an action to make 
this attack.) If the missile or torpedo misses its target a second time, it 
selfedestructs harmlessly. 

‘Attacking a Missile or Torpedo: Ifa missile or torpedo misses its target 
initially, itis possible to shoot it down before it attacks again. A missile or 
torpedo has @ Reflex Defense of 30 and 10 hit points, and itis considered 
to occupy the same square as its target for purposes of determining range 
penalties, 


Itis also possible to attack a missile or torpedo prior to its: 
‘but you must have readied an action specifically fo this purpose ( 
page 162) 


TRACTOR BEAMS 
Instead of damaging a vehicle's hit points, tractor beams prevent an 
vehicle from escaping, When attacking with a tractor beam, your. 
hits if you equal or exceed the target's Reflex Defense. If you hit, 
‘opposed grapple check (see Grapple, page 153). If you win the 
grapple check, the target is grabbed. 

fa grabbed target is of your vehicle's size or smaller, then it ca 
‘and it loses its Dexterity bonus to its Reflex Defense, Each round on y 
‘you must make another opposed grapple check; f you win the opposed. 
‘you may pull the target up to 10 squares closer to you (or 1 square 
‘you in starship scale) or hold it in place in its current square. If youl 
‘opposed check, the target manages to slip free from the tractor b 

If the grabbed target is larger than your vehicle, the target 
Dexterity bonus to its Reflex Defense and can move freely, but You may 
‘your vehicle up to 10 squares closer to it (or 1 square closer toit jn st 
scale). If the grabbed vehicle ever moves beyond the range of your 
beam, the tractor beam's hold is broken automatically. 

If you pull your target into your square (or pull your vehicle into a) 
target's square), your vehicle may use docking clamps to attach 


the target. Once this is done, its possible to board the target ship by 
ing open or cutting through an airlock or the hull (see Attack an 
page 151) 


VEHICLE 
DESCRIPTIONS 


This section presents several common vehicles that you can 
‘your Stor Wars campaign. Every vehicle description comes with & 
combat statistics. Some statistics are exclusive to vehicles or require m 
elaboration: 

Challenge Level (CL): Heroes gain experience points (XP) far 
ing, disabling, or otherwise overcoming the vehicle based on the 
CL (see Awarding Experience Points, page 248). However, they di 
additional XP for incidental crew or passengers Killed as a result 
vehicle's destruction. For example, heroes who blow up a shuttle do 
receive XP for its crew; however, if the shuttle was transporting af 
Moff that the heroes were hired ta-eliminate, they should receive XP 
Imperial Moff as well, 

Maximum Velocity: The maximum speed the vehicle can achi 
using all-out movement for at least one full round. Maximum ¥#l 
never used in starship scale 


(Grp): The vehicle's grapple modifier is mainly used to resist 
fe to restrain the vehicle physically (usually vis tractor beam). 
Space: The fighting space that the vehicle occupies at character 
ip scale, or both (see Fighting Space, page 159) 
The amount of cover the vehicle grants to ts erew and passengers, 
‘none, +5 (normal cover), +10 (improved caver), or total 
“The number and quality ofthe crew (see the Crew Quality sidebar). 
‘modifiers are already included in al other statistics in the vehicle 


1: The number of passengers (including troops) that the vehicle 
In addition to its crew. 
‘Capacity: The amount of cargo the vehicle can carry 
Craft; Other vehicles that are usually carried aboard this 


The vehicle's complement of grenades, rockets, missiles, and 
} If the vehicle has no payload, this line is absent. 

The multiplier used when calculating hyperspace travel 
‘Astrogation, page 237) If the starship has a backup hyperdrive, 
lier is listed in parentheses. Hyperdrive is never used in character 

ehicle has no hyperdrive, this line is absent. 


jenable them to carry more armor and weapons than a simitarly sized 
lift vehicle and they can step over smaller obstacles. 


in Armored Transport (AT-AT) 
al Al Terrain Armored Transport (AT-AT) is an imposing, 
‘behemoth that shakes the ground as it plods toward enemy 
(The Empire used AT-ATs to overwhelm Rebel forces on Hoth 
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ss (max. velocity 60 km/h} 
laser cannons +7 (see below) and 
47 (see below) 
‘8x12; Cover total 
+5; Grp +42 
(medium blaster cannons) 
#48, Dex 10, Con — Int 6 


‘Skills initiative -2, Mechanics +8, Perception +8, Pilot -2 

Crew 5 (expert); Passengers 40 

Cargo 1 ton: Consumables 1 week; Carried Craft S speeder bikes or 2 
ATSIs 

Availability Military; Cost not available for sale 


All-Terrain Scout Transport (AT-ST) 

The BS-meter-tall All-Terrain Scout Transport (AT-ST) is rimble, two-legged 
‘mobile weapons platform that rapidly moves across battlefields and through 
cramped urban environments, providing reconnaissance and quick-response 
fire support for ground troops 


AT-ST 

Huge ground vehicle (walter) 

Init +8; Senses Perception +8 

Defense Ref 14 (flat-footed 12), Fort 20; +4 armor 

bhp 120; DR 10; Threshold 30 

‘Speed 6 squares (max. velocity 90 km/h) 

Ranged twin blaster cannons +6 (see below) and 
twin light blaster cannon +6 (see below) or 

Ranged twin blaster cannons +6 (see below) and 
‘grenade launcher +6 [see below) 

Fighting Space 33; Cover total 

Base Atk +5; Grp +25 

‘Atk Options autofire (twin light blaster cannon 

Abilities Str30, Dex 14, Con ~, Int 12 

Skills Initiative +8, Mechanics +8, Perception +8, Pilot +8 


cls 


Crew 2 (expert); Passengers none 
Cargo none; Consumables 2 days; Carried Craft none 
Payload 12 frag grenades 

‘Availability Military; Cost not available for sale 


SPEEDERS 

Ground-based repulsor vehicles, collectively known as landspeeders, are 
‘common on planets throughout the galaxy. They are used widely by military 
forces, civilian authorities, businesses, and private citizens. Mast families 
own at least one landspeeder, particularly on planets with scant urbanization 
and little public transportation. Landspeeders ate propelled by repulsorifts. 
although some racing and military models use ion engines for greater top- 
end speed. 


SoroSuub X-34 Landspeeder 

One of the mast popular models of civilian speeders isthe SoroSuub X-series, 
which can attain a maximum altitude of 1.5 meters, It isa durable two-person 
craft that features holographic displays, computer-assisted navigation, and 
counterbalances for a stable ride over rough terrain. (Luke Skywalker used 
aan X-34 landspeeder on Tatooine in Episode IV.) 


SoroSuub X-34 Landspeeder cut 
Large ground vehicle (speeder) 

Init +8; Senses Perception +5 

Defense Ref 14 (flat-footed 10), Fort 14; +1 armor 

hhp 40; DR 5; Threshold 19) 

‘Speed 12 squares (max. velocity 330 km/h] 

Fighting Space 2x2; Cover +5 

Base Atk +0; Grp +15 

Abilities Str 18, Dex 18, Con =, Int 12 

Skills Initiative +8, Mechanies +5, Perception +5, Pilot +8 
Grew 1 (normal); Passengers 1 

Cargo 30 kg; Consumables 1 day; Carried Craft none 
Availability Licensed; Cost 10,850 (2,500 used) 


SPEEDER Bikes 

These small, fast personal transports appeal to teenagers looking for thrills, 
military forces that require effective scout vehicles. and law enforcers 
needing swift pursuit craft. Speeder bike races are popular in the Core sys~ 
tems, where they are viewed as more refined than the extremely dangerous 
Podraces, Still, speeder bikes emphasize speed and maneuverability over 
safety and protection. 


Aratech 74-Z Speeder Bike 

The 74-2 is a basic speeder bike designed for military scouting and urban 
patrol missions. It consists of s powerful repulsoriift engine with two small 
thrust engines, along forward control vane, and a small blaster cannon ina 
rotating forward mount. It is designed for a single pilot but has room for a 
passenger as wellboth straddling the engine block of the vehicle. 


Aratech 74-Z Speeder Bike. 

Large ground vehicle (speeder) 

Init +14; Senses Perception +8 

Defense Ref 16 (flat-footed 10), Fort 14; +1 armor 
hp 40; OR 5; Threshold 19 

Speed 12 squares (max, velocity 500 km/h) 
Ranged laser cannon +7 (4410, pilot) 

Fighting Space 22; Cover none 

Base Atk +5; Grp +14 

Atk Options autofire (laser cannon) 

Abilities Str 18, Dex 24, Con —, int 14 

‘Skills Initiative #14, Mechanics +8, Perception +8, Pilot +14 
Crew 1 (expert); Passengers 1 

Cargo 3 hg; Consumables | day; Carried Craft none 
‘Availability Restricted: Cost 6,750 (1,200 used) 


Laser cannon (pilot) 
‘Atk +7 (+2 autofire), Omg 4410 


ARMORED ASSAULT TANKS (AA 
These heavily armored vehicles use wheels, treads, powered legs, of 
sorlifts to move about the battlefield. Although not mancuy 
‘pack incredible firepower and can safely transport small teams of 
into hostile territory, The Trade Federation uses AAT-1s propelled by | 
repulsorlifts on the front lines of a battlefield to soften up the enemy 
deploying waves of battle droids. 


AAT-1 
Huge ground vehicle (speeder) 
{nit +7: Senses Perception +6 
Defense Ref 16 (flat-footed 13), Fort 23, «5 armor 
hhp 180; DR 15; Threshold 33, 
Weakness ion vulnerability 
‘Speed 6 squares (max. velocity 55 km/h) 
Ranged heavy laser cannon +4 (see below) and 
light blaster cannons +4 (see below) and 
repeating blaster cannons +4 (see below) or 
Ranged heavy laser cannon +4 (see below) and 
light blaster cannons +4 (see below) and 
missile launchers +4 (see below) 
Fighting Space 33; Cover total (crew), none (passengers) 
Base Atk +2; Grp +25 
‘Atk Options autofire (repeating blaster cannons) 
Abilities Str 35, Dex 16, Con —, Int 14 
Stills initiative +7, Mechanics +6, Perception +6, Pilot +7 


{tilled); Passengers 6 (external) 
500 kg; Consumables 1 week; Carried Craft none 
12 missiles 
Military: Cost not availabe for sale 


are swift flying vehicles that can achieve altitudes of a few 
kilometers; however, they are not suited for space travel. 


jed Incom T-47 Airspeeder 
1-47 airspeeder, heavily modified, Is the Favored ground attack 
‘of the Rebel Alliance. They were used to protect Echo Base during 
tle of Hoth and can be adapted to many environments. 


Incom-147 Airspeeder cLé 


16 (flat-footed 10), Fort 16; +2 armor 
10; Threshold 26 


laser cannon +4 (see below) and 

‘cannon +4 (see below) or 

ble laser cannon +4 (see below] and 

gun +4 (see below) or 
3X3 oF 1 square (starship scale); Cover total (crew) 
Grp +18 
utofire (doubie iaser cannan, blaster cannon), harpoon gun 
22, Dex 22, Con —, Int 14 

10, Mechanics +6, Perception +6, Pilot +10 


Harpoon Gun—A gunner use the harpoon gun to make 2 grapple check 
against an enemy walker. The gunner must make an attack roll against 
the walker; if successful, the pilot must make an opposed grapple 
check. Ifthe grapple check succeeds, the target walker cannot move 
without first making a Pilot check (DC = harpoon gun's grapple 
check result) If this Pllot check fail, the walker suffers an automatic 
collision, taking twice its collision damage. 


Double laser cannon (pilot) 

‘Atk +4 (-1 autofire), Dmg 5410 
Biaster cannon (gunner) 

Atk +4 (-1 autofire), Dmg 3410 
‘Harpoon gun (gunner) 

‘Atk +4, Dg ~ (grapple +27) 


LAAT/i Gunship 

The LAAT/i attack gunship, first deployed at the Battle of Geonosis, is an 
‘example of a combat space transport designed to carry combat troops 
direct into the heat of battle. Its weapons are used to clear landing zone 
and lay down suppressing fire as the troops exit the vehicle 


LAAT/i Gunship 

Colossal ar vehicle (airspeeder) 

Init +0; Senses Perception +8 

Defense Ref 15 (fist-footed 13), Fort 26; +13 armor 

hyp 180; DR 15; SR 15: Threshold 76 

‘Speed fly 12 squares (max, velocity 620 km/h), fly 3 squares 
(starship scale) 

Ranged mass driver missile launchers +7 (see below) and 
‘anti-personnel laser cannons +7 (see below) and 
4 compasite-beam pinpoint lasers +7 (see below) 

Ranged rocket launcher +7 {see below) and 
anti-personnel laser cannons +7 (see below) and 
4 composite-beam lasers +7 (see below) 

Fighting Space 6x6 or 1 square (starship scale); Cover total (none for 
passengers if doors are open) 

Base Atk +5; Grp +38 

‘Atk Options autofire (anti-personnel laser cannons) 

Special Actions penetration 10 (composite-beam lasers) 

Abilities Str $2, Dex 14, Con — Int 14 

‘Sills Initiative +0, Mechanics +8, Perception +8, Pilot +0 

‘Crew 6 (expert); Passengers 30 

Cargo 2 tors; Consumables 2 days; Carried Craft none 

Payload 24 missiles, § rockets 

Availability Military: Cost 65.000 (40,000 used) 
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Penetration 10—The gunship's composite-beam lasers ignore the first 10 
points of an enemy's damage reduction, 


STARFIGHTERS 

Starfighters, sometimes known as “snub fighters,” are the ships of choice for 
hotshot pilots. Equipped with light yet strong engines and quick, responsive 
controls, starfighters can zip in and out of tight spots before most heavier 
craft can react. Their weaponry is light, and their armor and shields are 
‘minimal compared to those of larger ships, but a good pilot in a starfighter 
can do as much damage as a capital ship bristling with gun turrets. 


X-wing Fighter 

Often hailed as the best starfighter ever made, the T-658 X-wing was 

developed in secret when the Incom Corporation began to support the Rebel 

Alliance. With impressive firepower for a ship of its size, sturdy shields, and 

even a hypetdrive, the X-wing is as agile as an Imperial TIE fighter and far 

more versatile. Its equipped with a topside astromech bay, letting the pilot 

plug in an R2 droid to handle targeting, damage control, and hyperspace 

calculation. 

Incom T-658 X-wing Starfighter cL 10 

Gargantuan starfighter 

Init +7; Senses Perception +6 

Defense Ref 18 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 15; Threshold 46 

‘Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannons +5 (see below) or 

Ranged proton torpedoes +5 (see below) 

Fighting Space 4%4 or 1 square (starship scale); Cover total (plot), +5 
(astromech droid) 

Base Atk +2; Grp +33 

‘Atk Options autofire (taser cannons} 

Abilities Str 42, Dex 22, Con —, Int 16 

Skills Initiative +7, Mechanics +6 (+13*), Perception +6 (+3) Pilot +7, 
Use Computer +6 (+13") 


Crew 1 plus astromech droid (skilled); Passengers none 

Cargo 110 kg; Consumables 1 week; Carried Craft none 
Payload 6 proton torpedoes 

Hyperdrive x1, 10-jump memory (astromech droid) 
Availability Military; Cast 150,000 (65,000 used) 

"Ifthe ship hos an astromech droid, use these skill modifies inte 


Y-Wing Fighter 
The workhorse of the Rebel Alliance, the Koensayr Y-wing Is not as po 
‘as other snub fighters, being neither as fast nor as maneuverable, 
Its impressive shields and weaponry more than make up for its per 
flaws. 

Like the X-wing, the Y-wing provides a topside port to allow an ast 
‘roid to plug in and handle most of the in-flight “dirty works" 


Koensayr Y-wing Starfighter 
Gargantuan starfighter 
Init +5; Senses Perception +6 
Defense Ref 16 (Mlat-footed 12), Fort 26; +7 armor 
bhp 120: DR 10; SR 25; Threshold 46 
Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares 
(starship scale) 
Ranged laser cannons +5 (see below) and 
ion cannons +5 (see below) oF 
Ranged proton torpedoes +5 (see below) and 
jan cannons +5 (see below) 
Fighting Space 4%4 or | square (starship scale); Cover total (crew), 
(astromech droid) 
Base Atk +2; Grp +33 
‘Atk Options autofire (laser cannons, ion cannons) 
‘Abilities Str 42, Dex 18, Con —, Int 16 
‘Skills Initiative +5, Mechanics +6 (+13*), Perception +6, Pilot +5, 
Computer +6 (+13") 
Crew 2 plus astromech droid (skilled); Passengers none 
Cargo 110 kg; Consumables | week; Carried Craft none 
Payload 6 proton torpedoes 
Hyperdrive 1, 10-jump memory (astromech droid) 
‘Availability Military; Cost 135,000 (60,000 used) 
* Ifthe ship has an astromech droid, use these skill modifiers instead. 
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TIE Fighter 


Huge starfighte 


Ranged laser cannor 


Fighting Space 


Base Atk +2: Grp + 


Atk Options aut 


Threshold 32 


ong enough to be promoted to 


Abilities Str 34, Dex 18, Con —, Int 14 

Skills initiative +8, Mechanics +6, Perception +6, Pilot +8 
Crew 1 (skilled); Passengers none 

Cargo 65 kg; Consumables 2 days; Carried Craft none 
Availability Military; Cost 60,000 (25,000 used) 


Laser cannons (pilot) 
‘Atk +4 (-1 autofire), Dmg 4d10%2 


TIE Interceptor 

The TIE interceptor was designed specifically to counteract the Rebel Alliance 
X-wing. To increase speed and firepower, the designers at Sienar gave it large 
engines, more powerful energy converters, and a package of four fire-inked 
laser cannons. Although put into production before the Battle of Yavin, these 
fighters weren't in general use until just before the Battle of Endor. 


TIE Interceptor 

Huge starfighter 

Init +11; Senses Perception +6 

Defense Ref 18 (flat-footed 11), Fort 24; +3 armor 

‘hp 90; DR 10; Threshold 34 

‘Speed fly 16 squares (max. velocity 1,250 km/h), fly 5 squares 
(starship scale) 

Ranged laser cannons +5 (see below) 

Fighting Space 3x3 or 1 square (starship scale}; Cover total 

Base Atk +2; Grp +26 

‘Atk Options autofire (laser cannons) 

Abilities Str 38, Dex 24, Con ~, Int 16 

Skills initiative +11, Mechanics +6, Perception +6, Pilot +11 

Crew 1 (skilled); Passengers none 

Cargo 75 kg; Consumables 2 days; Carried Craft none 

Availability Military; Cost 120,000 (50,000 used) 


ce 


Laser cannons (pilot) 
Atk +5 (+0 autofire), Dmg 66102 


Eta-2 Actis Interceptor 

Designed to take advantage of Jedi reflexes and piloting skills, the nimble 
Eta-2 Actis Interceptor is the foremost starfighter used by the Jedi during 
the Clone Wars. Unlike many other starfighters, the Eta-2 does not boast 
any shields, relying on the pilot's ability to avoid incoming damage rather 
than protective shielding. 


Eta-2 Actis Interceptor : 

Huge starfighter 

Init +18: Senses Perception +12 

Defense Ref 19 (flat-footed 11), Fort 22; +3 armor 

bhp 70; DR 10; Threshold 32 

‘Speed fiy 16 squares (max. velocity 1,500 km/h, fly 6 squares 
(starship scale) 

Ranged laser cannons +12 (see below) or 

Ranged ion cannons +12 (see below) 

Fighting Space 33 o 1 square (starship scale); Cover total (pl 
{astromech droid) 

Base Atk +10; Grp 2 

‘Atk Options autofie (laser cannons, ion cannons) 

Abilities Str 34, Dex 26, Con =, Int 14 

Skills Initiative +18, Mechanics +12 (+13"), Perception +12, Pilot» 
Computer +12 (+13") P 

Crew 1 plus astromech droid (ace); Passengers none 

Cargo 60 kg; Consumables 2 days (1 week with booster ring); 
Craft none 

Hyperdrive 1 {with booster ring), 10-jump memory (astromech 

Availability Military; Cost 140,000 used 

* Wf the ship has an astromech droid, use these skill moditlers instead, 


Laser cannons (pilot) 
‘Atk +12 (+? autofire 
Jon cannons (pilot) 
‘Atk +12 (+7 autofire), Dmg 4¢10%2 ion 


ARC-170 Starfighter 
These rugged and durable attack fighters can handle independent 
well as assaults on capital ships. Their powerful shields, robust 
tail gunner give them good odds even when surrounded by enemy, 
fighters. 


ARC-170 Starfighter 

Gargantuan starfighter 

Init +6; Senses Perception +8 

Defense Ref 16 (flat-footed 13), Fort 28; +8 armor 

hhp 150; DR 10; SR 25; Threshold 48 

‘Speed fly 16 squares (max. velocity 1,050 km/h, fly 4 squares 
(starship scale) 

Ranged heavy laser cannons +7 (see below) and 
proton torpedoes +7 (see below) and 
laser cannons +7 (see below) 


Space 44 oF 1 square (starship sealel; Cover total {erew), +5 
ech droid) 

Atk +5; Grp +38 

‘autofire (medium laser cannons, laser cannons) 
Gir 46, Dex 16, Con —, Int 14 


Crew 0 (expert); Passengers none 
Cargo none; Consumables 2 days; Carried Craft none 
Payload 6 concussion missiles 

‘Availability Restricted; Cost 19,000 


lative +6, Mechanics +8 (+13"), Perception +8, Pilot +6, Use Laser cannons 
‘Atk +7 (+2 sutofire), Dmg 4d10x2 
plus astromech droid (expert); Passengers none Concussion missiles 
‘Oko; Consumables | week; Carried Craft none ‘Atk +7, Dmg 8d10%2, 4-square splash 


ad 8 proton torpedoes 
15, 10-jump memory (astromech droid) 
Military; Cost 155,000 (70,000 used) 


‘by a droid brain and controlled by a remote processor, the drod 
‘is a completely mechanized vessel. Armed with blaster cannons 
Haunchers, droid starfighters are fast and agile. Unlike conve 
3s however, they can reconfigure themselves into "walk mode, 


Droid Tri-Fighter 

Featuring a more advanced droid brain than the “Vulture” droid starfighters, 
the droid tri-fighter has proven itself a capable and versatile addition to the 
Separatist fet. Its weapons can be fired at the same or separate targets, 
Giving it the ability to capitalize on a target-rich environment 


Droid Tri-Fighter cL9 
Huge starfighter 
Init +10; Senses Perception +8 
Defense Ref 16 (flat-footed 12), Fork 24; +4 armor 
hp 100; DR 10; Threshold 34 
Immune droid traits (see page 187) 
‘Speed fly 16 squares (max. velocity 1/050 km/h), fly 4 squares 
(starship scale) 
Ranged laser cannon +7 (see below) and 
3 light laser cannons +7 (see below) and 
‘concussion missiles +7 (see below) 
Fighting Space 33 of 1 square (starship scale); Cover — 
Base Atk +5; Grp +29 
Atk Options autofire (medium laser cannon, light laser cannons) 
Abilities Str 38, Dex 18, Con —, Int 14 
Skills initiative +10, Perception +4, Plot +10, Use Computer +8 


Isquares, fly 16 squares (max, velocity 1,180 km/h), fly 4 squares 
hip scale) 


missiles +7 (see below) 
‘9X3 oF 1 square (starship scale); Cover ~ 


Grp +27 


Crew 0 (expert); Passengers none 

Cargo none; Consumables 2 cays; Carried Craft none 
Payload 6 concussion missiles 

Availability Restricted: Cost 40,000 
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SPACE TRANSPORTS 


A dizzying variety 


al transport: 


nearly always armed, shielded 


ing fromm plat 


Corellian YT-1300 Transport 
Perhaps the most adaptable ight cargo transport in the galaxy, the Ya 


ar design to suit the needs of a 


many of whom aren't Hun 


purpose cargo tran 


nd made almost as many credits selling convene 
k d selling the transports themselves 

Corellian YT-1300 Transport cle 
Init -5: Senses on 45 

Defense Ref 12 (flat-footed 12), Fort 26; +12 armor 

hp 120; DR 15; Threshold 76 2 

Speed fiy 12 squares (max. velocity 800 km]h), 

Ranged laser cannon +2 (see below 

Fighting Space 12x12 or 1 square (starship scale); Cover total 


Base Atk +0; Grp +36 


‘str 42, Dex 10, Con —, Int 14 
ve ~8, Mechanics +5, Perception +5, Pilot -5, Use 


(no 
O tons; Consumables 2 months; Carried Craft none 
«2 (vackup x12), nav computer 
Licensed; Cost 100,000 (25,000 used) 


ITAL SHIPS 
ips are the backbone of any star fleet, more than compensating 
ick of speed and maneuverability with their weapons, armor, and 


‘awn impressive banks of blasters and ion cannons, gravity-well 
10 stop fleeing opponents from entering hyperspace, or thousands 
{troops and their support vehicles. Capital ship commanders take 

Jin knowing that they can make a difference just by bringing their 
ear, let alone firing them. 


i Corvette is the logical step up from the ¥T-1300 transport—a 
rable space vessel for larger jobs. The corvette can serve as 

t, a passenger liner, a troop ship, or an escort. Corvettes 

find their way into civilian use, and a significant number fall into 


cL 16 


ate) capital ship 
Perception +6 


laser batteries +12" (see below) 
Se 1 square (starship scale); Cover total 


(skilled); Passengers 600 
ons; Consumables 1 year; Carried Craft none 
nav computer (+3) 
}; Cost 3.5 million (1.5 million used) 
'0n attacks against targets smaller than Colossal size 


Turbolaser battery (4 gunners) 
‘Atk +12 (-8 against targets smaller than Colossal), Dmg 5¢10x5 


Imperial I-class Star Destroyer 

‘An indelible symbol of the Empire's military might, the Star Destroyer is 
2 powerful incentive for troublesome worlds to submit to the will of the 
Emperor. Fast, tough, and armed to the teeth, an Imperial I-class Star 
Destroyer can reduce 2 fleet of lesser ships to so much floating debris. 


Imperial |-class Star Destroyer 

Colossal (cruiser) capital ship 

Init -2; Senses Perception +6 

Defense Ref 18 (flat-footed 16), Fort 56; +16 armor 

hhp 2,100; DR 20; SR 150; Threshold 256 

‘Speed fly 3 squares (starship scale) 

Ranged 5 turbolaser batteries +17* (sce below) and 
5 lon cannon batteries +17* (see below) and 
10 point-defense laser batteries +13 (see below) and 
10 tractor beams +7° (see below) 

Fighting Space 2x2 (starship scale); Cover total 

Base Atk +2; Grp +68 

‘Abilities Str 102, Dex 14, Con — Int 20, 

‘Skills initiative ~2, Mechanics +8, Perception +6, Pilot -2, Use 
Computer +6 

‘Crew 37,085 (skilled); Passengers 9,700 (troops) 

‘Cargo 36,000 tons; Consumables 6 years; Carried Craft 72 TIE fighters 
(any variant), 8 Lombda-ciass shuttles, 20 AT-Als, 30 AT-STs, various 
support vehicles 

Hyperdrive 2 (backup x8), nav computer 

‘Availability Military; Cost not available for sale 

* Apply 0 -20 penalty on attacks ogainst targets smaller thon Colossal size 


cL20 


‘Turbolaser battery (6 gunners) 

Atk +17 (-3 against targets smaller than Colossal), Dmg 5d10%5 
‘on cannon battery (6 gunners) 

Atk +17 (3 s ‘smaller than Colossal), Dmg 3d10x5 ion 
Point-defense laser battery (4 gunners) P 
Atk +13, Dmg 2d10x2 : 
‘Tractor beam (2 gunners) 


‘Atk +7 (-13 against targets smaller than Colossal), Dmg 
— (grapple +88) 


chan eam x! 


— 


is 2 kind of inteigent robot, 3 mechanical automaton electronically 
d to act, think, and behave in a certain way, 

facilitate various tasks that organic beings find tedious, difficult, 

fous. They are typically fashioned in the likeness oftheir creators or 

jarlan design that stresses function. Their usefulness makes them a 

sight on nearly every inhabited world in the galaxy. They provide 

; advice, and sometimes even friendship to trillions of sentient 
jon a daily basis. 


DRoOID'S LIFE 
I are usually property, bought and sold like any other piece of equip~ 
Although some droid owners come to think oftheir dronds as friends, 
fact remains that droids are programmed to serve whoever Is desig 
das their master. To the vast majority of droids, the concept of droid 
rendence is unthinkable. Without someone to command them, what 
they do? 


Even so, ownership and control are two very different things, Dralds must 
449 what they are commanded to do to the best of their ability, but thelr 
programming dictates how they accomplish their orders. Ordered to find a 
replacement part for an X-wing, a drold might commence a systematic search 
‘of the repair bay, then the docking facility, then the neighborhood, then the 
‘countryside, and so an~al the while thinking its actions are perfectly logi- 
‘al, Droids often need very specific instructions to do what their masters 
‘command, in a manner meeting their master's expectations 
Occasionally, events conspire to lead a droid to independence. These 
so-called "self-owned” droids ae few, but not as rare as many believe. One 
might hear stories of droids that escape their masters after years of abuse, 
‘or of an entire line of droid that manifest violent personalities as the result 
of a programming glitch. However, independent droids are rarely haywire, 
rampaging killers. Independent droids often enter into partnerships with 
‘organic beings, particularly on worlds where a lone droid without a master 
‘draws 2 lot of unwanted attention. Independent droids sometimes even 
‘seek each other out, hoping to find strength and security in numbers, Some 
independent droids are thrust into the unlikely role af hero, helping to defend 
the galaxy from the depredations of evil as personified by the likes of the 
Empire and the Yuuzhan Vong. 


CREATING A 
DROID HERO 


‘f you want to play 2 droid asa hero, you can either play an existing droid from 
this chapter or create your own unique droid hero, Droid heroes are assumed 
cither to be “self-owned” or to be owned by anather player character (with 
the approval of both the Gamemaster and the player in question). Even if 
‘owned by another member of the party, the Gamemaster should ensure that 


the owner does not abuse his authority by giving unreasonable or unwanted 
‘orders to the other player's droid character. A droid player character should 
bbe treated the same as any other player character, and in most cases it is 
best to give suggestions or advice instead of actual orders. (in fact, most 
droid heroes have a heuristic processor so that they can creatively interpret 
‘orders and thus justify acting as they wish.) 

‘When you decide to play a droid hero, you'll have to pick out a few details 
about what type of droid your character will be. This is the equivalent of 
picking a species for a non-droid character. 


OPTION 1: 

PLAYING A CUSTOM DROID 

You can play a droid of your own design. The only choices you have to make 
are choosing your degree. size, and accessories, and assigning your ability 
scores, Once you have taken note of these details on your character sheet, 
continue with character generation normally 


Determining Ability Scores 

Droid characters determine their ability scores the same way non-droid 
characters do (see Chapter 1: Abilities). However, droids do not have Con- 
stitution scores because they are not actually living beings; they only need 
scores for their five remaining abilities. You can determine your ability scores 
in one of three ways: 

Rolling: Roll 406 five times, discarding the lowest die each time. Add 
up the remaining three dice and assign the result to any one of your five 
abilities. 

Planned Generation: Ail of your ability scores start at 8, and you have 21 
points ta spend to increase them (see Planned Generation, page 1), 

Standard Score Package: The standard score package for droid heroes 
is 15, 14, 13, 12, and 10, Assign these five scores to your five abilities as 
vyou see fit 


Degree 
Droids are classified by degree, reflecting the types of tasks they typically 
perform. Generally, Ist-degree droids are medical and analytical droids, 
2nd-degree droids are mechanical and technical droids, 3rd-degree droids 
are protocol and domestic droid, 4th-degree droids are security and battle 
‘roids, and Sth-degree droids are labor and utility droids. A droid’s function 
does not have to match its degree, but this is uncommon. 

Pick a degree (1st, 2nd, 3rd, 4th, or Sth] for your droid. This determines 
‘your ability score modifiers, as shown in Table 11-1: Droid Degrees. For 
‘example, @ 3td-degree protocol droid increases its Wisdom and Charisma 
scores by 2 and reduces its Strength score by 2. 


#2 Int, -2 Cha 


+2 Dex, -2 Int, -2 Cha 


Size 
You can choose to play a Medium or Small droid. Droids of other sizgy 
but they are controlled by the GM. 

A drold’s size determines its ability modifiers, its size bonus: 
Defense, its size bonus on Stealth checks, adjustments to hit 
‘Gamage threshold, its carrying capacity (see Encumbrance, page 
its cast factor (see below), as shown jn Table 11-2: Droid Sizes, 

Medium: Player character droids of Medium size have no special mo 
because oftheir size. They have a walking locomotion system (see 
and a speed of 6 squares. 

‘Small: Player character droids of Small size apply the followir 
score modifiers: +2 Dexterity, -2 Strength. They have a tracked lo 
system (see page 188) and a speed of 4 squares, Small droids 
size bonus to their Reflex Defense and a +5 size bonus on Stealth 
However, their lifting and carrying limits are three-quarters of th 
Medium characters. 

Cost Factor: A droid’s cost factor js used to calculate the cost of the 
‘and some droid systems. Particularly large droids can be very exp 
particularly small droids are not any cheaper due to the expenses as 
with miniaturization. 


Class and Level 
‘You are Ist level in one heroic class (noble, scoundrel, scout, oF 
your choice. You cannot choose the Jedi class, 


‘Systems and Accessories 
‘You have a heuristic processor (see page 190) and two arm append 
(see page 169). 

‘Your may spend up to 1,000 credits on additional locomotion 
‘page 188), appendages (see page 189), and accessories see page 193) 
fit. You do not get to keep any leftover eredits, but you still gan the 3 
Starting credits according to your class (see Chapter 3: Heroic! 


ION Z: PLAYING A 
NDARD DROID MODEL 
{to forego creating your own custom droid, you can always play 
stock models found later in the chapter. If you use this option, 
‘oll for ability scores; instead, you automatically have the ability 
for the selected model of droid, The droid you select must meet 
i criteria, and you may modify the stock model as noted here. 
you can only be Small or Medium size 
F: You cannot have a remote processor, so you must install a 
ar or heuristic processor if the selected model of droid does 
lly Include one (see Processors, page 190). 
ss and Level: The droid you select can have no more than three levels 
heroic class or one level in any heroic class. If the droid you select 
Fone oF two levels in the nonheroic class, you may choose to add 
In a heroic class of your choice; this adds 1,500 credits to your 
‘cost, 
jn play with the minimum number of experience points neces- 
character level, For example, a 2nd-level nonheroic/ st-level 
ould begin play with 3,000 XP. 
i The Final cost of your droid, including any necessary adjust- 
Ota processor of adding a level in a heroic class, cannot exceed 5,000 
Jmay add accessories or replace systems as you see fit as long as 
st remains within this limit: You do not get to keep any unspent 
‘you still gain the appropriate starting credits according to your 
‘:Heroie Classes). 


SIZE MODIFIER SIZE MODIFIER «EXTRA 
TO STEALTH 


‘TO REF DEFENSE 


Traits: All droids have certain traits in common (see Droid Traits, 
below). 

Once you have made all necessary adjustments and noted these details 
‘on your character sheet, continue with character generation normally. 


DROID TRAITS 
Droids share the following basic traits: 

Abilities: Droids are nonliving entities, so they do not have Constitution 
scores, Droids can increase any two af their five remaining ability scores 
bby +1 each at 4th level and every four levels thereafter, just like any other 
character. These increases represent improved heuristics and algorithms that 
the droid has developed from experience as well as upgrades to its compo- 
nents undertaken as 3 part of routine maintenance. Droid ability modifiers 
are determined by their degree and size [see Degree and Size, above). A droid 
can never have an ability score less than 1, regardless of modifications, 

Behavioral inhibitors: Droids (except 4th-degree droids) cannot inten- 
tionally harm a sentient living being or knowingly allow a sentient living being 
to be harmed. Furthermore, all droids must follow orders given to them by 
their rightful owners, as long as those orders don't require the droid to harm 
a sentient living being, Droids with heuristic processors can sometimes violate 
these restrictions by creatively interpreting their behavioral inhibitions (see 
Processors, page 190). 

lon Damage Vulnerability: As electronic constructs, droids are vulner- 
able to damage from ion weapons (see lon Weapons, page 159). Generally, 
jon weapons have the same effect on droids that stun weapons have on 
living beings 

Maintenance: Droids do not sleep, eat, or breathe. However, they do 
need to enter shutdown mode and recharge for 1 hour after 100 hours of 
‘operation. If @ droid fails to do so, it must make an Endurance check each 


SIZE BONUS TO 
‘DMG THRESHOLD 


CARRYING — COST 


HIT POINTS 


hour (DC 10, +1 per additional hour after the first) or move ~1 persistent 
‘step along the condition track (see Conditions, page 148). This persistent 
condition can only be removed by the droid recharging for 1 hour. 

Memory: droid’s trained skills, feats, and talents can be reassigned with 
the Use Computer skil. A droid hero can use its own Use Computer skill to 
perform this reprogramming, but it takes a -5 penalty on its skill check. fa 
‘roid is ever subjected to a complete memory wipe, it becomes a basic mode! 
of its type. losing any levels and abilities gained (see Processors, below). 

Nonliving: A droid is immune to poison, disease, radiation, nancorrasive 
atmospheric hazards, vacuum, mind-affecting effects, stunning effects, and 
any other effect that works only on living targets, Droids have no connection 
to the Force and can’t gain the Force Sensitivity feat or learn Force powers. 
roids do not have a Constitution score, so they don’t get bonus hit points 
for having a high Constitution, and they apply their Strength modifier to 
their Fortitude Defense. 

Unlike living beings, droids don’t “die.” but they can be disabled or 
destroyed. Ifa droid is reduced to 0 hit points, itis disabled and cannot be 
reactivated until itis repaired so that has at least 1 hit point. ifthe attack 
that reduced the droid to © hit points also exceeds the droid’s damage 
threshold, the droid is destroyed instead, A destroyed droid cannot be 
repaired or salvaged. 

Repair; Droids can regain lost hit points only through the use of the 
Mechanics skill (see page 68). A droid can use this skill to repair itself, but 
it takes a ~5 penalty on its skill check 

Shut Down: A droid that is shut down can take no actions and is effec- 
tively unconscious, Shutting down a willing dro isa standard action. Shut- 
ting down an unwilling droid is more difficult, requiring that you to grab the 
droid (see Grab, page 152) and then make a Mechanics check (DC = droid’s 
Will Defense) asa standard action while it’s grabbed. You cannot shut down 
‘an unwilling droid with locked access unless it is disabled or otherwise help 
less (see Locked Access, page 195), 

Skills: Droids normally cannot use any skill untrained except for Acrobat 
ics, Climb, Jump, and Perception. A droid with a heuristic processor ignores 
this limitation (see Processors, page 190), 


—————SPEED (BY DROID SIZE) 


‘Systems: Droids can have many oftheir characteristics changed 
ing oF replacing existing systems (see Modifying Droids, page 

‘Automatic Languages: Binary plus one language chosen by 
(usually Basic). 


DROID SyYsTemMs 

Unlike characters and creatures, droids are essentially collections. 
ent equipment called systems. A droid's systems can be upgraded, r¢ 
‘and modified many times throughout a droid’s operational life 
system falls into one of four categories: locomotion, processor, ap 
fo accessory, 


LoOcomMoTION 

All droids begin with a base mavement speed determined by loco 
system (see Table 11-3: Droid Locomotion). Droids can have more: 
ocomotion system, Add 500 x the droid's cost factor for the second 
tion system, 1,000 x the droig’s cost factor for the third, 2,000 x! 
‘c9st factor for the fourth, and 5,000 x the droid’s cost factor for 


form (two arms, two legs, and a head). They suffer the usual penal 
icult terrain (See Difficult Terrain, page 159). 
Jheeled droids use one or more powered 

move and are generally designed to traverse smooth surfaces. 
<roids can't use the Climb skill, and the penalties of moving through 
terrain are doubled. { 

Tracked Droids: Tracked droids are an improvement on the 
droid, having ridged treads that give them more traction. Tr 
ignore the penalties of difficult terrain, but they take @ -5 penalty ¢ 
Climb checks. 

Hovering Droids: Hovering droids use repulsorlift technology. 
slowly above the ground (within 3 meters). They ignore the petal 
difficult terrain. 


LocoMoTION UPTO SMALL MEDIUM LARGE OR BIGGER cost 

Walking 4 squares ‘6 squares 8 squares: 10x cost factor x (speed) squated 
Wheeled 6 squares S squares TO squares 5 x cost factor x (speed) squared 
Tracked A squares squares squares, 20 x cost Factor x (speed) sq 
Hovering 6 squares S squares 6 squares 100 x cost factor x (speed) squared 
Flying squares 1 squares Ta squares 


Piying Droid: Fiying droid use engines of some kind to tra 
Jp terever they please They are not hampered by ary type o 
orto be the most expensive 


BP stationary Droids: Stationary droids do not have a locom 


Eieannot move from a fixed location 

Restricted Locomotion System 

ithe cost of 2 droid's locomotion system can be reduced by placing limitations 
ited 


Hplisuse The two types of restrictions are exclusive and limited. Are 
mal cost 
id must spend 2 move actio 


Hptomotion system costs only one-tenth the n 
Exclusive Locomotion System: The dro 
Bagge oF disengage this locomotion system. While the 

he droid can only use the move and run actions. 
Limited Locomotion System: The droid can only use this 

Bpitem fora limited time. After using this locomotion system for 1 round, the 

old must make an Endurance check (DC 10, +1 

Hfeanmot use that locomotion system again for 


ystem is engage: 


per check after the first) or 


minute (10 rounds) 


Climbing Claws 


IOhaWs designed to grip a surface can be added to a 


y droid » 


Ubebmation system, Climbing claws grant the droid a climb speed equal to 
BGre-halfits walking speed. In addition, a droid equipped with cimbing claw 
May Ferol a failed Climb check (keeping the better result) and can take 


IDA Climb checks even when rushed or threatened. Cli 


Ie cost of a walking locomotion system, 
Extra Legs 

Walking droids are usually bipedal, but a walking droid can be built with three 
More legs (usually four) to grant the droid extra stability and car 


ESpacIIY, This doubles the cost of the walking locomot 


tem, but the 


Blas carrying capacity is 50% higher than that 
Bame Strength. ina 
Aoresistattemp 


dump Servos 


PPasoHittassistea jump servos con be added to any droid witha walking 
Dmotlon system, Jump servos grant the droid the ability to treat all 

P55 Funning jumps, even without the normal running start (see 

Bump skill, page 68). In addition, the droid may reroll a failed 


heck (keeping the better result) and take 10 on Jump checks 
When rushed or 


a bipedal droid of the 


dition, the droid gains a +5 stability bonus on check 


to knock it prone 


threatened. Jump servos double the cost of a 
Hing locomotion system 


Magnetic Feet 
tromagnetic grippers enable a dr 


id to cling to.a ship's hull, even when the 
gh speed. Only droids with walking, wheeled, or tracked 


jocomation can have magnetic feet 


APPENDAGES 
The types 
ach, hold, lift, 
ion or balance has one of the Following types of appendages: probe, 


f appendages a droid has determines how well it is able to 


ry, push, pull, or place objects. A limb that isn't used for 


Droids can use their appendages to make unarmed attacks. The 


narmed attack depends on the droid's 


damage 
dealt by an size and the type of 
Droid Appendages and Damage lists the bi 


droid's Strength modifier to this 


appendage. Table 11-4 


unarmed damage: remember to apply t 


6 


DROID SIZE PROBE INSTRUMENT TOOL CLAW HAND 


Diminutive - = = 1 = 
1 SSS aS 
Small - 1 mw W312 
‘Medium Nata 
Large 2 103 sds 
Huge a 
Gargantuan 14 146 8 208108 


base damage. A droid can have any number of appendages, but this does not 
increase the number of actions or attacks the droid can make in a round 

Probe: Few droids have no actual manipulators. The bare minimum ts 3 
probe that can push or pull objects. 

Instrument: Instruments are a step up from simple probes. They 
might be designed to accomplish specific tasks. For example, a droid 
with a hypodermic syringe as its sole appendage can use the syringe for 
its Intended purpose, but otherwise can only push objects with it. A few 
Instruments are actually designed to clamp, and can thus hold objects, 
but they are generally delicate. A droid using an instrument of this nature 
has a carrying capacity (see Encumbrance, page 140) as if its Strength 
score were one-quarter of its actual value. 

Tool: Tool appendages are somewhat sturdier than instruments. A droid 
‘must make a DC 15 Dexterity check to lift, carry, or drag objects for which its 
tools were not designed. The GM might rule that particularly delicate objects 
have a higher DC. If the check fails. the droid drops the object. 

Weapons mounted on a droid are considered tool appendages unless 
otherwise noted. A tool mount does not include the cost of the tool or 
weapon mounted on i. 

Claw: Claws are an intermediate step between tools and hands. They are 
useful for grabbing onto objects to be moved, but aren't very good for tasks 
that require fine manipulation. While a droid could easily carry a blaster in 
its claw, it would have difficulty firing it, for example. A droid using a claw 
to perform a task that normally requires a true hand must make a DC 15 
Dexterity check to succeed at the task, Ifthe check fails, the droid drops the 
object it is attempting to manipulate. 


Hand: A droid is considered to have a true hand ifits gripping 
Includes at least three digits, one of which is opposable, Facto 
Series protocol droids and Baktoid Combat Automata battle 
equipped with hands. 


Telescopic Appendage 

The droid has an appendage that reaches farther from its body than m 
A telescopic appendage has twice the normal reach for the dr 
For example, a Medium droid with a telescopic appendage has a ¢ 
2 squares. 


Stabilized Mount 

For five times the listed cost and weight, a tool appendage can be 
so that itcan hold a larger weapon, This allows the droid to use that 
a if was wielded in two hands. 


PROCESSORS 

A droid can’t perform any functions without its processor (also 

a droid brain), which contains all the basic information the droid 
move its appendages, travel from place to place, behave in a 
and 50 on, A droid’s Intelligence score reflects the quality of its 
‘sor, Low-intelligence droids tend to specialize in si 

‘no deductive capability. High-intelligence droids are considerably 
versatileand more expensive. 

Basic Processor: Basic processors are not designed for creative 
and problem solving, and as such most droids interpret instruct 
behavioral inhibitions very literally. Furthermore, basic processors 
limited in that the droid cannot perform any task for which it 
programmed. For example, a droid that is not trained in the D 
Cannot lie o otherwise convey false or unknown information, A did W 
basic processor cannot use any skill untrained except for Acrobatics 
Jump, and Perception, Similaly, a basie processor does not allow 
to use any weapon with it ls not proficient, and a droid's: W 
inhibitors may prevent it from harming sentient living beings altoget 
Behavioral Inhibitors, below). 

Every droid comes with a basic processor, at the very least, 

Heuristic Processor: This type of processor allows a droid t0 
doing, usually without instruction, The droid is able to reason through 


2 droid with 2 heuristic processor may use skills untrained, just Ike 

character. Similarly, the droid can wield a weapan even ifit is not 

in its use (but still takes the normal -5 penalty on attack rolls). 
Inadaition, a droid with a heuristic processor can creatively ii 

instructions, allowing it to complete tasks in @ manner that it deems 

priate. A heuristic processor allows @ droid to work around its 

Inhibitors as long ast can justify a given action. For example, 2 nOMe 


4s lona as It believes that doing so will ultimately save more sentient 
9s from harm. 

time, a droid equipped with a heuristic processor develops a unique 

jty based on experience. Because ofthis, memory wipes and restrain- 


droid to stray too far From its intended purpose. Stl, some progres- 
ters actually encourage their droids to break their programming, 
the drod’s judgment to make independent decisions without taking 
of the situation. 
he droid’s processor isn’t located in the droid; 
droid is actually a drone for a remote processor. The processor is 
(with a transmitter that allows @ droid equipped with the appropri- 
te receiver to operate as far away as 5 km (for the least expensive 
‘aS much as 5,000 km (for the most expensive model) 
age of 8 remote processor is that it makes the droid much less 
because it only needs a receiver instead of a local control system. 
is that the droid doesn’t react as quickly as a droid with an 
processor, soit takes a -2 penalty to its Dexterity 
‘Receiver: This unit allows a droid to receive instructions from a 
aeessor, Only droids without internal processors (such as Baktoid 
it Automata battle droids) can be fitted with remote receivers. A 
receiver can only be connected to one remate processor at a time 
the connection to a different remote processor requires a DC 20 
eS check and a tool kt. 
Chup Processor: A droid with a remote receiver can also have a backup 
that allows the droid to function even if it loses contact with its 
ss0F, The droid will continue executing its last received orders 
tls reestablished. 
Fire Circuits: A droid with a remote receiver can have 
fire circuits that better coordinate |ts actions with other droid. 
fully using the aid another action to assist another droid con- 
the sume remote processor, a droid with synchronized fire circuits 
tional +2 bonus to the other droid’s check or roll 


Inhibitors 
2 restraining bolt or periodic memory wipes, most droids oper- 
19 a rigid set of guidelines. A droid's core programming—the 
ory that can't be wiped—provides it with strict instructions 
et to common circumstances, most of which revolve around 
‘ethics, and morality. These instructions are the droi 


bids are under similar strictures not to allow themselves to be 


harmed unless specifically ordered to do 50. Of course, droids are also hard- 
wired to obey the commands of their designated masters. When a master's 
‘orders conflict with the droid's behavioral inhibitors, the droid is required 
to inform its master immediately. 

Restraining Bolt: A restraining bolt turns off a droid’s motor impulse 
without actually shutting down the droid. The restraining bolt is activated 
with a handheld device called a droid caller (see below), Restraining bolts 
‘must be secured to specific locations on droids. Attaching or removing @ 
restraining bolt isa full-round action and requires @ DC 10 Mechanics check 
droid fitted with a restraining bolt can't upgrade or improve its skills (see 
Reprogramming, below) 

A droid with a heuristic processor can attempt to remove its own restrain- 
ing bolt as a standard action with a successful DC 20 Charisma check followed 
bya successful DC 15 Mechanics check. A droid that fails the Charisma check 
cari attempt to remove the restraining bolt again until 24 hours pass. 

Droid Caller: The droid caller isa handheld transmitter weighing 0.2 kg. 
‘ttransmits a signal to any droid equipped with a restraining bolt. The droid 
caller overrides a droid’s motor function and impels it toward the caller for 
as Jong as the device is activated. 


BINARY 
[Nearly all droids are programmed to understand a binary computer 
language used by most computers and intelligent machines. The simple 
version ofthis language skill called Binary. With i, droids can com- 
‘municate with computers and each other. Binary allows a computer or 
{roid to communicate mathematical or technical information in great 
‘etail ata very high rate (approximately 100 times as fast as normal 
speech), but it has great difficulty expressing nontechnical topics such 
as emotion, art philosophy, or the Force. For example, asa free action, 
droid could use Binary to describe the exact location and physical 
description ofall objects and characters that the droid detects in a 10~ 
square-by-10-square area, but the droid would be unable to express the 
nuance of a conversation or the emotion conveyed by body language. 
Obviously, some droids can understand addtional languages as 
well-most droids in the galaxy are programmed with Basic even if 
‘they can't actually articulate the language. Some living beings learn to 
Interpret the binary language of droids, even if they can't themselves 
speak an approximation of it. A living being who understands Binary 
‘cannot understand the same volume of information as another droid 
‘or computer, s0 the speaking droid must voluntarily iow its speech to 
‘normal rates (that is, the same as Basic or any other language) so that 
the living being can understand it 


‘A.droid with a heuristic processor fitted with a restraining bolt can resist 
the droid caller with a successful DC 20 Charisma check. If successful, that 
droid can’t be affected by that specific droid caller for 24 hours. 


Reprogramming 

‘A basic model droid comes with factory-preset skills and a certain set 
of trained skill, feats, and sometimes talents. These factory-presets are 
embedded in the droid’s core programming and cannot be altered, but 
‘many droids have one or more trained skills left unassigned so that they can 
‘easily be programmed for their specific duties. Unassigned stills as well as 
feats and talents gained through level advancement can be altered through 
reprogramming. 

Reprogramming a droid requires a Use Computer check (DC = droid's 
Will Defense) and 30 minutes of uninterrupted work. Reprogramming feats 
and talents is more difficult, so you take a ~5 penalty on your Use Com- 
puter check. Furthermore, feats and talents can only be reprogrammed if 
they are neither a requirement for any of the droid's prestige classes nor @ 
prerequisite for any feat or talent the droid retains. As always, « droid must 
‘meet all prerequisites for any replacement feats or talents. Reprogramming 
requires that the droid be shut down for the duration of the procedure (but 
see “Droid Self-Reprogramming,” below). 

To reprogram a skill, the programmer must be trained in that skill or 
purchase a skill package (100 credits). To reprogram a feat or talent, the 
‘programmer must either have that feat or talent or purchase a feat or talent 
package (1,000 credits). 

If the droid’s owner is unable to do the reprogramming himself, he can 
hire @ professional programmer to do the task for him. The standard cost of 
hiring a programmer is (droid's Will Defense squared) x 10 credits for a skill, 
1F 10 times this amount for a feat or talent. This cost includes any necessary 
skill, fea, or talent packages. 

Droid Self-Reprogramming: A droid trained in the Use Computer skil 
‘may attempt to reprogram itself. However, the droid must have the appro~ 
priate skill, feat, or talent package to do so, and it takes a ~5 penalty on its 
Use Computer skill check. A droid attempting to self-reprogram does not 
hhave to be shut down, but itis helpless and unable to take any actions until 
‘the attempt is completed. 


Memory 
Although intelligent droids consider it frightful and ghoulish and heroic droids 
regard it as a fate worse than death, the memory wipe is @ fact of existence 
for mast droids. Its primary purpose is to eradicate personality quirks that 
distinguish an independent droid. 

Wiping a droid's memory requires @ successful Use Computer check 
‘against the droid's Will Defense. The droid must be shut down to perform 
the memory wipe. 


“We SEEM TO B 

MADE TO SUFFE 

It's OUR LOT 
IN LIFE." 


- c-3P0 


‘A memory wipe erases one class level per minute, A compl 
wipe reduces a droid to a basic madel with no personality quirks a 
abilities. For example, a 3PO Series protocol droid that had been a 
nonheroic/4th-level scoundrel becomes a Ist-level nonheroic 
after a 4-minute memory wipe, losing its scoundrel levels and 
responding benefits. 


Downloading and Restoring Memory 
Unlike organic beings, droids have a form of mechanical immo 
droid’s programming is saved to a computer system, and a new 
‘roid brain can be bought or found, others can attempt to load its 
into the new droid and reactivate the droid, 

‘A successful Use Computer check is required to transfer a 
‘gramming into a new chassis. The DC for the Use Computer check 
‘on the type of new chassis being used: 


‘Same model 
Different model, same degree 
Different model, different degree 


Each time the transfer is attempted, the droid must make a DC: 
ligence check, A failed check indicates that the droid’'s memo 
corruption: a permanent reduction of 106 Intelligence points. The 
programming can't be repaired; if the droid’s Intelligence modifier’ 
because of corruption, the droid’s trained skills must be reduced 
The droid also loses access to feats that have an Intelligence 
higher than the droid's new Intelligence score, 

A droid successfully transferred into another droid of the sar 
resumes functioning as it was before the transfer, retaining all abl 


class levels, skills, feats, and talents. 

Adroid successfully transferred into a different model adopts the: 
and Dexterity of the new mode! but keeps its previous Intelligence 
‘and Charisma scores. The droid retains its trained skills, although 
fiers based on Strength and Dexterity might need adjusting. Finally 
loses one class level (including all associated talents and feats) 35 
reprogram and adapt its memory and sensory inputs for the new 


Comlink: The droid is equij 
pise identical to the stand: 


d with an integrated comlink system. It is 


accessories 


tem that does not fall under one 0 


-é comlink (see page 134). 


Spay miscellaneous Sys 
Hescan be considered an acces 


lxisting systems on a dro mor 
fies: roid Accessories summarizes the various accessorie 


Diagnostics Package 


‘making them more c 
Some droids are equipped 


perform diagnostics, either as an aid to a 
safety feature. The diagnostic package gives droid a +2 


Bicharte! equipment bonus on M ics to diagnose problems. 

; [Cost and Weight: Sometimes a dro’ sory has flat cost or weight. q M iagnose problems. 

Se iarecontoctvsshichisvctemined by newhodssne econ Hardened Systems 

Se 6 roids of Large or greater size can be designed to have int /edun- 
TAvallability: Some droid accessories have limited availability or are ee cont fe Veit gs eo I 

eres a ample, a Large droid with hardened 

Armor 

BEEIAE can be equipped With built-in armor that provides an armor bonus 


yi in droid armor does not 
limon Table 11-63 Droid Armor summarizes the differe 
old armor available 


k with the armor bonus p 


Speed: A droid with built-in light, medium, armor takes no 
Penalty to its speed. 

‘Armor Check Penalty: A droid with built-in armor takes an armor check 
PEMalty on attack rots as well as skill checks made using the following sk 


Hatobitic, Climb, Endurance, Initiative, Jump, Stealth, and Swim. The type 
Blaimor worn determines the sizeof the penalty 
HAY, 10, A dioid with the appropriate Armar Prof 
Ba neoates these penalties 


Maximum Dexterity Bonus: Built-in droid armor has'a maximum Dexter 
Hbons, just ike normal armor (See Armo 
hv ity 
Hre-This armor is rarely for sale on the open market. The price of the 
BOF on the black market is usually double the listed cost 
Bcensed, Restricted, Miltary, or legal: Ownership of the armor is limited 
Wet regulated, us described in Restricted Items (see page 131) 
inning in Heavy Armor: 
MM Move upto three times its speed (instead of four times). 


ge 13) 


bility; Some armor has limited ava 


aaarnae 


Nhen running in heavy armor, a droid can 


ommunications 
IBIAS are capable of emitting the sounds necessary to speak Binary, 9 
BADE Used by droids and computers to quickly transmit large amau 
mation (see Binary sidebar, page 191) 
Bestia: The rics equipped witha speaker that enablesit tem 
PéEth, rather than simply spout machine code. This device is standard 
Bid has ability to speak any language other than Binary, 


Internal Storage 
‘The droid has 3 certain amount of open space in its chassis, allowing for the 
addition of new internal components or compartments for carried items. 
Droids of Tiny size or smaller cannot have internal storage. 

For each 50 credits spent, the droid can carry 1 &g of material or equip- 
ment in internal storage. A droid’s size determines the maximum weight of 
items stored in internal storage, as noted below: 


EQUIPMENT 


Caw 20x cost factor (5x cost factor) kg 
Hand 50x cost factor (5x cast factor) hg, 
Instrument 5 x cost factor (1 xcost factor) ig 
Probe ‘2x cost factor (0.5 x cost factor) kg. 
Too! 10x cast factor (2x cost factor) kg 
Climbing claws appendage cost x 2 - 

Jump servos appendage cost x 2 (2.x cost factor) kg 
“Magnetic feet appendage cost x2 = 


Telescopic appendage appendage cost x2 normal weight x 2) kg 


Comlink, internal 
Woeabulator 
Diagnostics package 


oC eee Se ee See 


Hardened system x2 11000 x cost factor (100 x cost factor) kg 
‘Hardened system x3 2.800 cost factor (250 x cost factor) i 
Hardened system x4 {400 x cost factor) kg 


__ [850 x cost factor) Ag 


‘Compartment space (per kilogram) 
Sa ie ha TLE 
Locked access 


Licensed 


ded Mechanism: This device allows @ Small, Medium, or ‘Spring-loaded mechanisms are not typically designed (or practical) for 
{to launch an item held in an internal storage compartment up roids of Huge or larger size 
es as.a standard action. The item can weight no more than 4 ka, 
makes a ranged attack against Reflex Defense 10 to launch Locked Access 
ile into @ designated square. Anyone within reach of the target A droid with locked access has its shutdown switch secured or located inter- 
has a readied action can try to catch the item, provided the nally, preventing it from being shut off by an opponent. The droid must be 
tack succeeds. (If the attack fails, the item lands in a randomly disabled or otherwise rendered helpless before it can be shut down 
jned square adjacent to the target square.) Catching the item requires. 
rity check and is considered @ move action. 


AVAILABILITY 


Military 


1,900,000 10,000 bg Military 
500 1g e 
100 a 3 


Miltary 


2,500 x cost factor (10x cost factor) kg 
- §,000 x cast factor (20 x cost factor) kg 


7/500 cast factor {30 x cost factor) kg 


(40% cost factor) Ag 


‘ARMOR (CHECK PENALTY) 


400 cost factor 
900 x cost factor 


Plastee! shell 
Quadanium shell 
Durasteel shel 
‘Quadanium plating 
Durasteel plating 


2,500 x cost factor 
3,600 x cost factor 


4,900 x cost factor 
6,400 x cost factor 
9,600 x cost factor 


Quadanium battle armor 
‘Duranium plating 


Durastee! battle armor 


8,100 x cost factor 
10,000 x cost factor 


Mandalorian stee! shell 
‘Duranium battle armor 
Neutronium plating 


Secondary Battery 

{A secondary battery (sometimes called a redundant battery or backup 
battery) provides the droid with additional power, allowing it to operate 
for a longer duration. The secondary battery enables the droid to remain 
operational for 200 hours (instead of the normal 100 hours) before it needs 
to shut down and recharge. 


Self-Destruct System 
To prevent capture and analysis, the droid comes equipped with a powerful 
explosive, The charge destroys the droid from within (no attack required), 


DrRoID Costs 

‘Some droids have their cost reduced or inflated based on other circum- 
stances. Although the rules in this chapter provide an accurate means. 
of determining the cost of a droid, some models may deviate from this 
‘cost. For example, mass production may reduce labor costs, 2 droid 
may be priced to mateh a competitor, prices may increase due to legal 
restrictions fora particular droid (particularly common for 4th-degree 
‘roids), ora manufacturer may have virtual monopoly on a particular 
type of droid that allows higher prices. 


1,800 x cost factor 4 


12,100 x cost factor rT) 
1 Whem running in heavy armor, 0 droid can only move up to three times its speed [instead of four times). 


(2 x cost factor kg 
—— Bxcost fi 
+4 {8 x cost factor) kg 
(10 cost factor) kg 
(12.x cost factor ig 


(16 x cost 
(x cost facto) kg 


(x cost factor) kg 
(0x -eost Factor) kg 


# (20 x cost factor) kg Military. 


‘and a droid destroyed in this fashion cannot be repaired or sal 
explosion is treated as an area attack (+5 attack bonus). The da 
targets with the area is determined by the droid’s size (see below): 
burst radius of the explosion is 2 squares per 446 of damage ( 
squares), Droids of Tiny size and smaller do not deal collateral da 
they self-destruct 


DROID SIZE DAMAGE 
‘Small 446, 


Medium 666 

Large” Bs BB a 
Huge 104s 

Gargantuan or larger 2006 as 
Sensors 


Sensorsallow the droid to perceive its surroundings. Most droids are} 
with a standard sensor array that gives them the visual and audit 
of an average Human. For an additional cast, a droid can be out 
an improved sensor package or with darkvision. j 
Improved Sensor Package: A droid with an improved senso 
‘gains 2 +2 equipment bonus on Perception checks. In addition, 


Jight vision, ignoring concealment (but not total conceaiment) 


fitted with a deflector shield generator—the same type mounted 
55, Whenever the droid would take damage, reduce the damage 
shield rating (SR). If the damage is equal to or greater than 
‘shield rating, the droid's shield rating is reduced by 5. By spend- 
swift actions on the same or consecutive rounds, the droid may 
| DC 20 Endurance check to restore lost shield power. If the check 
‘the drold’s shield rating increases by § points (up to its normal 
eto the size and energy requirements of shield generators, only droids 
ize oF larger can be equipped with a SR 10 generator. Only droids of 
cor larger can be equipped with @ SR 15 generator. Only droids 
gger size can be equipped with a SR 20 generator. 


Unit 
is equipped with a device that allows it to understand and convey 
Jina Variety of languages, including nonverbal anes. When the 
e511 form of communication for the first time, it makes an 
check to determine whether it can identify and understand the 


processor. Adding equipment increases the droid’s weight. 
from encumbrance penalties the same way organic characters, 
down, Adding, removing, or replacing the systems on a droid 
hanics check, the DC set by the type of system. 
i DC 25 Mechanics check, representing 1 day of work. 
DE 20 Use Computer check and DC 20 Mechanics check, 
ng 1 day of work, 
DC 20 Mechanics check, representing 1 hour of work. 
DC 15 Mechanics check, representing 1 hour of work. 
or Instrument Mounted on an Appendage: DC 15 
k, representing 10 minutes of work. You take a -5 penalty 
heck when installing 3 weapon on a tst-, 2nd-. 3rd, 


ion: A droid may install or replace a locomotion system, 
=SSory on itself, butt takes a -S penalty on its Mechanics 


SAMPLE DROIDS 

‘The following sample droids are presented as basic models, in their factory- 
preset state. The trained skills and feats possessed by a basic model represent 
the droid’s core programming—characteristics the droid maintains even after 
being subjected to a memary wipe (see page 192). 


FIRST-DEGREE DRoIDS 
First-degree droids are usually medical, analytical, or scientific droids, 


2-1B Medical Droid 

Programmed by some of the finest medical minds in the galaxy, Industrial 
‘Automaton’s 2-18 Series was the first commercially successful surgical droid. 
Each 2-18 is equipped with a computer interface socket and tether; what it 
doesn't know about 3 patient's species or medical history it can download 
from any medical mainframe. 

The 2-18's servogrip pincer hands are precision-engineered for smooth, 
steady action. The core programming of 2-1B surgical droids includes the 
“physician's code.” This prevents the droid from refusing medical ald to any 
boeing [unless specifically ordered otherwise by an authorized operator), as 
well as preventing it from deliberately inflicting harm on an organic creature 
(except as defined by extensive guidelines for saving a life). This includes a 
stricture against engaging in combat. 

2-18 Series droids can be played as droid heroes 


2-1B Medical Droid 

Medium droid (1st-degree) nonheroic 2 

Init +1; Senses low-light vision; Perception +5 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 10 (flat-footed 10), Fort 9, Will 12 

bhp 5; Threshold 9 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee unarmed +0 (143-1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp +0 

Abilities Str 8, Dex 11, Con — Int 18, Wis 15, Cha 8 

Feats Cybernetic Surgery, Skill Focus (Knowledge (life sciences), Treat 
Injury), Skill Training (Use Computer), Surgical Expertise 

Skills Knowledge (life sciences} +13, Perception +5, Treat Injury +13, Use 
Computer +8 

‘Systems walking locomotion, heuristic processor, 2 hands, improved 
sensor package, vocabulator 

Availability Licensed; Cost 4,300 credits 


clo 


SECOND-DEGREE DROIDS 
Second-degree droids are typically astromech droids and some technical 
droids, Specific models include the R2 unit. 


R2 Series Astromech Droid 

‘The R2 astramech is Industrial Automaton's mast successful series of diag- 
nostic and repair droids, largely due to the compact design that enables 
it (unlike its predecessors) ta fit precisely into the astromech sockets of 
starfighters. An R2 unit performs all of the most complex astrogation, fight 
data, technical diagnosis, and power management tasks, freeing fighter pilots 
to concentrate on staying alive. 

The R2 astromech droid is surprisingly versatile for its size. R2s boast 
an averwhelming array of tools and sensors, all tucked away behind various 
access panels, keeping the housing largely free of obstructions. Industrial 
Automaton’s designers even found a way to include “wasted space” in 
the chassis, allowing Internal storage, easy upgrades, and modifications, 
Even the four standard appendages (two manipulator arms, an electric 
are welder, and a circular saw) can be quickly and easily switched out 
with a number of specialty arms available, The two empty slots are typi- 
cally filled with a fire extinguisher and a computer interface probe (for 
‘an additional cost). 

Because these droids ae quick-witted, sincere, and often insightful, many 
owners are reluctant to have their memories wiped, resulting in headstrong, 
Independent astromech droids 

R2 Series droids ean be played as droid heroes. 


R2 Series Astromech Droid clo 

‘Small droid (2nd-dearee) nonheroic 2 

Init +3; Senses darkvision; Perception +3 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 8, Will 10 

hp 7; Threshold 8 

Immune droid traits 

Speed 6 squares (wheeled), 4 squares [walking], 8 squares (flying) 

Melee electroshock probe +0 (148 ion) 

Fighting Space | square; Reach 1 square 

Base Atk +1: Grp -4 

Abilities Str9, Dex 14, Con —; Int 15, Wis 10, Cha 7 

Feats Skill Focus (Mechanics, Use Computer), Skill Training (Perception), 
Toughness, Weapon Proficiency (simple weapons) 

‘Skills Mechanics +13, Perception +3, Pilot +8, Stealth +6, Use 
Computer +13 

‘Systems wheeled locomotion, walking locomotion, flying locomotion 
(limited), magnetic feet, heuristic processor, 6 tool appendages, 1 claw 


appendage, diagnostics package, internal storage (2 ka), i 


circular saw, electroshock probe, fire extinguisher, electric 
holorecorder, holoprojector 
Availability Licensed; Cost 4,500 credits 


THIRD-DEGREE DROIDS 
Third-degree droids are typically protocol droids and replica dra 
‘models include 3PO series droids and translator droids, 


Protocol Droid 

Supplied with 2 SyntheTech AA-1 Verbobrain, the 3PO pro 
capable of storing huge amounts of information, enabling it to 
‘over six milion forms of communication and respond in nearly all 
also has a tremendous capacity for analyzing previously unknown 
‘and translating them into whatever language its master 

‘even includes an olfactory sensor for translating pheromonal 
tion, The 3PO's additional memory storage is generally used to keep: 
‘communication modes in active memory, avoiding lengthy 
searching for linguistic information in mid-transiation. 

Each 3PO comes with a factory-installed restraining bolt 
are also programmed for passive behavior—a typical 3PO droid 
‘under any circumstances. Ifthe droid becomes a problem, the 3PO)s 
switeh is conveniently located at the back of its neck. 

Built to resemble humanoids, 3POs come in a wide variety of 

30 Series protocol droids can be played as droid heroes. 


“I'M PROGRAMME 
FOR ETIQUETTE, NW 
DESTRUCTIONI” 


- c-3Po0 


3PO Series Protocol Droid 

Medium droid (3rd-degree) nonheroic 1 

Init -1; Senses Perception +1 

Languages Basic, Binary, 3 unassigned 
Defenses Ref 9 (flat-footed 9), Fort 9, Will 11 
hp 2; Threshold 8 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee unarmed -1 (163-1) 


SSpace 1 square; Reach 1 square 
40; 6rp-1 
=e Str, Dex 9, Con — Int 12, Wis 13, Cha 15 
ingust, Skil Focus (Persuasion), Skill Training (Knowledge 
saveracyl, Knowledge [galactic lore]} 
‘Knowledge (bureaucracy) +6, Knowledge (galactic lore} +6, 
ledge (social sciences) +6, Persuasion +12 
‘walking locomotion, basic processor, transtator unit (DC 5), 2 
appendages, vocabulator 
jans audio recorder 
lity Licensed; Cost 3,000 credits 


URTH-DEGREE DROIDS 
thedegree droids are combat droids. Specific models include battle droid, 
ef droid, security droids, war droids, probe droids, and assassin droids 


Battle Droid 
‘appearance but deadly in intent, Baktoid Combat Automata’s battle 
a metal skeleton with a blaster. Built by the Geonosians to the Trade 
o's specifications, battle droids are designed to resemble Geonosians, 
esiccated Neimoidian corpses. Most intelligent beings regard them 
ling, but Neimoidians see battle droids as positively ghoulish 
‘olds are drones controlled by a remote processor, taking their 
rom a Central Control Computer that operates several thousand 
i, destroyer droids, and droid starfighters simultaneously. A battle 
imunicates with its fellow dranes via comlinks, transmission anten- 
nd encryption computers, making for a control signal that is neatly 
0 jam (DC 40 Mechanics check). 
les Battle Droids can’t be played as droid heroes. 


ittle Droid 
old (4th-degree} nonheroic 3 
Wes Perception +6 
Basic, Binary 


ce } square; Reach } square 


K +2: Grp +3 


£55, Weapon Proficiency (pistols, rifles, neavy weapons, 
pons) 


‘Skills Perception +6 

‘Systems walking locomotion, remote processor, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 1,800 credits 


B2 Series Super Battle Droid 

The B2 Series Super Battle Droid is a marked improvement in the original 
81 Series Battle Droid design, Larger and armored, the Super Battle Droid 
relies on a central control computer for guidance, but it doesn't deactivate 
when it loses contact with the remote processor thanks to.a backup internal 
processor—a droid brain that takes over when the droid loses communica- 
tion with the central computer. This second brain allows the droid to store 
its last set of orders and continue acting on them even after the remote 
processor has shut down, 

‘Super Battie Droids can be played as droid heroes. 


B2 Series Super Battle Droid 

Medium droid (4th-degree) nonheroic 6 

Init +3; Senses Perception +8 

Languages Basic, Binary 

Defenses Ref 12 (flat-footed 12), Fort 12, Will 10 
bhp 21; Threshold 12 

Immune droid tralts 


cL2 


‘Speed 6 squares (walking) 

Melee unarmed +6 (1431) 

Ranged wrist blasters +4 (348) oF 

Ranged wrist blasters +2 (d8) with Rapid Fire 

Fighting Space 1 square; Reach 1 square 

Base Atk +4; Grp +6 

‘Atk Options autofire (wrist blasters), Charging Fire, Rapid Fire, aid 
another (+4) 

Abilities Str 14, Dex 11, Con ~, Int 10, Wis 17, Cha 7 

Feats Armor Proficiency (ight), Charging Fire, Rapid Shot, Toughness, 
Weapon Proficiency (heavy weapons, rifles, simple) 

‘Skills Perception +8 

Systems walking locomotion, remote receiver, backup processor, 
synchronized fire circuits, 2 hand appendages, integrated comlink, 
vocabulator, plasteel shell (+2 armor) 

Possessions wrist blasters (as blaster rifle) 

Availability Military: Cost 3,300 credits 


“IT'S AGAINST MY 
PROGRAMMING TO 
IMPERSONATE A 
DEITY." 


- c-3F0 


Droideka Series Destroyer Droid 

Designed and built by the Geonosians of Geonosis and the Colficoids of 
Colla IV, the Droideka Series destroyer droids reflect the savage ferocity of 
their makers. 

The main propulsion method of destroyer droids is a microrepulsor- 
assisted wheel mode that allows a destroyer droid to fold itself into a roughly 
wheel-shaped package and roll along at high speeds. Though lightning 
swift in this mode, destroyer droids are considerably more ponderous when 
unfolded for combat 

Destroyer droids have two heavy repeating blasters that can lay down 2 
‘devastating barrage. To augment its bronzium armor shel, a destroyer droid 
also comes equipped with a deflector shield generator. The tremendous 
energy drain ofthe blasters and shields necessitates that the destroyer droid 
bbe equipped with a minireactor. 

Destroyer droids can't be played as droid heroes. 


Droideka Series Destroyer Droid * 
Large droid (4th-degree) nonheroic 12 
Init +8: Senses Perception +13 

wages Basic, Binary 
Defenses Ref 16 (iat-footed 14), Fort 13, Will 10 
bhp 40; SR 20; Threshold 18 
Immune droid traits 
‘Speed 2 squares (walking), 10 squares (wheeled) 
‘Melee unarmed +12 (144+3) 
Ranged 2 laser cannons +1! (348) or 
Ranged 2 laser cannons +9 (448) with Rapid Shot or 
Ranged 2 laser cannons +6 (58) with Burst Fire 
Fighting Space 22; Reach 1 square 
Base Atk +9; Grp +17 
‘Atk Options autofire (laser cannons), Burst Fire, Point-Blank Sho, 
Abilities Str 16, Dex 14, Con —, Int &, Wis 14, Cha 7 


Feats Armor Proficiency (light), Burst Fire, Point-Blank Shot, 
‘Dual Weapon Mastery |, Dual WNeapon Mastery Il, Weapon P 
(heavy weapons, rifles, simple weapons) 


‘Skills Perception +13, Stealth ~3 

‘Systems walking locomotion, wheeled locomotion (exclusive), 
receiver, 2 tool appendages, shield generator (SR 20}, inteq 
ccomlink, bronzium shell (+5 armor; treat as quadanium plati 

Possessions 2 laser cannons (treat as blaster rifles) 

Availability Military; Cost 21,000 credits 


Dwarf Spider Droid 
In the Battle of Geonosis, the Commerce Guild deployed forces 
spider droids, Larger than a standard battle droid and armed with 
blaster cannon, the dwarf spider droid gives mobile heavy weapon 3 
to advancing infantry, |} 
The original function of dwarf spider droids was to root out hi 
operations. The Commerce Guild requires a tribute payment fora 
‘operations within its borders; however, small independent operation 
ig within Commerce Guild borders and attempt to smuggle 
ore into @ neutral region, avoiding tribute payments, Dwarf spider d 
‘equipped to descend down rocky crags ike those found inside r0 
imine shafts, to catch offenders red-handed before they can reach 
‘of the Commerce Guild border. Commerce Guild star cruisers also 
pliments of dwarf spider droiés for security and tribute enfo 


Dwarf Spider Droid 
Large droid (4th-degree) nonheroic 9 

Init +3; Senses darkvision; Perception +12 
Languages Basic, Binary 


as Ref 13 flat-footed 13), Fort 16, Will 11 hp 80; Threshold 42 
Immune droid traits 
Speed 6 squares (walling), climb 3 squares 
ig squares (walking) Melee claw +16" (146+15) or 
med +8° (146+10) ‘Melee claw +20° (106+21) with Powerful Charge 
'bjaster cannon +5 (6d8) Ranged twin blester +8 (3410) 
‘Space 22; Reach 1 square Fighting Space 2x2; Reach 1 square 
46; 61p +17 Base Atk +3; Grp +21 
is Far Shot, Point Blank Shot, Power Attack ‘Atk Options Power Attack 


‘Str 22, Dex 9, Con ~, Int 10, Wis 12, Cha 8 
| Qualities stability 
imor Proficiency (Night), Far Shot, Improved Damage Threshold, 
‘Blank Shot, Power Attack, Skill Focus (Perception), Weapon 
(heavy weapons, simple weapons) 
+6 (may reroll, may take 10 when threatened), 
ption +12, Stealth -6 
‘walking locomotion (extra legs), climbing claws, magnetic feet, 
‘receiver, darkvision, improved sensor package, locked access, 1 
al appendage, quadanium plating (+5 armor) 
blaster cannon 
Military; Cost 8,500 credits 
‘dwarf spider droid gains a +5 stablity bonus on checks made 
being knocked prone. 
4 points of Pomer Attack 


d late in the Clone Wars, the crab droids used by the Confederacy 
it Systems were designed to function as advanced seouts and 
ln harsh environments, Nicknamed “muckrakers” by the clone 
lons they faced, crab drolds were often used on wet, swampy 
ere they could use their powerful vacuum system to clear a path 
tle droids to follow. 
ds range in size from 2 meters tall for the scout models to 6 
Hfor the assault models. They have metal armor plating on the out- 
Witiple jointed legs that grant them great stability and flexibility. 
are well protected from incoming fire, they do have weak spots 
central bodies that, while difficult to reach, leave vital equipment 
systems exposed to anyone brave enough to get that close 
ids can't be played as droid heroes. 


d Scout 


ca 
[ath-degree) nonheroic 12 


Abilities Str 28, Dex 9, Con — Int 10, Wis 14, Cha 8 

Special Qualities stability 

Feats Armor Proficiency (light, medium, heavy), Crush, Pin, Power Attack, 
Powerful Charge, Weapon Proficiency (rifles, simple weapons) 

‘Skills Clim +8 (may reroll, may take 10 when threatened), 
Perception +13, Stealth -6 

‘Systems walking locomotion (extra legs, climbing claws, heuristic 
processor, 2 claw appendages, hardened systems x5, duranium battle 
armor (+10 armor) 

Possessions twin blaster (treat as heavy blaster rifle] 

‘Availability Military; Cost 20,000 credits 

‘Stability—A crab droid gains a +5 stability bonus on checks made to resist 
‘being knocked prone. 

* Includes 8 points of Power Attack 


1G-100 Series Bodyguard Droid 

Manufactured by Holowan Mechanicals, the first |G-100 Series MagnaGuard 
droids were custom-built to General Grievous's specifications. Quick and 
deadly, the MagnaGuards are designed to protect their charge to their own. 
destruction, MagnaGuard droids have thick metal plating covering a wiry 
endoskeleton and have specially designed arms that are adept at wielding 
melee weapons. 

‘A MagnaGuard droid can’t be played as a droid hero. 


16-100 Series MagnaGuard 

Medium droid (4th-degree) soldier 6 

Force 1 

Init +3; Senses darkvision: Perception +12 

Languages Basi, Binary, 2 unassigned 

Defenses Ref 17 (flat-footed 16), Fort 17, Will 18 

bhp 53: Threshold 17 

Immune droid traits 

Speed 6 squares (walking) 

Melee electrostaff +8 (2088) 

Melee electrastaff +3 (2488) and 
clectrostaft +3 (208+6) 


Fighting Space 1 square; Reach 1 square 

Base Atk +6; Grp +7 

Atk Options Improved Disarm, Melee Defenses 

Special Actions Harm's way, Indomitable 

Abilities Str 13, Dex 13, Con —, Int 14, Wis 14, Cha 10 

Talents Harm's Way, Indomitable, Weapon Specialization (advanced 
weapons) 

Feats Armor Proficiency (light, medium), improved Disarm, Melee Defet 
Toughness, Dual Weapon Mastery I, Weapon Focus (advanced melee 
weapons), Weapon Proficiency (advanced melee weapons, pistol fle 
simple weapons} 

Skills Climo +9, Endurance +8, nitiative +9, Jump +9, Perception +19 

‘Systems walking locomotion, magnetic feet, heuristic processon g 
hand appendages, telescopic appendage (1 hand), dari 
improved sensor package, locked access, secondary 
battery 
Possessions electrostalf 
Availability Restricted; Cost 19,000 credits 


Viper Series Probe Droid 
Before the rise of the Empire, probe droids-=offe 
referred to a5 probots~were used primarlly IG 
map space lanes, survey planets, and perfOtnt 
search-and-rescue operations. Haweveh, 4 
friendly purposes fell by the wayside as the Empetely 
conquered more and more systems. Probots became 
tools for rooting out traitors on far-flung worlds. Arakydl 
1¢ Empire's favored model, the 


industries manufactures 
Arakyd Viper, for this very purpose. 

quipped with an extensive sensor system, the Viper is elther deployed 
ireetly from the ground or fitted with an optional delivery system RM 


uides the probot from a ship to the designated planet. The delivery syste 
possesses only rudimentary breaking capabilities, so it includes buffets 
the droid on impact, These are especially important sie 
the Imperial Vi f-destruct system is designed to destroy the droid tll 
takes significant damage (to prevent it from falling into enemy hands) IN 
sublight delivery system costs an additional 5,000 credits; a hyperspaten 
capable version sells for 15,000 credits. 

oids can't be played as droid heroes: 


prevent damage t 


Viper Series probe di 


Viper Series Probe Droid cud 


arge droid (4th-deg 
Init ~6; Senses darkvision, jo 
Languages Basic, Binary, 1 unassigned 


ht vision; Perception +9 


Fenses Ret 14 ("lt-footed 13), Fort 14, Will 13 Speed 6 square 


eshold 19 Melee claw 
er id traits Fighting Space 1 square; Reach 1 
unarmed +4 (1d6+4) Abilities Str 17, Dex 12, Con — Int 6, Wis 11, Cha 5 
Beppe aster +1 (348) Feats Armor Proficiency (ight, Skil Focus (Endurance), kil Train 
Sighting Space 22; Reach 1 squ (ilesiaries) { ireasigner 
Base Ath +0; Grp +9 Skills Endurance +11, Mechanies +4 
fesiarea sek ‘Systems walking locomotion, basic processor, 2 claw appendages 


Special Actions sel 
Insite St 18, Dex 12, Con —, Int 12, Wis 15, Cha durastee! shell (+4 armor 


Aalents Acute Senses Aalabilty Lense Cost 1000 cri 
Beats Armor Proficiency (light), Weapon Profic ter pistot Place near the “Droideka’ stat: 
Simple weapons, siugthrowers] 
Bulls Endurance +5, Initiative +6, Perception +9, Stealth +1, Survival 
Use Computer +6 
BPs hovering locomotion, basic processor, 2 hand appendages 


Isppendages, 2 tool appendages, improved sensor package, darkvision 
Selfdestruct system (446), locked access, integrated 


tutastel shell (+4 armor 
rasessions sensor unit, video recording uni, blaster (treat as baste 
Availability Restricted; Cost 18,500 credit 


PIFTH-DEGREE DROIDS 
Fith-degree 


ds are typically utility droids with low-level Funct 
Specific models include labor droids and power droids. @ 
"ASP Labor Droid . 
IASP Series labor droids are common thro ma . 
Bley of simple tasks, including maintenance, repair, s delivery, 0 
Hisimple hard labor, Cheap and effective, they a entry-leve Cc 
BeTOIdS for first-time buyers. Many ASP owners modifi heavily C 

Rtea0 oF actuaily replacing the 
ASPs are bull for strength and sturdiness, not intelligence. Since the main C 
RUE OF the ASP is versatlity, i's programmed with only the most basic @ 
Blns-Ieaving the one 0 instruct the droid in its specific dutie e 
Series droids can be played as droid heroes ' 

- @ 
PASP Series Labor Droid cLo é 


lim droid (Sth-degree) nanheroic 2 
22: Senses Perception +1 
Mages Basic, Binary 
Ref 15 (flat-footed 14), Fort 13, Will T0 
S:Threshotd 13 
IE droid traits 


Lh, — Sa 
CHAPTER Xj; 
RESTIGE CLASSES 


Prestige classes offer abilities and powers otherwise inaccessible to heroes 
‘and GM characters focusing them in specific directions. A character with 
a prestige cass is generally more specialized, yet perhaps slightly more 
powerful, than a character without one. 

‘Acharacte can't begin asa member af a prestige class. Abilities granted 
by prestige clases are acquired oply by meeting the requirements specific 
to each example, which almost always demand—in effect—that a character 
be at least mid-level Adltionaly, there may be non-rules-related requie- 
iments that must be met in-game, such as group membership fees, special 
training exercises, or quests. 

Prestige classes are purely optional, and always under the purview of the 
GM. Even though a few examples can be found below, they are idiosyncratic 
tw.each campaign, and thus many GMs may choose to not allow them or only 
tse them for GM characters. 


PRESTIGE CLASSES 

Table 12-1: Prestige Classes summarizes the prestige classes deseribed in 
this chapter. Some prestige classes (such as the crime lord, Sith apprentice, 
and Sith Lord) are more appropriate for GM characters, and the Gamemas~ 
ter may declare these classes off-limits to heroes. For this reason, a player 
‘should consult with her GM before angling her character toward a particular 
prestige class. 

Requirements: All prestige classes have certain requirements that a 
character must fulfill prior to taking the first level in that class. Among 
the most common requirements are a minimum character fevel,a minimum 
base attack bonus, being trained in certain skis, or having certain feats. 
These requirements make it easier for certain types of characters become 
‘members of a given prestige class. For example, a scout could potentially 
take his First level of bounty hunter as an @th-level character. 


PRESTIGE CLASS BASIC DESCRIPTION 


Bounty hunter Expert at locating and capturing fugitives 


Elite trooper Highly trained soldier or bodyguard 


Force disciple Master of the deepest mysteries of the Force 


Jedi Knight Galactic defender who follows the Jedi code 


Officer Leader of a military task force or group 


Sith Lord Powerful master of the dark side 


ACE PILOT 

The ace pilot is to vehicle combat what the elite trooper is to. personal 
‘weapons combat, Her arms and armor are the weapons and shields of @ 
sleek starship soaring through space or an airspeeder shrieking through the 
‘atmosphere. A veteran of countless engagements, the ace pilot has proven 
her skill again and again by virtue of facing the enemy and surviving—and 
‘making sure the enemy did not. She has several kills to her credit, and her 
‘combat maneuvers are occasionally studied and discussed in training acad- 
mies for their ingenuity and effectiveness. 

For her part, the ace pilot only feels truly alive in the cockpit, where she can 
pit herself against her peers in a life-and-death contest to see who is the better 
pilot. For some ace pilots, the contest is enough, and they don't care whether 
they win or simply get away with their lives. For others, the important thing is 
the kill.The adrenaline surge they fee! when finishing off an enemy brings them 
backagain and again. The best ace plots learn tostop enemies without destroying 
them, but those aces are rare, and their exploits are legendary, 

‘Ace plats define themselves by the vehicles they fly. Some are starfighter 
‘aces, while others fly space transports. Ace pilots can also be found at the 
controls of a Podracer, Coruscant air taxi, or even a large assault vehicle 
such as an AT-AT. 


EXAMPLES OF ACE PILOT ii 
STAR WARS 

Han Solo, Wedge Antilles, Sebulba, Wes Jansen, Tycho Ceichu, 
Corran Horn, 


REQUIREMENTS 
To qualify to become an ace pilot, a character must fulfill the 
citer 
Minimum Heroic Level: 7th 
Trained Skills: Pilot. 
Feats: Vehicular Combat. 


GAME RULE INFORMATION 
Ace pilots have the following game statistics, 


Hit Points 
At each level, ace pilots gain 148 hit points + their Constitutian 


Force Points 
Ace pilots gain a number of Force Points equal to 6 + one-half their 
level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
are features of the ace pilot prestige class. 


BASE ATTACK 
BONUS 


CLASS FEATURES 
Vehicle dodge #1 
Vehicle dodge +2 
Vehicle dodge +3 


Vehicle dodge +4 


Vehicle dodge +5 


nse Bonuses GUNNER TALENT TREE 
Hp ist level, ace pilots gain a +4 class bonus to their Reflex Defense and a ‘Many starship gunners are skilled both in and out of the cockpit and are 
Ja css bonus to their Fortitude Defense deadly with ranged weapons of any Kind 
‘ Dogfight Gunner: While your vehicle is engaged in a dogfight, you take 
‘no penalty on your attack rolls with vehicle weapons even if you are not 
every odd-numbered level (Ist, 3rd, Sth, and so on), the ace pilot selects the pilot 
Iplent. This talent may be selected from the Expert Pilat or Gunner talent Prerequisite: Expert Gunner. 
Hees (see below) of from the Spacer talent tree (see page 471 Expert Gunner: You gain a +1 bonus on attack rolls made using vehicle 
‘ace pilot must meet the prerequisites (if any] of the weapons. 
talent. No talent can be selected more than once Quick Trigger: Whenever an enemy vehicle moves out of your square or 
an adjacent square, you may make a single attack against that vehicle as an 
attack of opportunity 
Prerequisite: Expert Gunner. 
{ice pilot relies on finely honed instincts and years ‘System Hit: Whenever you deal damage to a vehicle that equals or 
“Gf pilot training to outmaneuver and destroy enemy exceeds its damage threshold, you move that vehicle an additional -1 
ships. step on the condition track (see Conditions, page 148), 
Elusive Dogfighter: When engaged in a dogfight. Prerequisite: Expert Gunner. 
enemy pilot engaged in the same dogfight takes 
S10 penalty on attack rolls when you succeed Vehicle Dodge 
‘the opposed Pilot check (see Attacking in a Beginning at 2nd level, you apply a dodge bonus to the Reflex 
fight, page 171), Defense of any vehicle you pilot, The dodge bonus is 
Full Throttle: You can take 10 0n Pilot checks ‘equal to one-half your class level, rounded down. Any 
to increase your vehicle's speed (see the condition that makes you lose your Dexterity bonus to 
Akill_deseription, page 71). In addition, Reflex Defense also makes you lose dodge bonuses. 
you use the all-out movement action Also, dodge bonuses stack with each other, unlike 
le piloting a vehicle, your vehicle moves most other types of bonuses 
to five times its normal speed (instead 


‘the normal <4) < BOUNTY 
Juke: When you fight defensively as HUNTER 


pilot of a vehicle (see page 171), the The bounty hunter capitalizes on the vendet- 
fe bonus to your vehicle's Reflex Defense tas of others, tracking down fugitives for 
efeases to +5 even if you make an attack their enemies, their masters, or simply for 
renee hice Evasion. justice. The best bounty hunters are the 
Together: Once per encounter, when a ‘ones who can stay emotionally detached 
‘you're piloting takes damage that equals or from either their employers or their 
5 i's damage threshold, your vehicle avoids quarry-although bounty hunters who 
a” the condition track (see Conditions, hate their prey often make more spec- 
tacular kill 
Relentless Pursuit: You may roll twice for any Not ail bounty hunters Kl, Some 
i ae oS made to initiate a dogfight, ‘employers reserve that pleasure for them- 
eet se Dogtat,page 17) selves, or plan to give the quarry 3 more or less 
itby an lon; If the vehicle you are piloting fair trial. Some bounty hunters have reservations about taking 
area attack (see Area Attacks, page 155), lives unnecessarily. Reaardiess of his methods, a bounty hunter still has 


half damage ifthe attack hits. If the area attack misses 
to produce the quarry in order to receive payment. Overkill is generalh 
Ue ctisle it takes no damage. You cannot use this talent Papers mea a gad 


SN Your vehicle is stationary or disabled. 


lents 


PILOT TALENT TREE 
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‘At one time, arganized bounty hunter guilds apportioned contracts 
and policed their membership. They dwindled in both power and 
organization during the rise of Emperor Palpatine. 

Whether working alone of in groups. bounty hunters revel in 


Hunter talent tree (presented below, the Misfortune talent ge 
age 46), or the Awareness talent tee (see page 43). You mst 
the prerequisites (if any) of the chosen talent, No taleny, 


the thrill OF the hunt. Given the nature of their work, it goes 
without saying that few bounty hunters die of boredom. 


EXAMPLES OF BOUNTY 
HUNTERS IN STAR WARS 
Aurra Sing, Boba Fett, Bossk, Dengar, 4-LOM, Greedo, 16-88, 
Zuckuss, 


REQUIREMENTS 
To qualify to becomes bounty hunter, a character must fulfill 
the following criteria. 

Minimum Heroic Level: 7th 

Trained Skills: Survival 

Talents: At least two talents from the Awareness 
talent tree (see page 48). 


Game RULE 
INFORMATION 
Bounty hunters have the following 
game statistics. 


Hit Points 

‘At each level, bounty hunters gain 
1610 hit points + their Constitution 
modifier 


Force Points 
Bounty hunters gain a number of Force Points equal to 6 + one. 


their character level, rounded dawn, every time they gain a new 


level in this class 


CLASS FEATURES 
The following are Features of the bounty hunter prestige class. 


Defense Bonuses 
At Ist level, you gain @ +4 class bonus to your Reflex Defense 
and a +2 class bonus to your Fortitude Defense. 


Talents 
At every odd-numbered level (1st, 3rd, Sth, and so on), you 
select a talent. The talent may be selected from the Bounty 


Selected more than once unless expressly indicated, 


BOUNTY HUNTER TALENT TREE 
The nature of their work requires bounty hun 
associate with the scum of the universe, Y 

among the finest bounty hunters in the g 

relying on the element of surprise and yourh 

instincts to catch your prey. 

Hunter's Mark: If you aim before mabh 
ranged attack (see Aim, page 154), you move 
target -1 step along the condition track if thea 
hits (see Conditions, page 148) 

Hunter's Target: Once per encounter 
free action, you may designate an opponent 
the rest of the encounter, when you succeed 
a melee or ranged attack against that opp 
you gain a bonus on damage rolls equal i 
class level 

Prerequisite: Hunter's Mark, 

Notorious: Your skill as a bounty hunt 
known theoughout the galaxy, even on ff 
worlds. When you are not disguised, you 
reroll any Persuasion checks made to intini 
‘others, keeping the better result (see the Pete 

sion skill, page 71) 

Nowhere to Hide: You may choose to reroll a 
Gather Information checks made to locate a sped 
individual (see the Gather Information skill, page 6f 
but you must keep the result of the reall even Hlth 

Relentless: This talent applies only to af oppo 
you've designated as your hunter's target (see Hi 

Target, above). Any attack or effect originating fm 

the target that would normally move you along 

condition track (see page 149) does not, in fact 
you along the condition track 
Prerequisites: Hunter's Mark, Hunter's Target, 
Ruthless Negotiator: When haggling over the price 
bounty (see the Persuasion skill, page 71), you can Feral 


Persuasion check and keep the better result 
Prerequisite: Notorious. 


BASE ATTACK 
BONUS 


Familiar foe +1 


Familiar foe +2 


Familiat for +3 


Familiar for +4 


Familiar foe +5 


Foe 


your enemy in combat, you know how to defeat him more 

You spend a full-round action observing an opponent in combat, 

lm bonus on attack rolls against that opponent and a bonus to 
Defense against attacks made by that opponent equal to one- 
class level (Founded down). The effects last until the end of the 
‘You cannot use this ability until after your opponent has acted 


‘manage to eradicate crime altogether. In the underworld, 

ys rises tothe top either through vison, organization, or sheer 

The life ofa crime lord isn't forthe timid, After conquering an 

mpire, the crime lord wages a daily struggle not anly to stay on top 

stay alive, 

Not every crime lord is bent on corrupting society and making 

Use their criminal connections to wage lucrative querilla 

tyrants and despots. Indeed, some ofthe lesser-known heroes 

lion began as smugglers or pirates, and eventually rose through 

$0 their organization to provide 2 more noble direction for their 

s. Although some did so to remove an obstacle to making 

others recognized that ridding the galaxy of the Empire's evil 
Important long-term goal. 


Problematically crime lords are notoriously bad at cooperating with one 
‘another. The head of any given eriminal empire has as much to fear from a 
‘gang war as he does from internal dissent and ambitious underlings. Even 
those with altruistic intentions sometimes learn the hard way that their 
troops are more interested in gaining power and wealth than saving the 
galaxy from greater evil. 


EXAMPLES OF CRIME LORDS IN 
STAR WARS 

Jabba the Hutt, Prince Xizor, Talon Karrde, Ploovo Two-for-One, Davik Kang, 
Go-To, 


REQUIREMENTS 
To qualify to become a crime lord, a character must fulfil the following 
criteria, 

Minimum Heroic Level: 7th. 

Trained Skills: Deception, Persuasion, 

Talents: At least one talent from the Fortune, Lineage, or Misfortune 
talent tree (see pages 44 and 46), 


GAME RULE INFORMATION 
Crime lords have the following game statistics. 


CLASS FEATURES 
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Hit Points 
[At each level, crime lords gain 148 hit points + their Constitu- 
tion modifier 


Force Points 

Crime lords gain a number of Force Points 
‘equal to 6 + one-half their character level, 
rounded down, every time they gain a new 
level in this class. 


CLASS FEATURES 
The following are features of the crime lord prestige 
class 


Defense Bonuses 
At Ist level, you gain a +2 class bonus to your Reflex Defense 
and a +4 class bonus to your Will Defense 


Talents 


At Ist level and each level thereafter, you select a talent. The talent 


must be selected from the Infamy or Mastermind talent trees (pre~ 
sented below) or the Influence talent tree (see page 43). You must 
‘meet the prerequisites (if any) of the chosen talent. No talent can 
bee selected more than once unless expressly indicated, 


INFAMY TALENT TREE 
You are wanted in multiple systems for criminal acts, and your 
‘manner of doing business has earned you an unsavory reputation 
in the criminal underworld 

Inspire Fear |: Your infamy and reputation are such that any 
‘opponent whose level is equal to or less than your character 
level takes a -1 penalty on attack rolls and opposed skill checks 
made against you, as well as Use the Force checks made to 
activate Farce powers that target you. This is a mind-affect- 
ing fear effect. 

Inspire Fear Il: As Inspire Fear | (see above), except that 
the penalty increases to -2 

Prerequisite: Inspire Fest | 

Inspire Fear III: As Inspire Fear | [see above), except that 
the penalty increases to -5. 

Prerequisites: Inspire Fear |, Inspire Fear Il 

Notorious: Your reputation as a crime lord is known 
throughout the galaxy, even on fringe worlds. When you are 
not disguised, you may reroll any Persuasion checks made to 
intimidate others, keeping the better result (see the Persuasion 
skill, page 71). 


Shared Notoriety: When your minions invoke your name, 
note. If you have minions (see the Attract Minion talent by 


they may reroll any Persuasion checks made to intimidate 
(see the Persuasion ski, page 71), but the result ofthe reali 
be accepted even if it is worse. 

Prerequisite: Notorious, 


MASTERMIND TALENT TREE 
You have the ability to attract loyal minions a 
Skilled at redirecting alles on the battlefield, 
Attract Minion: You attract a loyal 
The minion is a nonheroic character (see page 
with a class level equal to three-quarters of ji 
character level, rounded down, 
You may select this talent multiple 
cach time you select this talent, you gain a 
rminion, Normally, you can have only one 
with you at a time. Any other minions you 
are assumed to be looking after your ¢a 
interests. If you lose a minion, you can sendif 
‘another minion if you have one (although normal 
time still applies) 

Each minion that accompanies you on an advent 
entitled to an equal share of the total experience 
earned for the adventure. For example, a minion 
accompanies a party of five heroes on an adv 

receives one-sixth of the XP that the group anni 
Impel Ally I: You can spend a swift action 10g 

‘one aly the ability to move its normal speed, The 

‘must move immediately on your turn, before you dg 

anything else, or else the opportunity is wasted, 

ccan use this talent up to three times on your 

(spending a swift action each time). 

Impel Ally II: You can spend two swift acto 
grant one ally the ability to take a standard! 
‘or move action, The ally must act immediately 
your turn, before you do anything els, ores 
‘opportunity is wasted. 
Prerequisite: mpel Ally | 


Command Cover 
Starting at 2nd level, you can use your alles 
shield you from harm. You gain a +1 cover bons 
your Reflex Defense for each ally that is adjacent 1O¥E 
up toa maximum bonus equal to one-half your SS 
(maximum +5 at 10th level). 


ITE TROOPER 

Ttrogper represents an individual wha has received advanced combat 
|More than a mere soldier the elite trooper is highly trained and 
of taking on any number of combat-related missions, such as quard- 
important location, assaulting an enemy base, or participating in a 
insertion into enemy territory. She's a crack shat and, though trained 
lise of armor, can easly operate without it if the situation warrants. 
the fighting gets particulary brutal, the eite trooper can dispatch 

-tochand a easily 25 she does with a blaster. 
troopers exist in a variety of roles, but unlike Imperial stormtroop- 
elite troops” of the Empire—they rely on skill and ingenuity more 
force and blind obedience to the Emperor's will. Thus, the best 
for them involve penetrating attacks deep behind enemy lines, 
lila warfare conducted on enemy-held worlds—situations where 
Ly and sheer determination are the elite trooper’s best armaments 


AMPL oF Bure 


ROOPERS IN STAR WaRS 
/Madine, Major Derlin, Kyle Katarn, Lieutenant Page, Keli Taner, ARC 
er Apha-0: 


QUIREMENTS 
Yo become an elite trooper; a character must fulfil the following 


Attack Bonus: +7, 
: Armor Proficiency (light), Armor Proficiency (medium), Martial 
Blank Shot, 
AM. least one talent from the Armor Specialist, Commando, or 
Specialist talent trees (see pages $153) 


= RULE INFORMATION 
shave the following game statistics 


@ number of Force Points equal to 6 + one-half their char- 
Founded down, every time they gain a new level inthis class. 


iS FEATURES 
ng are features of the elite trooper prestige class. 
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Defense Bonuses 


‘At Ist level, you gain a +2 class bonus to your Reflex Defense and a +4 class 
bonus to your Fortitude Defense: 


Delay Damage 
Elite troopers are among the toughest Individuals in the galaxy, After being 
exposed ta numerous threats, foes, and combat situations, yo've developed 
the ability to delay effects that would drop lesser creatures. 

Once pet encounter asa reaction, you can choose to delay the effect of a 
Single attack, ability, or effect used against you. The damage or effect does 
not take hold until the end of your next turn, 


Talents 

‘At every odd-numbered level (1st, 3rd, Sth, and so on), you select talent. 
‘The talent may be selected from the Weapon Master talent tree (presented 
below), the Commando talent tree [page 82), or the Camouflage talent tree 
{page 48). You must meet the prerequisites lif any) ofthe chosen tafent. No 
talent can be selected more than once unless expressly indicated 


WEAPON MASTER TALENT TREE 
‘You are tilled at wielding a variety of weapons and can wield choice weapons 
with deadly precision and force. 
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Controlled Burst: Your penaity when making an autofire attack. 
oor using the Burst Fire feat is reduced to -2. In addition, if 
‘you brace an autofire-only weapon, you have no penalty 
(on your attack rol. 

Exotic Weapon Mastery: You are considered profi- 
cient with any exotic weapon, even if you don’t possess the 
appropriate Exotic Weapon Proficiency Feat. 

Greater Devastating Attack: Choose 3 single 
‘exotic weapon or weapon group with which 
{you're proficient. Whenever you make @ suc- 
cessful attack against a target using the chosen 
‘exotic weapon or 3 weapon from the chosen 
(group, you treat your target's damage threshold 
as if it were 10 points lower when determining 
the result of your attack. Ths replaces the effects 
of the Devastating Attack talent (see page 53) 

Prerequisites: Greater Weapon Focus, Devas- 
tating Attack (see page 53), and Weapon Focus 
feat (see page 89) with the chosen exotic weapon 
‘or weapon group, 

Greater Penetrating Attack: Choose a single 
‘exotic weapon or weapon group with 
which you're proficient. Whenever 
‘you make a successful attack against 
4 target using the chosen exotic 
Weapon or a weapon from the chosen 
‘group, you treat your target’s damage reduction 
as if it were 10 points lower when determining the 
result of your attack. This replaces the effects of the 
Penetrating Attack talent (see page 53). 

Prerequisites: Greater Weapon Focus, Penetrating 
‘Attack (see page 53), and Weapon Focus feat (see 
page 89) with the chosen exotic weapon or weapon 
group. 

Greater Weapon Focus: Choose one exotic 
weapon oF weapon group with which you're prafi- 
cient. You gain a +1 bonus on attack rolls with the 
chosen exotic weapon or a weapon from the chosen 
group. This bonus stacks with the bonus granted by the 
Weapon Focus feat (page 89). You must be proficient 
with the weapon to gain this benefit. 

You may select this talent multiple times. Each 
time you select this talent, it applies to a different 
weapon group 

Prerequisites: Weapon Focus feat (see page 88) 
with chosen exatic weapon or weapon group. 


Greater Weapon Specialization: Choose one exotic weapon of, 
the following weapon groups: advanced melee weapans, heavy 
pistols, rifles, simple weapons. You gain 2 +2 bonus on damage. 
the chosen exotic weapon or 2 weapon from the chosen group, This 
stacks with the bonus granted by the Weapon Specialization tal 
53). You must be proficient with the weapan to gain this benefit, 
‘You may select this talent multiple times. Each time you select thig 
it applies to a different weapon group, 
Prerequisites: Greater Weapon Focus, Weapon Focus feat (see 
89), and Weapon Specialization (see page 53) with the chosen, 
weapon or weapon group. 
Multiattack Proficiency (heavy weapons): Whenever you, 
‘multiple attacks with any type of heavy weapon as a full attack 
(see Full Attack, page 154), you reduce the penalty an your attack! 
by2. 
‘You can take this talent multiple times; each time you take this 
you reduce the penalty on your attack rolls by an additional 2 
Multiattack Proficiency rifles): Whenever you make multiple 
with any type of rifle as a full attack action (see Full Attack, page 
you reduce the penalty on your attack rolls by 2. 
‘You can take this talent multiple times; each time you take this 
you reduce the penalty of 
attack rolls by an additional 


Damage Reduction 
At 2nd level, you gain 
reduction 1 (DR 1), which means that you reduce the damage you take! 
any attack by 1 (see Damage Reduction, page 158). 
‘At every even-numbered level after 2nd, your damage reduction ig 
by 1 (DR 2 at 4th level, OR 3 at Gth level, and so on). 


FORCE ADEPT 

The Force adept is strong in the Force but follows a different path 
that of the Jedi. To the Force adept, the Force and the aid It provides) 
‘more mysterious, more supernatural. A Force adept comes from a di 
tradition, with different beliefs and codes of conduct than those of the 
There are precious few Force adepts in the galaxy, and even fewet 
adventurers. Some call the Force by its familiar name, while others 

it by some other term entirely. 

‘Some Force adepts become adventurers as part of a quest to learn 
about the Force (or whatever they choose to call it) Others do $0) 
necessity. They are forced from their world, hunted by unscrupUlOUs 
‘or are interested in what the galaxy might have to offer them. Force: 
might be called wizards, shamans, witches, or prophets, depending Of 
they come from and what traditions they follow. Most Force sdepts 


side (or at least their version of it), but some fully embrace the dark 
d use the Force for evil or selfish intent 
ce adepts usually hail from primitive cultures that revere or fear 
“for their Force powers. Some strive to keep their powers secret, both 
they do not fully understand them and because they are afraid of 
might treat them. 


AMPLES OF FORCE ADEPTS 
STAR WARS 
ress, Inquisitor Tremayne, Maarek Stele, Sly Moore, Teneniel Djo, 


QUIREMENTS 
‘to become @ Force adept, a character must fulfill the following 


im Heroic Level: 7th, 
Skills: Use the Force. 

Force Sensitivity. 

5: Any three Force talents (see Force Talents, page 100). 


ME RULE INFORMATION 
ge adepts have the following game statistics. 


eh level, Force adepts gain 18 hit points + their Constitution modifier. 


Points 
"depts gain a number of Force Points equal to 6 + one-half their char- 
er level, rounded down, every time they gain a new level in this class. 


SS FEATURES 
ng are features of the Force adept prestige class. 


Bonuses 
, You gain a +4 class bonus to your Will Defense and a +2 class 
"Your Reflex Defense and Fortitude Defense. 


‘odd-numbered level (Ist, 3rd, Sth, and so on), you select a talent. 
‘May be selected from the Dark Side Devotee, Force Adept, or 
alent trees (presented below), You must meet the prerequisites 

W1Of the chosen talent. No talent can be selected more than once 


Nerul negative emotions allow the dark side to flow through you, 
‘great power. 


Channel Aggression: If you succeed on an attack against a flanked 
‘opponent or any target that is denied its Dexterity bonus to Reflex Defense, 
‘you may spend 2 Force Point as a free action to deal additional damage to 
the target equal to 106 per class level (maximum 1046) 

Channel Anger: You let your anger swell into a rage. As a swift action, 
‘you may spend a Force Point to gain a +2 rage bonus on melee attack rolls 


‘and melee damage rolls for 2 number of rounds equal to 5 + your Constitution 
modifier. At the end of this duration, you move ~1 step along the condition 


trace (see Conditions, page 148) 

While raging, you cannot use skills that require patience and concentra 
tion, such as Mechanics, Stealth, or Use the Force. 

Prerequisite: Channel Aggression. 

Crippling Strike: Whenever you score a critical hit, you may spend a 
Force Point to also reduce the target’s speed by half until he is fully healed 
(that is, restored to maximum hit points) 

Prerequisite: Channel Aggression, 

Embrace the Dark Side: Whenever you use a Force power with the [dark 
side] descriptor, you may reroll your Use the Force check, but you must accept 
the result of the reroll even if itis worse 

‘Upon choosing this talent, you can no longer use Force powers with the 
Hight side} descriptor. 

Prerequisites: Channel Aggression, Channel Anger. 
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FORCE ADEPT TALENT TREE e Force Talisman: You may spend one Farce Point to imbue a 
Force adepts use the Force to survive on fringe worlds, e @ ‘or some other portable object with the Force, creating at 
‘and they often have signature Force powers that that provides protection to you. Creating the talisman, 


they use particularly well % full-round action. While you wear or carry the talisman 
y use ps 


Force Power Adept: You are skilled at using a ‘person, you gain a +7 Force bonus to one of your defenses| 
particular Force power, Select one Force power you Fortitude, or Will). You may only have one Force talisman seth 
know. When using that Force power, you have the ‘any given time, and if your Force talisman is destroyed, you 
‘option of spending a Force Point to make two Use | @ create another Force talisman for 24 hours. 


the Force checks, keeping the better result 
This talent may be selected multiple times. Its 
effects do not stack. Each time you select this talent, 
You must choose a different Force power. 
Force Treatment: You can make a Use the Force 


“ Greater Force Talisman: As Force Talisman (above), 
@ that the talisman's Force bonus extends to all three 
@ defenses (Reflex, Fortitude, and Will) 
Prerequisite: Force Talisman, 


check in place of a Treat Injury check (see the Treat Force Technique 

Injury skil, page 74). You are considered trained in the ‘You have learned improved techniques to feel the rhythm 
Treat Injury skill for purposes of using this talent. If you Force. At every even-numbered level (2nd, 4th, 6th, and 
are entitled to a Treat Injury check reroll, you may reroll you gain one Force technique that, once selected, ca 
your Use the Force check instead (subject to the same changed {see Force Techniques, page 101, for more infor 
circumstances and limitations). 

In addition, you can administer first aid, treat disease, FORCE DISCIPLE 
treat poison, and treat radiation without the requisite Through meditation and contemplation of the deepest 
medical kit or medpac. 

Fortified Body: The Force shields you against ail- were raised as they reach a new and deeper understanding of 
‘ments, toxins, and radiation poisoning, making you connection to the universe around them. The ebb and 
immune to disease, poison, and radiation. life—quickening, growing, struggling, dying—becomes a & 

Prerequisite: Equilibrium (see page 101). {ess chorus of destiny. Some Force disciples tap Into this 

become one with it, and speak its wisdom to others. 
FORCE ITEM TALENT TREE might instead enslave destiny, twist its vision, and ¢0 
You can imbue weapons and objects with the power ‘others for the sake of power, 
of the Force Force disciples, like Force adepts, exist in every’ 

Attune Weapon: You may spend a Force Point to ‘tradition, Even the Jedi and the Sith have had 
attunea melee weapon. Attuning the weapon takes a full- disciples among their ranks, but the dogma of 
round action. From that point forward, whenever you wield traditions tends to discourage such an. 
the attuned weapon, you gain a +1 Force bonus on attack ‘approach to the Force. However, in less 
rolls, The weapon is attuned to you alone; others who wield known dominant traditions—the Baran D0 
the weapon do not gain the Force bonus. 


Empower Weapon: You may spend a Force Point to the Seyugi dervishes—Force disciples | 
‘empower a melee weapon, Empowering the weapon takes a great power and influence, shaping theif i 
full-round action. From that point forward, the empowered tions for centuries to come. Farce adepts who become Force di 
weapon deals an additional die of damage, but only when may wield power and influence over entire civilizations. 


wielded by you. (For example, an empowered lightsaber 
Geals 348 points of damage instead of 248 points of 
damage.) Others who wield the weaon do not gain the 
bonus damage die, 


xAMPLES OF FORCE Prophet 
DISCIPLES IN STAR ry time you gain a level in this class, you receive two Destiny Points 
Rane 34 of the usual one. In addition, you may sacrifice this extra 
Bogen, tor Cro i afergang clase yo choose 
a the Saarai-kaar, Wialu fe 2 prophetic vision from the 
ie the 5 this Vision is determined by the GM 
taneous, 50 no time Is required to 
Jon seeing the vision you have 

to choose a new destiny (see page 112) 
0 long 2s the new destiny is rated in some way to 
the vision. The GM is the final arbiter of what new 


Gestiny (or de 


| ("Blackhole"), Rokur 


REQUIREMENTS 
galt to become a Force disciple. a character 
Fost ull the flowing criteria 

Minimum Heroic Level 12th 

Trained Sklst Use the Force 

Feats: Force Sensitivity. 

Talents: Any two talents from the Dark Side 
Biicee; Fores Adept, or Force item talent tree (se 
pone 214) 

Force Powers: Farsecing 

Force Techniques: Any one (see Force Technique 


page 101). 


ies) are appropriate 


Talents 
At every odd-numbered level (Ist, 3rd, and 


), you 


alent. The talent may be selected from the Force 


Adept talent tree (see page 214) 
in Chapter 6: The F 
lita 


any Force talent tree 


meet the prerequi 
of the chosen talent. No talent can be selected 


Game RULE more ti 1 unless express indicated 
INFORMATION 
Force disciples have the following game statistic Force Secret 


You have glimpsed an eternal truth through your 
Hit Points contemplation of the Force. At 2nd level and every 
teach level, Force disciples gain 148 hit points + their 
Bonstittion moditie. 


se ce Force Secrets, page 


103, for more information). 
Force Points 

Force disciples gain a number of Force Points e 
‘one-half th 
BNRY gain a new level in this class (Due to their strong 
Konnection tothe Force, F 
Points than most 


les gain more Force 
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®lass Features 
following are features ofthe Force disciple prestige 
ass, . 


Defense Bonuses 
HSU level, you gain a +6 ciass bonus to your Wi 


ASC and a +3 class bonus to your Reflex Defense m 
AM Fortitude Defense rn 5 
ap re Force secret 


Tndomitabic 


BSE immune to mind-atfecting effects 


th +3 Forcesecret talent 


GUNSLINGER CLAss FeaTuRES 

Since the first primitive slugthrower was developed thousands of years ago, The following ore featores Df the SunsWies sata 
there have been soldiers of fortune focused on pistol fighting. The tradi- 

tion grew with the technology, creating a special breed of biaster-wielding 
freelancers who shoot first and ask questions later. Often wandering guns- 
for-hite, bodyguards in fringe areas, professional duelss, 

‘or even assassins, these fighters know everything 
there is to know about pistols of all descriptions. 
They can draw faster, shoot faster, nd aim more 
accurately with their weapons of choice than any 
other category of warrior. Some use their prow- 
35 to defend the weak and battle injustice, while 
others use their sil to gain fast and easy credits 
Regardless of motivation, gunslingers seek to use 
their focused combat techniques to gain greater 
fame, and wield that fame as a weapon against less 
well-known foes. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your 
Defense and a +2 class bonus to your Will Defer. 


Talents 
Atevery odd-numbered level (Ist, 3rd, Sth, ana 
You Selecta talent. The talent may bese 
‘the Gunslinger talent tree (presented bele 
the Fortune talent tree (see page 48), an 
Awareness talent tree (see page 49). You 
meet the prerequisites (if any) of the ¢ 
talent. No talent can be selected more 
once unless expressly indicated. 


GUNSLINGER TALENT TREE 
mcaen ior You never travel anywhere without a blaster or two) 
Cee Rim iRainsnee ine you know how to handle yours in a gunfight 
mace Debiltating Shot: if you aim before making 


attack (see Aim, page 154) and the attack Nitty 
‘move the target -1 step along the condition wack se 
REQUIREMENTS Conditions, page 148) in addition to dealing da 
To qualify become a gueiiager, a charac Deceptive Shot: Select one target in line of sh 
ter must fulfil the following criteria within 6 squares, You can spend two swift actions 
Minimum Heroic Level: 7th, the same turn to make a Deception check; ifthe 
Feates Point Blank Shot, Precise result equals or exceeds the target's Will Defense, 
Shot, Quick Draw, Weapon Profi- target Is denied its Dexterity bonus to Reflex De 
ciency (pistols) against your attacks until the beginning of your next 
Improved Quick Draw: f you are carrying a pistol 
your hand orn holster, you may draw the pistol and make 
attack during a surprise round even if you are surprised, If you are 
surprised, you may take any single ation of your choice, a8 OF 
Knockdown Shot: If you aim before making « ranged 
(see Aim, page 154) and the attack hits, you knock the 
prone in addition to dealing damage. You can't use this le 
to knock down targets two or more size categories Dl 
than you 
Multiattack Proficiency (pistols): Whenevel 
make multiple attacks with any type of pistol 38 
attack action (see Full Attack, page 154), you reduce 
penalty on your attack rolls by 2. 


Jango Fett, Han Solo, Gallandro, Dash Rendar. 


Game RULE 
INFORMATION 
Gunslingers have the following game statistics. 


Hit Points 
‘At each level, qunslingers gain 1d8 hit points + their Constitu 
tion modifier 


Force Points 
Gunslingers gain a number of Force Points equal to & + one-half 
their character level, rounded down, every time they gain @ 
new level inthis class. 


Trusty sidearm +1 


Trusty sidearm +2 


Trusty sidearm +3 


Trusty sidearm +4 


10 Trusty sidearm +5 


You can take this talent multiple times: each time you take this talent, 
‘the penalty on your attack rolls by an adsitiona 2 
Disarm: You can disarm an opponent using a ranged attack. If 
‘disarm attack fais, your opponent doesn't get to make a free 
against you (see Disarm, page 152). 
Work: You take no penalty on your attack roll when using the 


at 2nd leve, you gain a bonus on damage rolls equal to one-halt your 
level rounded down) when wielding a pistol, This damage isin addition 
haracter’s usual level bonus to damage. This damage is doubled on 


edi those ofthe order who have proven capable, wis. sef-sut- 
table are given the rank oF Knight. A Jed apprentice must learn to 
‘without instability a strain, build his or her own lightsaber, and 
evstanding ofthe Code ofthe Jedi (though such understanding 
Om ea to era, as the nature of the Jedi differs somewhat in each 


and dedication. Ina few times of chaos and uncertainty, Jedi 


apprentices are forced by circumstance to push themselves past the normal 
boundaries of their training and become knights in function, if not in name, 
with no formal testing. n these rare cases, the ruling Jedi generally acknow!- 
edge the Jedi's status as a knight as soon as circumstances allow, 

“Jedi Knights are trusted to teach apprentices, carry out missions with litle 
aid or support, and use their best judgment when handling the unexpected. 
A Jedi Knight is expected to deal with any problem in a manner that reflects 
well on the Jed asa whole, and carry out the Jedi goals of defending justice 
and maintaining peace. Jedi are the guardians of the galaxy, and the Jedi 
Knight is skilled individual expected to uphold that trust 


EXAMPLES OF JEDI KNIGHTS IN 
STAR WARS 

‘Anakin Skywalker (Episode Il), Barriss Offee, Basta Shan, Kyle Katarn, Luke 
‘Skywalker (Episode Vi), Nomi Sunrider, Ulic Qe!-Droma. 


REQUIREMENTS 
To qualify to become a Jedi Knight, a eh 
criteria. 
Base Attack Bonus +7 
‘Trained Skills: Use the Force. 
Feats: Force Sensitivity, Weapon Proficiency (lightsabers), 
Special: Must have built your own lightsaber (see the Bullding a Light- 
saber sidebar, page 40). 
‘Special: Must be 2 member of the Jedi tradition (see page 104), 


Game RULE INFORMATION 
Jedi Knights have the following game statistics, 


ter must fulfill the following 


Hit Points 
‘At each level, Jedi Knights gain 1410 hit points + their Constitution modifier, 


Force Points 
Jedi Knights gain a number of Force Points equal to 6 + one-half thei ch 
‘acter level, rounded down, every time they gain & new level in this clas. 


CLASS FEATURE 
‘The following are features of the Jedi Knight prestige class. 


Defense Bonuses 
At 1st level, you gain 2 +2 class bonus to your Reflex, Fortitude, and Will 
Defense 


Talents 
At every odd-numbered level (Ist, 3rd, Sth, and so on), you select a talent, 
‘The talent may be selected from the Armor Specialist talent tree (see page 


eur 


We BSE 


51), the Lightsaber Combat talent tree (see page 41), the Duelist talent tree 
(presented below), or the Lightsaber Forms talent tree (presented below), 
You must meet the prerequisites (if any) of the cnosen talent. No talent can 
be selected more than once unless expressly indicated. 


DUELIST TALENT TREE 
Through rigorous training and experience, you become one of the greatest 
swordfighters in the galaxy. 

Force Fortification: As @ reaction, you can spend a Force Point to 
negate a critical hit scored against you and take normal damage instead. 
You can spend this Force Point even if you've already spent a Force 
Point earlier in the round, 

Greater Weapon Focus (lightsabers): You gain a +1 bonus on 
melee attack rolls with lightsabers. This bonus stacks with the bonus 
ranted by the Weapon Focus (ightsabers} feat. 

Prerequisite: Weapon Focus (lightsabers} feat (see 
page 89) 

Greater Weapon Specialization (light- 
sabers): You gain a +2 bonus on melee damage 
rolls with lightsabers, This bonus stacks with 
the bonus granted by the Weapon Specializa 
tion (ightsabers) talent. 

Prerequisites: Greater Weapon Focus 
(lightsabers), Weapon Focus (lightsabers) 
feat, Weapon Specialization (lightsabers} 
(see page 53). 

Multiattack Proficiency (light- 
sabers): Whenever you mate multiple 
attacks with any type of lightsaber as 
2 full attack action (see Full Attack, 
page 154), you reduce the penalty 
‘on your attack rolls by 2. 

You can take this talent multiple times; each time you 
take this talent, you reduce the penalty on your attack rolls 
by an additional 2. 

Severing Strike: When you deal damage with a light- 
saber that is equal to or greater than both the target's 
current hit points and the target's damage threshold 
(that is, when you would deal enough damage to 
kill our target), you may choose to.use this talent. 
Instead of dealing full damage, you instead deal nalf 
damage to your target and move it -1 step on the 
condition track (see Conditions, page 148}. In addi 
tion, you sever one of your target's arms at the wrist 
or elbow joint, or ane of the target's legs at the knee or 
ankle joint (your choice). 


‘Severing part of an arm prevents the target from wielding weapong 
using tools in that hand and imposes a -5 penalty on still checks and ai 
checks keyed to Strength and Dexterity. Severing part of a leg knoeke! 
target prone, reduces the target's speed by half, reducesits carrying apg 
by half,and imposes a -5 penalty on skill checks and ly 
checks keyed to Strength and Dexterity 
Because of the severity of such an Injury 
a part of a limb causes a persistent condition 
can only be removed by having surgery suce 
performed on you (see Treat Injury skill, age 
cybernetic replacement limb (see page 137) m 
these reductions and penalties. 


LIGHTSABER FORMS TALENT TREE 
You have refined your knowledge of lightsaber technigg 
your blade becoming an extension of your self A 
using a lightsaber may use one of these forms, but 
have the discipline and patience to become at 
‘master of the form, 
‘Ataru: You may add your Dexterity b 
{instead of your Strength bonus) on da 
rolls when wielding a lightsaber. When 
wield a lightsaber two-handed, you 
apply double your Dexterity bonus finstend 
double your Strength bonus) to the damage, 
‘Djem So: Once per round when an opponent hits you 
a melee attack, you may spend a Force Point asa reaction 
make an immediate attack against that opponent 
Jar’Kai: When you use the Lightsaber Defense talent 
gain twice the normal deflection bonus to your Reflex Def 
when you are wielding two lightsabers 
Prerequisites: Lightsaber Defense (see page 41), Niman. 
Juyo: Once per encounter, you may spend a Force Point as @ 
action to designate a single enemy in your line of sight. For the remain 
of the encounter, you may reroll your First attack roll each round agai 
that opponent, keeping the better result. 
Prerequisites: Weapon Focus (lightsabers) feat (see page 89), Wea 
Specialization (lightsabers) (see page 41), base attack bonus +10. 
‘Makashi: When wielding a single lightsaber in ane hand, the defi 
bonus you gain from the Lightsaber Defense talent (see page 41) in 
by 2 (toa maximum of +5), 
Prerequisite: Lightsaber Defense 
Niman: When wielding a lightsaber, you gain a +1 bonus to yout Re 
Defense and Will Defense, 
‘Shien: Whenever you redirect a deflected blaster bolt (see the Red 
Shot talent, page 41), you gain a +5 bonus on your ranged attack roll 


Force technique 


Force technique 


+10 Force technique 


sites: Deflect (see page 41), Redirect Shot (see page 41). 


‘on: your Use the Force check for every previous block ar deflect 
‘since your last turn (see page 41). 
tes: Block (see page 4), Deflect (see page £1) 
I: You may take 10 on Acrobatics checks to tumble even when 
id or threatened. Additionally, each threatened or occupied square 
Jumble through only counts as 1 square of movement. 
fe; Acrobatic Recovery, 
J: You may reroll a failed Use the Force check when using the Block 
Mect talents, 
sites: Block (see page 41), Deflect (see page 41), 
ta: By harnessing the unique characteristics of a lightsaber, you 
‘Your opponent off quard by quickly shutting off and reigniting 
‘When wielding a lightsaber, you may spend two swift actions to 
ation check to feint in combat (see page 66), 
: Weapon Focus (ightsabers) feat (see page 88), Weapon 
(lightsaber) (see page 41), base attack bonus +12 
i: When attacking with a lightsaber, you score a critical hit on a 
Of 19 oF 20. However, a natural 19 is not considered an auto- 
‘You roll a natural 19 and still miss the target, you do nat score 


Juyo, Weapon Focus (lightsabers) feat isee page 83), Weapon 
Mightsaters) (see page 41), base attack bonus +12. 


Force Technique 

‘You have learned improved techniques to attune yourself to the Force. At 
every even-numbered level (2nd, 4th, 6th, and so on), you gain one Force 
technique that, once selectec, cannot be changed (see Force Techniques, 
‘page 101, for more information). 


wWwEDI MASTER 

Jed) Masters represent the pinnacle of the Jedi order, They are Jedi who 
‘are both strong enough in the Force and patient enough in lif to pass on 
thei skills by teaching @ new generation of Jedl The journey from Padawan 
learner to Jedi Master usualy takes decades, and many who start upon the 
path never reach its final destination. 

Becoming a Jedi Master requires patience, inner strength, wisdom, and 
‘deep connection to and understanding of the Force. Further, a Jedi Knight. 
‘usually doesn't become a Jedi Master until he trans student to completion, 
Jed) are allowed only one Padawan at a time, and the training of a single 
Padawan can take years. 

The most respected Jedi Masters are invited by their peers (and, in some 
‘cases, their former masters) to jin them on the Jedi Council Those who join 
the council use their wisdom and influence to instruct others in the ways of 
the Force and preserve peace in the galaxy. The Jedi Council is also tasked 
with identifying Force-sensitive children across the galaxy and offering them 
instruction in the Jedi tradition. These lessons are fairy rudimentary -usu- 
‘lly intended to teach a student “the basics" until he or she i old enough to 
receive formal training as a Padawan, 

‘During the Rise of the Empire era, the Jedi Council would confer the title 
of Jedi Master upon those deemed qualified to teach others in the ways of 
the Force. During the Rebellion era and The New Jedi Order era, Jedi require 
‘no such approval; however, they must adhere to the tenets of the Jedi Code 
to become Jedi Masters. 


EXAMPLES OF JEDI MASTERS 
IN STAR WARS 

‘Adi Gallia, Eeth Koth, Luke Skywalker [The New Jedi Order era), Kit Fisto, 
Luminara Unduli, Mace Windu, Obi-Wan Kenobi (Episode tl), Plo Koon, 
Shaak Ti, Yoda. 


REQUIREMENTS 
To qualify to become a Jedi Master, @ character must fulfill the following 


Minimum Heroic Level: 12th. 

‘Trained Skills: Use the Force. 

Feats: Force Sensitivity, Weapon Proficiency (lightsabers), 
Force Techniques: Any one (see Force Techniques, page 101). 
Special: Must be a member of the Jedi tradition (see page 104), 


eessviS SSuses2) 


Talents 

‘At every odd-numbered level (ist, 31d, nd Sth), you select 
The talent may be selected from the Duelist talent tre 
218) or any Force talent tree in Chapter 6: The Force. Yay 
meet the prerequisites [if any) ofthe chosen talent. No talenn 
be selected more than once unless expressly indicated, 


GAME RULE INFORMATION 
Jedi Masters have the following game statistis. 


Hit Points 
At each level, Jedi Masters gain 1410 hit points + their Constitu: 
tion modifier, 


Force Secret 
You nave meditated on the deeper mysteries ofthe lightsiga 
of the Force. At nd level and every eve thereafter you 
one Force secret that, once selected, cannot be chan 
(see Force Seerets, page 103, for more information), 


OFFICER 
Even the besttrained troops need someone to 
decisions and provide direction, The office fil 
their appointed tasks. They frequently also suffer thedliget 
respect oftheir subordinates, who often see the utifoM 
aS symbol of oppression. Many soldiers can't perceive 
the honor of the person inside the uniform. Ven fe 
officers earn the universal respect of thle OOH 
0 those who understand: 
the concepts of leadership and valor, often) 
comes naturally 
An officer must be comfortable in command 
willing to make tough decisions when ‘his men need 
{guidance and occasionally ordering individual solders 1 
their deaths so that the unit can survive. A good offieens 
leans to do so without hesitation and only agones 
‘over his decision when lives are no longer at stake TRE 
best officers don't let ther distaste for ife-or-deaiy 
decisions paralyze them when their troops a coun 
ing on them. Those who can't find the courage to fc 
such dilemmas rarely stay officers for long=thoUgh 
inly,2 few somehow manage to avoid tHe 


Force Points 
Jedi Masters gain a number of Force Points equal to ? + one-half their 
character level, rounded down, every time they gain a new level in 
this class, (Due to their strong connection to the Force, Jedi Masters 
gain more Force Points than most other prestige classes.) 


CLASS FEATURES 
The following are features of the Jedi Master prestige class, 


Defense Bonuses 
At Ist level, you gain a +3 class bonus to your Reflex, Fortitude, 
and Will Defense: 


Fearless 
You are immune to fear effects 


and their superiors, b 
Serenity 

You may enter a brief meditative state asa full-round action. You 
may remain inthis trance as long as you wish, and you are stil 
aware of your surroundings; however, you do fse your Dexterity 
bonus to your Reflex Defense. Upon emerging from the trance 
(aswiftacton), your fist attack rol or U 

made in the following round is considered to be a natural 20, 


the Force skill check 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 


by shi 


ing blame elsewhere 


EXAMPLES OF 
OFFICERS IN 


2 12 ‘Force secret 
STAR WARS 
ae Farcesesret tient Acimiral Ackbar, Captain Needa, General Doda 
General Grievous, General Rieekan, General Vee 
ah +4 Force secret os < bin 


QUIREMENTS 
fy to become an officer, a character must fulfill the following 


Heroic Level: 7th 
fained Skills: Knowledge (tactics). 
ts: Ar least one talent from the Leadership talent tree (see page 44) 
do talent tree (see page 52), 
ecial: Must belong to an organization with a military or paramilitary 
Examples include the Trade Federation, the Galactic Empire, the 
Alliance, and the New Republic. 


ME RULE INFORMATION 
have the following game statistics, 


ch level, officers gain 148 hit points + their Constitution modifier. 


Points 
rsgain a number of Force Points equal to 6 + one-half their character 
jed down, every time they gain a new level in this class. 


S PEATURES 
ing are features of the officer prestige class, 


Bonuses 
I, You gain a +2 class bonus to your Reflex Defense and a +4 class 
to your Will Defense. 


‘odd-numbered level (Ist, 3rd, Sth, and so on), you select a talent. 
may be selected from the Military Tactics talent tree (presented 
the Leadership talent tree (see nage 44), or the Commando talent tree 
52). You must meet the prerequisites (if any) of the chosen talent. 

int can be selected more than once unless expressly indicated. 


TACTICS TALENT TREE 
Study ald battles, looking for historic examples of good military 


are an expert at leading troops into battle and using the battle 
advantage, 
AS a move action, you may designate a single creature 
Stas the target af an assault If you succeed on a DC 15 Knowledge 
check, you and al allies able to hear and understand you deal +146 
ge to the target with each successful melee or ranged attack, 
‘of your next turn, This is a mind-affecting effect. 


CLASS FEATURES 


2nd +2 Command cover, share talent 
2 SS ae 
ath od Share talent 

iS eS 
6th +6 Share talent 

aS See 
Bth +8 Share talent 

iD Ser ae eer 
voth +10 Share talent 


Deployment Tactics: You can use your tactical knowledge to direct alles in 
battle. As a mave action, you can make a DC 15 Knowledge (tactics) check. If 
the check succeeds, you and any allies that can see, hear, and understand you 
‘gain 2 +1 competence bonus on attack rolls against flanked opponents or a +1 
‘dodge bonus to Reflex Defense against attacks of opportunity (your choice). The 
‘bonus lasts until the start of your next turn, Ths isa mind-affecting effect. 

Ifyou have the Born Leader talent (page 44) or the Battle Analysis talent 
(page 52), the bonus granted by this talent increases to +2, 

Field Tacties: You know how to use existing terrain to best advantage. By 
using a mave action, you can make a OC 15 Knowledge (tactics) check. Ifthe 
‘check succeeds, you and all allies within 10 squares of you can use whatever 
cover is available to gain a +10 cover bonus to Reflex Defense (instead of 
the normal +5 cover bonus). Allies must be able to hear and understand you 
10 gain this benefit, and the bonus lasts until the start of your next turn. 
‘This talent provides no benefit to anyone who doesn’t have cover, This is a 
mind-affecting effect. 

Prerequisite: Deployment Tactics. 

ne for the Team: As a reaction, you can choose to take one-half or 
all of the damage dealt to an adjacent ally by a single attack. Similarly, as 3 
reaction, an adjacent ally can choose to take one-half or all of the damage 
dealt to you by 2 single attack (even if he doesn't have this talent). 

Prerequisite: Deployment Tactics. 

‘Outmaneuver: An officer learns to counter the tactics of his enemies. AS 
4 standard action, you can mate a DC 15 Knowledge (tactics) check. if the 
‘check succeeds, enemies in your line of sight lose all competence, insight, 


and morale bonuses on attack rolls, well as any dodge bonuses to Reflex 
Defense, until the start of your next tur. 

IF one or more enemy officers are within your line of sight, the highes 
level officer among them can attempt to oppose your Knowledge (tactics) 
check as. reaction. her skill heck result is higher than yours, your attempt 
to outmaneuver your enemies fails 

Prerequisites: Deployment Tactics, Field Tactics. 

Shift Defense |: As a swift action, you can take 2 -2 penalty to one 
defense (Reflex, Fortitude, or Will) to gain a +1 competence bonus to another 
defense until the start of your next turn 

Shift Defense II: As 3 swift action, you can take 2 ~5 penalty to one 
defense (Reflex, Fortitude, or Will) to gain a +2 com- 
petence borus to another defense until the start of 
your next turn. 

Prerequisite: Shift Defense | 

Shift Defense Ill: As a swift action, you can gain 
a +5 competence bonus to one defense (Reflex, 
Fortitude, or Will) by taking a -5 penalty to your 
other two defenses. 

Prerequisites: Shift Defense 1, Shift 
Defense 

Tactical Edge: You can use the 
Assault Tactics, Deployment Tactics, or 
Field Tactics talent as a swift action 


instead of a move action, provided 
you have the talent in question 


Command Cover 
Starting at 2nd level, you can use 
your allies to shield you from harm 
You gain a +1 cover bonus to your Reflex 
Defense for each ally that is adjacent to you, 
up to @ maximum bonus equal to one-half 
your class level (maximum +5 at 10th level) 


Share Talent 

[At every even-numbered level, choose a talent 
that you already possess. The talent you select must be under 
the Influence talent tree (page 43), the Inspiration talent tree 
{page 43), the Commando talent tree (page 52), or the Military 
Tacties talent tree (see above). Once per day a5 a standard 
action, you can impart the benefits of the chosen talent 

ta one or more alles, effectively granting them the talent 
(even if they don’t meet the prerequisites), An ally must 

be within 10 squares of you and must be able to see and 


hear you to gain the talent; once gained, its benefits last until the end 
encounter. 

You can share the talent with @ number of allies equal to one-half 
officer class level (rounded down). % 
Each time you gain this ability, it applies to a different talent, 
level, an officer has five different talents that he can share with up 

allies at 2 time. 
Once you select a shared talent, it cannot be changed. 


SITH APPRENTICE 
The Sith apprentice combines combat mastery with the power of the deri 
to create 2 living embodiment of rage and savagery, Physical cond 
and punishing discipline make the Sith apprentice into a formidable oppg 
and facility with the powers of the dark side add a wicked barb to ang 
wise deadly weapon. The Sith apprentice is dedicated to the conquest 
subjugation of any obstacle to the Sith tradition. Throughout historyar 


apprentices gathered in numbers, as they did four thousand years beforeth 
days of Darth Maul and Darth Tyranus, the galaxy trembled, 

But those times are gone, and the few Sith apprentices to appearsinge i 
rule of Darth Bane have worked in secrecy to preserve the Sith tradition 
prepare for their ultimate conquest of the galaxy. In the thousand years 
Bane established the rule of “one master and one apprentice," foot sold 
‘outiaws, warlords, mercenaries, pirates ighter pilots, survivalist 
ists, and even the occasional Jedi Knight have turned tou 
dark side and embraced the way of the Sith, been 
mighty warriors, dying brutal deaths, or bath, The 
of the Sith apprentice isa constant, unforgiving 
and ability, honing each into a blade fea 
‘enough to cut through the heart ofthe 

Jedi order, Every Sith apprentice dt 

‘being the one who will destroy this 

foe of the Sith tradition, 

The training of a Sith apprentice 
‘always one of deprivation and 
Mercy and forbearance create & 
weapon, and such a weapon is Us 
The Sith apprentice is subjected fo endl 

conditioning and drilling. Displays of fe 
uncertainty are rewarded with painful and ets 
ional punishment. Displays of te 
and ruthlessness are rewarded 
another day's survival. THE 
apprentice learns to live f0f 
precious few words of encOUf 


i his master gives, and the dream that he will one day stand Talents 

fa pile of slain Jedi. For the Sith apprentice, furious battle ‘At every odd-numbered level (1st, 3rd, th, and so on), you select a talent. 

its own reward The talent may be selected from the Armor Specialist talent tree (see page 

51), the Duelist talent tree (see page 218), the Lightsaber Combat talent 

tree (see page 41), or the Sith talent tree (presented below). You must 

meet the prerequisites (if any) of the chosen talent. No talent can 
bbe selected more than ance unless expressiy indicated 


XAMPLES OF SITH 
PPRENTICES IN 

TAR WARS 

jya, Darth Bandon, Darth Sion, Visas Marr, Carnor Jax, 
Null. SITH TALENT TREE 
The Sith tradition believes in order through tyranny. In ancient 
days, Sith warriors battled Jedi Knights for galactic supremacy 
until, finally, the few surviving Sith were driven into hiding, Since 
then, the Sith have conspired to annitilate the Jedi and everything 
they stand for. 

Dark Healing: You can spend a Force Point to heal wounds by 
drawing life energy from another creature within 6 squares of you, 
Using this ability is a standard action, and you must succeed on 
2 ranged attack roll. If the attack equals or exceeds the target's 

Fortitude Defense, you deal 146 points of damage per class level 
to the target and you heal an equal amount. If the attack fails, 
there is no effect. 

Dark Scourge: You have dedicated your life to wiping out 
the Jedi, and your hatred of them knows no bounds. Against Jedi 
characters, you gain a +1 dark side bonus on attack rolls, 

Dark Side Adept: Force powers that are strongly tied to 
the dark side flow through you mare easily. You can reroll any 
Use the Force check made when activating Force powers with 

the (dork side] descriptor, but you must keep the result of the 
reroll, even if itis worse 

Dark Side Master: As Dark Side Adept (see above), except 
that you can spend a Force Point and keep the better of the 
two Use the Force checks. 

Prerequisite: Dark Side Adept. 
Force Deception: You can use your Use the Force check modifier 
instead of your Deception check modifier when making Deception checks, 


EQUIREMENTS 
{ualify to become a Sith apprentice, a character 
st fulfill the following criteria 
Minimum Heroic Level: 7th. 
Trained Skills: Use the Force. 
Feats: Force Sensitivity, Weapon Proficiency 
htsaber) 
Dark Side Score: Your Dark Side Score (see page 94) must 
Te equal to your Wisdom score If your Dark Side Seore ever 

comes less than your Wisdom score, you lose access to all 
features granted by this class {including talents) until 
Dark Side Score again equals your Wisdom score. 
Special: Must be a member of the Sith tradition (see 
108) 


AME RULE 
IPORMATION 
thapprentices have the following game statistics 


Points 
Heach level, Sith apprentices gain 1d10 hit points + their 
Dnstitution modifier. 


ce Points 
th apprentices gain a number of Force Points equal to 6 + 
af thelr character level, rounded dawn, every time they 
iN new level in this class. 


“AT LAST WE WILL 
REVEAL OURSELVES 
TO THE JEDI. AT 

LAST WE WILL 
HAVE REVENGE." 


—- DARTH MaAauL 


SS FeaTuREesS 
Following are features of the Sith apprentice prestige 


Bonuses 
level, you gain a +2 class bonus to your Reflex, Fortitude, 
I Defense. 


ix aavHS 
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48s you use the Force to cloak your vile treachery, You are considered trained 
In the Deception skill for purposes of using this talent. If you are entitled to 
‘8 Deception check reroll, you may reroll your Use the Force check instead 
(subject to the same circumstances and limitations). 

Improved Dark Healing: Your dark healing ability (see above) improves. 
The range of this ability increases to 12 squares, and even if the attack falls, 
the target takes half damage while you heal an equal amount. 

Prerequisite: Dark Healing 

Wicked Strike: When you score a critical hit with a lightsaber, you may 
spend a Force Point to move the target -2 steps along the condition track 
(see Conditions, page 148). 

Prerequisites: Weapon Focus (lightsabers) feat (see page 89). Weapon 
Specialization (lightsabers) (see page 41), 


Force Technique 

You have learned improved techniques to control the Force. At every even- 
‘numbered level (2nd, 4th, 6th, and so on), you gain one Force technique 
that, once selected, cannot be changed (see Force Techniques, page 101, 
for more information). 


FALLEN JED! 
‘A Jedi who turns to the dark side and becomes 2 Sith apprentice retains all 
of his Jedi class features, including talents, Force powers, bonus feats, and 


other abilities. Te only exceptions are Force powers with the 
descriptor, which the character can no langer use, 4 


SITH LORD 

The Sith Lordi the pinnacle ofthe Sith tradition. Her most sacred 
preserving the lore and glory of the Sith and plotting their 
‘dance to their place as rulers of the galaxy. The Sith Lord must 

to stand in the way of this goal: not all the forces of the Repu 
‘nor the entirety of the Jedi order. When the time comes, the Sith 
‘be prepared to ruthlessly crush all opposition, leaving no traces 

The Sith Lord cultivates individuals withthe potential for both grea 
‘and great evil, training them from childhood, when possible, to be: 
‘as ruthless as herself. The training can be better described as ph 
‘mental torture, but its designed to create someone strong, Fat, 
deadly. The Sith Lord passes on her Knowledge af the dark side of 
instilling in her apprentice both a lust for power and a fear of fa 

‘Arguably, only the truly ambitious or deeply twisted ever seek to) 
‘Sith Lords. Following the path of the Sith dominates one's destiny, 
ing a constant devotion to engineering the ascendance of the 
Lord cannot afford the luxury of friends, mercy, or even rest. The 
sustains her through decades of scheming and planning, of master 
plots subtle and grangiose. Even then, 3 Sith Lord may meet her end 
‘ever seeing her contributions to the Sith grand scheme come to 
must content herself with knowing that her apprentice, ora de 
her apprentice a hundred generations down the fine, will one day 
sacrifice by destroying the Jedi order and replacing It with the darke 
of the Sith. 

In the early days ofthe Sith, only one of ther rank could ever gut 
“Dark Lord of the Sith” Seizing this prestigious position generally 
the support of a significant portion of the Sith—and the death ofthe pr 
Sith Lord, With the (wilight of the Sith and the rise of Darth Bane, 
‘of the old Sith were supplanted by new rules, There could only be 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 


time: One was the master, and the other was the apprentice. While both 
these could be Sith Lords, neither could take on an apprentice until the 
ef was dead. Sometimes this resulted in vicious battles between master 
‘student. But more commonly, a Sith Master would pass on all he knew Defense Bonuses 
re expiring, leaving his former apprentice to take on an apprentice of EG ve as gale a '09 is boos to vole ReroR Favactane 
‘own, and thus continue the tradition of the Sith Nie 


CLASS FEATURES 
The following are features of the Sith Lord prestige class. 


XAMPLES OF SITH LORDS 
STAR WARS 

ith Bane, Darth Sidious, Darth Maul, Darth Tyranus, Darth Vader, 

th Malak, Darth Nihilus, Darth Krayt, Exar Kun 


Fearless 
You are immune to fear effects 


Talents 


At every odd-numbered level (1st, 3rd, and Sth), you select 
REQUIREMENTS - a talent. The talent may be selected from the Sith talent 
i 2 Lees Peherater nt i tree (see page 223) or any Force talent tree in Chapter 
following criteria 6: The Force. You must meet the prerequisites (if any) 
ie pera Vath. of the chosen talent. No talent can be selected more 
Bamed sxilts: Use the Force. than once unless expressly indicated, 
Feats: Force Sensitivity, Weapon Proficiency 
jhtsaber). Temptation 
allen ‘Any one (see Force Techniques, You are adept at using Dun Méch, an ancient and 
vile technique for tempting athers to tap into the 
erpaabadte pe sia Leet aa dark side of the Force, As @ standard action, make 
{qual to your Wisdom score. If your Dark Side a Persuasion check and compare it to the Will 
Fe Ee becomes es than your Wisdom sar, you Defense fa single opponent within ine fight. 
f4ceS8 to all class features granted by this class until ihe check sbteeoos Uk beaetia fel Gh Fav or 
ut Dark Side Score again equals your Wisdom score anger, briefly giving in to the dark side. I the target 
Special: Must be a member of the Sith tradition (see i 
spends a Force Point before your next turn, it must 
either add 1 point to its Dark Side Score or move ~1 
step on the condition track (see Conditions, page 
148) as itis overcome by doubt and remorse. If 
S 
—eplahtedad the target spends a Destiny Point before your next 
© following game statistics, turn, it instead must add 2 points to its Dark Side 
Points Score of move -2 steps on the condition track. 
Rach level, Sith Lords gain 1410 hit points + their 
titution modifier, 


Force Secret 
You have learned forbidden secrets of tapping the 
Fs, dark side ofthe Force. At 2nd level and every lev! 
Hors gain a numberof Force Points equal to7 + one- icigh Gate red ote Se 
thelr character level, rounded down, every time they gain ec 30a Re ee Rise . 
Hevel inthis class. (Due to their strong connection to ‘dames ke ts 
side ofthe Force, Sith Lords gain mare Force Points 
Most other prestige classes.) 


Wx wSiaES 


1S SLES) 


RASS 


it (Gh oa 


BOS 

‘The Stor Wors universe is populated with a wide variety of species hailing 
from thousands of worlds. Each of these worlds has its own unique qualities 
‘and cultures, Since Fantastic locales are a big part of what makes Stor Wars. 
‘exciting and fun, itis important to know a little bit abaut the established 
‘worlds in order to base adventures there. 


LIFE IN THE GALAxyY 
Because the galaxy has had some form of interrelated society for more than 
twenty thousand years (be it Old Republic, Empire, or New Republic), most 
‘everyone is used toa mix of species and cultures. There are some beings who 
‘are prejudiced against one of another species (and tis is especialy notice- 
‘able during the Empire's control of the galaxy), but most others appreciate 
the diversity the galactic society has to offer. From planetary spaceports 
to orbiting space stations, it isn't unusual for Humans and Twi'leks and 
Mon Calamari to work side by side or otherwise interact. They don't always 
{get along, but that could be said about any individuals in any species This 
cliversity has led to a spread of ideas, philosophies, sciences, and cultures, 
‘Markets throughout the galaxy feature @ wide assortment of exotic goods 
{from a variety of worlds. Again, such opportunities for species and cultures 
‘to mingle aren't unusualthey're just part of everyday life, 

Finally, a galactic society requires open communications to flourish. The 
(014 Republic developed the HoloNet to handle this. A near-instantaneous 
‘communications network, it provides a free flow of holograms and other 
forms of communications among member worlds. Using hundreds of thou- 

| 
| 


: 
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‘sands of non-mass transceivers connected through hyperspace simutunnels 
‘and routed through massive computer sorters and decoders, the HoloNet 
allows news and communications to flow from one worldito another in 
‘almost realtime. During the time of the Empire, large portions of the HoloNet 


Sane 


‘system were shut down, and the remaining portions were mostly restricted to 
{government and military use. This reduction of the system cut off rebellious 
worlds and kept news of the Empire's actions from spreading too quickly. | 
{in addition, datacards and other forms of news and information are carried 
from place to place by starships. This means that even without the HolaNet, a 
{in many cases information is only a hyperspace trip away. \- 
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PLANETS OF 

THE GALAXY 

This section provides a brief gazetteer detailing information on a variety of 
planets throughaut the galaxy. Each entry lists not only pertinent informa- 
tion for the Gamemaster but also Knowledge check DCs for players. This sort 
of information allows the GM to determine how much a character (and not 
necessarily the player) knows about a given world 


BESPIN 

Region: Outer Rim 

Climate: Temperate (in the Life Zone) 
Gravity: Standard 

Moons: 2 


Length of Year: 5,170 standard days 

Sapient Species: 68% Human, 8% Ugnaught, 6% Lutrilian, 18% other 
species 

Government? Guild 

Capital: Cloud City 

Major Exports: Foodstuffs, technology 

‘Major Imports: Tibanna gas, tourism, cloud cars 


Knowledge (Galactic Lore) 

bc RESULT 

15. The gas giant of Bespin is renowned for its rich stores of Tibanna gas, 
4 key component in blaster ammunition. 

20 Cloud City was built by Ugnaughts, the descendents of whom now 
‘work the Tibanna gas mines above the planet. 

26 The beldon is a huge, floating creature that fives in Bespin’s atmo- 
sphere and feeds off of airborne plankton floating around the planet. 


Knowledge (Social Sciences) 

DC RESULT 

18 Bespin's primary outpost of civilization is Cloud City, an independent 
mining colony and haven port for travelers in the Anoat Sector. 

20 Though Bespin is a mining colony, they are not a part of the Mining 
Guild and have rejected any attempts by the Mining Guild to bring the 
colony into the fold. 

25 Bespin maintains neutrality most due to its size, making it @ favorite 
port-of-call for smugglers and others that do not wish to attract gov. 
emmental attention. 


BoTHawu 

Region: Mid Rim 

Climate: Temperate 

Gravity: Standaro 

Moons: 3 

Length of Day: 27 standard hours 
Length of Year: 351 local days 


‘Sapient Species: 28% Bothan (native), 1% Human, 1% other 
Government: Bothan counci! 

Capital: Drev'starn 

Major Exports: information, technology 

Major Imports: Technology 


Knowledge (Galactic Lore) 

OC RESULT 

10 Bothawui is a world covered in mountains and ridges 
‘deep, wide valleys inhabited by dangerous wildlife. 

15. Bothans eventually discovered that espionage and infil 
far more convenient methods of waging war, and soon It 
*Bothan way." 

20. Settiers from Bothawul established colonies on the planet of 
‘making the Bothans one of the few species to maintain 
colonies on other worlds. 

‘As a result of the suspicious and treacherous nature of 
Bothawui, the Bothan SpyNet developed and became the 
information gathering network in the galaxy. 


Knowledge (Social Sciences) 

DC RESULT 

10 Bothan society is extremely focused on the flow and 
information, even impacting the daily lives of ordinary cit 

15. Bothan politicians rise to power by displaying a mastery over 
of information and the application of political force. 

20 than politics can be extremely dangerous, and sabotage, 
nation, and espionage areas common an Bothawul as debi 
‘normal fegistation on other Worlds, 


CeREA 
Region: Mid Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 27 standard hours 
Length of Year: 386 standard days 


‘Species: 98% Cerean (native), 19 Human, 1% other species 
tion: 450 million 
: Council of Elders 
esi 
iterplanetary (industrial) 
Besar: Foodstuffs 
Imports: Technology 


(Galactic Lore) 


“Cetea isa lush temperate world Covered in thick forests and jungles. 
Cevea’s isolation from the rest of the galaxy has resulted in the planet 
ning largely untouched by industry or civilization, allowing it to 
tain a nearly complete natural ecosystem, 
‘During the Clone Wars, Cerea struggled to maintain its freedom and 
‘neutrality, opting to stay out of the fighting whenever possibie. 
‘the waning days of the Old Republic, a generation of Cerean youths 
ed agalnst their elders and sought out the culture and technol- 
‘of the galaxy at large, leading to a conflict within their society 


{Social Sciences) 
ESULT 
Is largely isolationist, preferring to stay out of interstellar 

licts. 

ite their isolationist views, many Cereans have risen to positions: 
prominence, though their decision to leave the home planet has 

them outsiders in the eyes of their own people. 

Ins have strict laws in place that limit the import of high technol- 
J¥and goods from other worlds, as the planet's rulers seek to prevent 


Day; 24 standard hours: 
‘Year: 368 local days 
: 78% Human (native), 22% other species 
: Republic or Dictatorship (depending on era) 


Knowledge (Galactic Lore) 

DC RESULT 

10 Coruscant is one of the oldest and most populated planets in the 
galaxy, its surface completely covered by cities, 

15 Coruscant long ago became the seat of galactic politics, and itis from 
this planet that all major interstellar governments have ruled. 

20 Coruscant relies on vast weather control stations to regulate every- 
‘thing from temperature to humidity. 

25 In the lowest depths of Coruscant, citizens of the planet have degen- 
rated into barbarism or scavenging, making the city depths danget= 
us to all but the most prepared. 


Knowledge (Social Sciences) 

DC RESULT 

10 Coruscant is not only the governmental center of the galaxy but also 
‘the cultural center of the galaxy, where new trends and fashions 
debut 

20 Despite the fact that mast ofthe wealthiest members of galactic soci- 
ety live on Coruscant, the world is also home to millions of poor and | 
destitute people, many of whom eke out meager livings as servants 
and laborers. 

30. Coruscant is home to the Black Sun crime syndicate (and other note 
worthy criminal organizations) and has a flourishing black market 
where illegal goods are trafficked on a daily basis 


DORIN 

Region: Expansion Region 
‘Climate: Temperate (low oxygen) 
Gravity: Standard 

‘Moors: 


Length of Day: 22 standard hours 
Length of Year: 403 standard days 
‘Sapient Species: 100% Ke\ Dor (native) 
Government: Representative Republic 
Capital: Dor’shan 

Major Exports: None 

Major Imports: Technology 


Knowledge (Galactic Lore) 
DC RESULT 
15 Dorin has a unique atmosphere that is toxic to most sentient species 
but perfectly breathable to the Kel Dor species. 
20 Situated between two black holes, Dorin was not discovered by galac— 
‘Ue settlers until several centuries before the Galactic Civil War. 


EELASZVS SuSTITS 
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25. Though Kel Dor are generally altruistic and helpful, their justice system 
is very swift (perhaps frighteningly so to outsiders who make 2 habit 
of breaking laws). 

30. The Kel Dor once had a proud and influential Force-using tradition 
known as the Baran Do sages, but since the planet's entry into galactic 
society, the tradition’s influence and prestige have waned as young 
Kel Dor are drawn to other Force traditions. 


Knowledge (Life Sciences) 

DC RESULT 

15. Dorin’s atmosphere is composed mostly of helium and native gases, 
with very little oxygen. As a result, Kel Dor cannot breathe on other 
worlds without the assistance of a breath mask 


DuRO 

Region: Core 

Climate: Temperate (polluted) 

Gravity: Standard 

Moons: 0 

Length of Day: 33 standard hours 

Length of Year: 420 local days 

Sapient Species: 53% Duros (native), 36% Human, 11% other species (on 
world); 91% Duros, 9% other species (orbital cities) 

Government: Corporate 

Capital: None 

Major Exports: Starships, technology 

Major Imports: Foodstuffs, ore, labor 


Knowledge (Galactic Lore) 

DC RESULT 

10 Durois one of the most reliable and prolific sources of starship manu~ 
facturing in the galaxy. 

15 Many years ago, the government of Duro opted to consolidate all of 
‘the starship manufacturing companies into one government corpora 
tion, at which time the entire planet came under corporate rule. 

20 The citizens of Duro were moved off of the surface of the world and 
Into floating domed cities that orbited the planet, in order to make 
way for terrestrial manufacturing plants and resource harvesting 
systems, 


Knowledge (Social Sciences) 

DC RESULT 

10 Duro's corporate government controls the planet's starship manufactur 
ing facilities as well as almost every other industrial site on the world. 

18 Only those that own stock in Duro's corporate government can par~ 
ticipate in lawmaking and world politics. 


20 The government on Duro permeates every aspect of the 
citizen-employees, and those citizens who remain on Duro 
guaranteed to work for some branch of the starship 
business. 


ENDOR, FOREST MOON oF 
Region: Outer Rim 
Climate: Temperate 


Length of Year: 402 local days 

‘Sapient Species: 95% Ewok (native), 4% Yuzzum (native), 1% 
species 

Government: None 

Capital: None 

Major Exports: None 

Major Imports: None 


Knowledge (Galactic Lore) 

DC RESULT 

20 Traditionally ignored by most of the galaxy, the forest moon: 
isa lush and nearly untouched satellite orbiting the gas giant 
the Moddell Sector. 

25. The forest moon of Endor isa favorite spot for galactic tr 
ing through the Moddell Sector, and numerous visitors | 
‘mate travelers as well as smugglers and outlaws) have used 
'as 2 temporary safe haven. 

30 During the height of the Empire, the forest moon of Endor was U 
fan Imperial base of operations far away from the rest of cl 
The second Death Star was builtin orbit of the Forest moon 


Knowledge (Social Sciences) 

DC RESULT 

20 The native sentient species on Endor have no significant cities 
ology, living in tribal groups and small villages, 

25 The native Ewoks are shamanistic, superstitious, and clever 
theirvillages in the boughs of great trees and are known Co) 
plex traps and pitfalls to snare much larger predators. 


GamorRR 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 28 standard hours 


of Year: 380 local days 
‘Species: 100% Gamorrean (native) 
Feudal clans 


‘Exports: Warriors, slaves 
Imports: Foodstuffs, technology 


dge (Galactic Lore) 
RESULT 
“Gamorr’s past is filled with tales of war and violence, with conflicts so 
‘numerous that almost no historians outside of the Gamorreans them- 
‘selves can truly understand them. 

Gamorr is a verdant world covered in forests and jungles that boast a 
diverse array of flora and fauna 

‘When the first Humans arrived on Gamorr, they enslaved large num 
“bers of the native populace and carried them off as saves, 

‘The Hutts are particularly notorious for visiting Gamorr and pressing 
‘the natives into service, a problem the Gamorreans have been power- 
Jess to prevent. 


ledge (Social Sciences) 
1 


concept of warfare is central to Gamorrean society, with theit 
“culture and traditions revolving around neverending conflicts. 
rrean males often travel offwarld to work as mercenaries and 
‘riminal enforcers. 
" Gamorreans are divided into clans, each of which represents a family 
‘group of families that constantly clashes with other clans 
Gamorrean males are the primary warriors and hunters, Gamor- 
females are the matriarchs and rulers of the society. 


ear: 413 local days 
‘Species: 994% Zabrak (native), 1% other species 
Dictatorship 
al: Malidris 


Knowledge (Galactic Lore) 

DC RESULT 

10. Iridonia's environment is extremely harsh, so much $0 that even the 
native Zabrak have a difficult time surviving exposed on the surface. 

15 Iridonia was one of the First worlds of join the Old Republic and is 
reputed to be one of the first planets to achieve hyperspace travel, 

20 The Zabrak of Iridonia developed cities deep inside canyons carved 
into the planet's surface, clustering together in refuge and developing 
their society in the cramped caverns. 


Knowledge (Social Sciences) 

OC RESULT 

10. Iridonia isa strong, independent world whose people resist oppression 
of any kind, 

15. Though the Zabrak are spread out over eight worlds (including their 
‘homeworld of Iridonial, all eight governments have a standing agree- 
‘ment to come to one another's defense in times of crisis. 

20 Nationalism is a major part of Zabrak politics, and tridonians believe 
that despite their homeworld’s harsh environment, it is the greatest 
‘among all Zabrak worlds. 

25 Iridonians place a large emphasis on the will to survive, and as such 
their government, while civilized, believes that “survival ofthe fittest” 
is a philosophy that can be used to determine fitness to rule. 


Length of Day: 41 standard hours 
Length of Year: 422 standard days 

‘Sapient Species: 99% Ithorian (native), 19 other species 
Government: Herds 

Capital: None 

Major Exports: Foodstuffs, medicine, spices 

Major Imports: Technology 


Knowledge (Galactic Lore) 4 

DC RESULT 

YO thor is @ tropical world covered in dense rainforests and wild jungles, 

‘15 Ithor’s natural ecosystem remains relatively untouched despite having 
millions of native sentient inhabitants. 

20 The Ithorians first explored space in "herd ships.” massive repulsorlift- 
Powered cities. 
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Knowledge (Social Sciences) 

DC RESULT 

10 _Ithorians live in self-described herds, which travel in massive floating 
Cities above the planet's surface. 

15_ All Ithorians adore harmony with nature, and they are known to react 
violently when confronted with someone threatening that way of life. 

20. Each herd is completely independent from the others, remaining both 
autonomous and self-sufficient. 


KASHYYYK 

Region: Mid Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 26 standard hours 
Length of Year: 381 local days 

Sapient Species: 100% Wookiee (native) 
Government: Representative Tribal 

1: Rwookrroreo 

Major Exports: Technology, natural resources. 
Major Imports: Medicines 


Knowledge (Galactic Lore) 

DC RESULT 

10 Despite being covered in a thick forest of trees populated by ferocious 
predators, Kashyyyk gave rise to the Wookiee species that now travels 
the space lanes. The Wookiees have warred with their interplanetary 
neighbors, the Trandoshans, frequently throughout history. 

15 The Wookiee natives built huge cities within the trees, high above the 
most dangerous sections of the planet’s forest, allowing them to live 
in relative safety. 

20. Kashyyyk only joined the galactic community a few millennia before 
the rise of the Empire, developing space travel as a result of disassem= 
bling Trandoshan technology. 


Knowledge (Social 

DC RESULT 

10 Wookiee society revolves around the importance of family and honor. 

15 Wookiees are extremely trustworthy, and a Wookiee’s word is a bond 
0 strong that only death can break it. 

20. Wookiee society has little tolerance for anything seen as detrimental 
for oppressive, and Wookiees are quick to dispose of problems using 
violence. 

25. The concept of the fife debt (becoming someone's loyal protector for 
saving @ Wookiee's life) is one example of the strength of Wookiee 
honor, 


ences) 


MON CALAMARI 


Length of Year: 398 local days 

‘Sapient Species: 39% Mon Calamari (native), 
other species 

Government: Representative Council 

Capital: Foamwater City 

‘Major Exports: Warships, weapons 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 

DC RESULT 

10 Mon Calamari is an aquatic world dotted with small ec 
Islands spread throughout its vast oceans. 

15 Mon Calamari has supplied the galaxy with starships of 
ity ever since it first made contact with the Old Republic. 

20 Unlike other worlds covered by oceans, Mon Calamari has 
tectonic activity or violent weather, making the planet both 
‘attractive to tourists. 
Over time, a rift has developed between the Quatren and 
Calamari, which now manifests itselfas an animosity that di 
‘attempts at cooperation. 


Knowledge (Social Sciences) 

DC RESULT 

10 Mon Calamari boasts two distinct societies: one for the Mi 

mari species, and one for the Quarren species. 

15 Ill will between the Mon Calamari and the Quarren comes a5: 
of outside interference. The Quarren see the Mon Calamari 
diers in galactic affairs, while many Mon Calamari see the 
cowards and isolationists. 


The animosity between the two species is the result of 
other species, some of which have nearly erupted into full 
Interacting with either of the two societies is likely to make it 
to interact with the other, as the prejudices found in both 
extend to outsiders as wel. 


NABoO Nar SHADDAA 


id Rim Region: Mic i 
Fegion: Mid Ri 

igimate: Temperate (Shecate: Temperate (uitend 
iGravity! Standard Gravity: d 


Moons: 3 Moons: — 
Hength of Doy: 26 standard hours Length of Day: 87 stan 
Tenth of Year: 312 local days Length of Year 
spent Species: 72% Gungan (atv), 77% Human, 1% ot 

Brvernment: Democratic monarchy (Human), Counc 


cies Sapient Species: 20' 
Government: Hu 


9% other species 


capitals: Theed (Human), Otoh Gunga (Gungan) Capital: Non 
Major Exports: Grains, art, cultura ter Major Exports: Illegal goods, weapon 
Major limports: Technology, processed f Major Imports: Foodstuffs, illegal goods, medicine 
echnology 

Knowledge (Bureaucracy) 
De RESULT 
15. Though the Humans on Naboo support a demacratic government, they 

fleet a sovereign monarch to rule over them, There are no age limita 

tions on voting or even leadership. f 


Knowledge ( 
DC RESULT 
10 Naboo isa peaceful planet th 


lactic Lore) 


has remained a relatively insignificant 


if beautiful, member of galactic society for centurie 


0 


15 Naboo is a world cover 


And rich forests. Human settlements tend to incorporate waterfal 


® 
thf, and other natural terrain features. Gungans lve in Deauti g 
submerged cities hidden beneath great lake f 
120 Many years ago, the Humans of Naboo came into conflict with 4 
ave Gungars, thus beginning a centures-loog animosity between 9 
the two people 3 
5 Naboo. unike most other habitable worlds, does not have a molten 
ve. Instead, the center ofthe planet i hallowed out and filed with 
o 
Knowledge (Social Sciences) q 
De Resuit Fl 
HD The Human society on Naboo is peaceful and artistic, focusing o rl 
Bomating cultural greatness over political power ? 
B® Gungan society is extremely isolationist and xenophobic, to the pon 
here they typically use violence fist and ask question later 
BO) Gingan law 1s usually consivered extremely harsh, with even the 


Smallest offenses warranting exile or even the death penalty 


BELIEZVS SUSTIVE| 


Knowledge (Galactic Lore) 

DC RESULT 

10 Nar Shaddaa, also known as the Smuggler’s Moon, orbits Nal Hutta 
(the Hutt homeworld). Nar Shaddaa is 2 haven for criminals of all 
stripes who gather to conduct illicit business. 

15. Nar Shaddaa, though technically within Hutt Space and under Hutt 
tule, has no true organized government and is divided into sectors 
ruled by individual species, gangs, and crime lords. 

20 Nar Shaddaa is an urban sprawl with soaring towers and dizzying 
depths. Many sectors of Nar Shaddaa are in poor repair, boasting 
unstable architecture and zones where even @ wise Jedi fears to tread. 


Knowledge (Social Sciences) 

DC RESULT 

10. Nar Shaddaa boasts a strong black market economy. Almost any sort 
of contraband can be found on Nar Shaddaa for the right price 

15. Millions of smugglers, crime lords, and information brokers make their 
homes on Nar Shaddaa. Their organizations hold sway over different 
zones of the Smuggler’s Moon, and small wars break out between rival 
gangs on a regular basis. 

20. Almost every major criminal organization in the galaxy, from the Hutt 
crime lords to the Black Sun Syndicate, has agents working behind the 
scenes on Nar Shaddaa, 


RODIA 

Region: Mid Rim 

Climate: Tropical and arid (hot) 

Gravity: Standard 

Moons: 2 

Length of Day: 29 standard hours 

Length of Year: 305 local days 

Sapient Species: 99% Rodian (native), 1% other species 
Government: Rodian Grand Protector 

Capital: Equator City 

Major Exports: Bounty hunters, foodstuffs, exotic animals, weaponry 
Major Imports: Technology, agricultural goods, weapons 


Knowledge (Galactic Lore) 

DC RESULT 

10 Rodia's thick, lush jungles provide an ample breeding ground for 
savage predators, and as the Rodians themselves evolved, they learned 
to survive among even the deadliest of creatures. 

15 The Old Republic first made contact with the Rodian people thousands 
of years ago when scouting vessels arrived on their homeworld, and 
this first meeting resulted in violent conflict. 


20 Prior to joining the greater galdctie community, the 
had become violent and prone to hunting one another 
indiscriminately for the thrill of the hunt, 

25. Since the jungles of Rodia provide plenty of food in the: 
vegetables, and easily hunted prey, the Rodian people never, 
any skill at agriculture, 


Knowledge (Social Sciences) 

‘DC RESULT 

10 Prestige in Rodian society is based on the individual Rodian's 
hunt and track. 

15 The Rodian people learned to channel some of their violent ' 
into works of theater, and Rodian dramas are violent but. 
performances that are well regarded throughout the galaxy, 

20 The highest aspiration of many Rodian natives is to go out 
galaxy and obtain a great quarry, bringing their prey back to 
proof of their excellent hunting skills, 


RYLOTH 

Region: Outer Rim 

Climate: Subarctic, temperate, and arid 
Gravity: Standard 

Moons: 5 

Length of Day: 205 standard days 
Length of Year: 1 local day 

‘Sapient Species: 76% Twi'lek (native), 24% other species 
Government: Feudal meritocracy 

Capital: Kala'vun 

Major Exports: Ryll spice, slaves 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 

OC RESULT 

10 The planet Ryloth has long been a relatively neutral and out 
way planet, avoiding conflict more deftly than most other 
Ryloth is an incredibly dangerous world that has a unique 
‘causes one side of the planet to perpetually face the world's 
ssuch, the sunlit side of the planet remains incredibly hot, 
dark side of the planet is frigidly cold year-round. 


Ryloth produces an extremely rare kind of spice known as Fy 
is harvested and sold by Twi'lek traders, 

The only way life forms can survive on Ryioth is by living if 
of perpetual dusk right at the sunlight's terminator line, 
temperatures are moderate and life can flourish. 


Knowledge (Social Sciences) 

pe RESULT 

HO. Roth is usually perceived as lawless world by the galaxy at large, 
thanks tots lax views on both slavery and the trafficking af spice. 

Hs. Twileks native to Ryloth are extremely loyal to their families, also 
called head-clans as they are not only Family members but also ave 
rues to power. 

Dp When enough members of a head-<clan ascend to postions of leader- 
ship within Ryloth society that head-cian grows in power and stature, 
rising as one through the ranks ofthe government 


SuULLUST 

Region: Outer Rim 

Climate: Superheated 

Gravity: Standard 

Moons: 2 

Length of Day: 20 standard hours 

Length of Year: 253 local days 

‘Sapient Species: 26% Sullustan (native), 2% Human, 1% ith, 19 other 
species 

Government: Corporation 

Capital: Byllurun 

Major Exports: Starships, computers, droids, hyperdrive and astrog 
technology 

Major Imports: Foodstuffs, water 
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Knowledge (Bureaucracy) 

DC RESULT 

10 The SoroSuub Corporation serves as the acting government of Sullust 
and runs planetary affairs lke a business. 

15 SoroSuub is nota profit-driven monstrosity like these found in the Cor- 
orate Sector, and mast of the company’s policies and decrees are well 
accepted by the populace because they are not intrusive or oppressive. 


Knowledge (Galactic Lore) 

DC RESULT 

10. Sullustis the homeworld of the Sullustan people, as well as the base 
Of operations for the powerful SoroSuub Corporation. 

15. Sullust is a volcanic and tectonically unstable planet. The Sullustans 
have adapted to living in massive, subterranean lava tubes, 

20 Sullust became a major trading hub quickly after making contact 
with the rest of the galaxy, and as galactic commerce became more 
frequent on the world, so too did the presence of corporations and 
manufacturing, 

25 As the planet's prestige grew, 50 did the SoroSuub Corporation, 
which eventually grew so large that it seized control of the planet's 
government, 


TATOOINE 

Region: Outer Rim 

Climate: Arid 

Gravity: Standard 

Moons: 3 

Length of Day: 23 standard hours 

Length of Year: 304 local days 

Sapient Species: 70% Human, 5% Jawa (native), 5% Tusken Raider 
(native), 20% other species 

Government: Hutt crime lords 

Capital: Bestine 

Major Exports: legal weapons, minerals, narcotics 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 

DC RESULT 

10 Tatooine is a backwater desert world dotted with cities, villages, and 
moisture farms. Native species inelude the primitive Tusken Raiders 
and the Jawas. 

15 Controlled by the Hutts, Tatooine is a haven for eriminal activity and 
\s often used as a hiding place for lawbreakers on the run. 

20 Tatooine hasts numerous dangerous sporting events, including Podrac- 
ing. One of the most famous Podracing events is the Boonta Eve Clas- 
sic, which is Frequently attended by the planet's Hutt overlords. 


Knowledge (Social Sciences) 

DC RESULT 

10 Tatooine is controlled by the Hutts, and many criminals. 
there. 

15. The Jawas of Tatooine have a reputation for being 
ealers and swindlers, but they are mostly harmless, 

20 The Tusken Raiders of Tatooine are referred to locally as 
They live in nomadic tribes and often ride around on large 
mals called banthas. Sand People are extremely violent, 
‘anyone who sets foot in their territory. They typically wield 
(gaffi sticks”), but some tribes use primitive slugthrowers as 


TRANDOSHA 


Gravity: 62% Standard 
Moons: 
Length of Day: 25 standard hours 

Length of Year: 371 local days 

‘Sapient Species: 99% Trandashan (native), 1% other species 
Population: 42 million 

Government: Trial 

Capital: Hsskhor 

Tech Levels Interstellar (advanced) 

Major Exports: Slaves, mercenaries 

Major Imports: Technology 


Knowledge (Galactic Lore) 

DC RESULT 

10 Trandosha is located in the same system as Kashyyyk, the 
‘homeworld, The two species rarely see eye to eye. 

1 Trandosha boasts lighter than average gravity, which allows 
‘ish Trandoshans to move with ease on their homeworld. 

20 Trandosha joined the galactic community many millennia 999 
always been indirectly represented in galactic affairs by a 
resentative, which has led to some animosity between the tw0: 


Knowledge {Social Sciences) 

‘DC RESULT 

10 Trandoshans make poor diplomats and have trouble dealing 

with others. 

18 Trandoshan slavers have captured or killed more Wookiees 
other species. 

20 Trandashans revere their tribal elders. Breaking Trandashan 

or disrespecting one's elders often leads to exile from indi 


lor even the entire planet. 


TRAVEL IN THE GALAx 
Allthe worlds in the galaxy mean nothing toa chara re 
ible. Fortunately, hyperspace travel has become common, affordable, and 
{usvally) safe. 


ASTROGATION 
Moving from a given location to @ desired destination through hyperspac 
equires a successful Use Computer check. Because every object in t 


Galaxy is constantly in motion, the precise path between two locations 
{changes from day to day. If the astrogator uses current data (one day al 
Ist mast), he can plot a safe course, Doing so takes 1 minute and requires a 
Successful DC 10 Use Computer check 

if an astrogator has no data with which to plot @ ju 
Space, the base DC for the Use Computer check is 30, a 
must spend 1 hour calculating coordinates and vectors b 
the check. 

{Asa general rule, data fora particular route through hyperspace is avail 
ble to anyone with access to the HoloNet—although that data might 
DDutdated if the route in question is not frequently traveled by other ships 

Certain situat 
Ii Table 13-1: Astrogation DC Modifiers. The lack of @ n 
Falling that, an astromech droid with stored coordinates) makes the task 


ns or circumstances can also modify the check, as sho 


v computer (or, 


Mulch more difficult. If time is of the essence, the astrogator can perform 
he check as a full-round action round by taking a ~10 penalty 
Computer check 

If the Use Computer check is successful, the starship enters hyperspace 


Without incident and arrives at its 


tination in a number of days equal to 
196 the ship's hyperdrive multiplier 

A falied Use Computer check indicates 1 
Potentially dangerous error in his calculations. Make another Use Com 
heck using the same modifiers and against the same DC. if this second 
Use Computer check is successful, the error is caught before enterin 


the astrogator 


Bbetspace, and the process of plotting a course must begin anew. If ths 
BEcond Use Computer check fais, the starship moves -1 persistent step on 
Be condition track (see Conditions, page 148) and takes damage equal to 
BH OF its total hit points for every point by which the check fais. (The per 
stent condition and Gamage remain until the ship undergoes maintenance. 
Phe shipis not disabled or destroyed, it arrives at the intended destination 
Helou the expected trave! time. ifthe ship is disabled, it drops out of 

WPerspace in a random location ‘somewhere between the point of origin 
BMG the destination (the exact location is determined by the GM 


TABLE 13- 
ASTROGATION DC MooIFiIERS 


SITUATION CHECK MODIFIER 
‘Using nav computer +5 
No nav computer used -10 


‘No HoloNet access 5 


Attempt to make check in } round -10 


Do not opply the penalty if the ship has current astrogation dato stored in an 


strom 


droid or receives accurate transmitted data from another ship, 


CHAPTER X<IVy 


—BememesTenias 


The Gamemaste isthe guiding force ofthe game. If the game I un, it wil 
‘be To your credit. If it isn't, you'll need to make some adjustments. But don't 
Bp worry—running 2 Stor Ws game is nowhere near as daunting as might 
at fist 
Dciow are the different duties of the GM. As with ny hobby, 
on what you enjoy the most ut remember that the other duties are 
portant 


© ROLE OF THE 
MEMASTER 
jemaster is storyteller and referee, creator of terible threats against 
axy, secret master of the villainous, criminal, and ruthless, and hidden 
101 of the brave. The GM's responsibilities include several important 
fasks; each of these is outlined in this section, 


CREATING ADVENTURES 
‘AS the GM. your primary role in the game is creating and presenting 
adventures in which the other players can play their heroes. Te accomplish 
this, You need to spend some amount of time before the game preparing 
yout stories. Thes& true whether you create your own adventures oF use 
published ones 
‘Creating adventures tates time. Many GMS find this creative process the 
‘mont fun and rewarding pat of being a Gamemaster. Creating intresting char= 
acters, settings, lots, and challenges to present to your friends can be a great 
‘reative outlet Infact, creating good adventures 30 important that receives 
1s own section in ths Chapter (see Building an Adventure, page 249), 
TEACHING THE Game 
Sometimes, but not always, it’s the GM's responsibility to teach newcom- 
«15 how to play the game. This st a burden: it's a wonderful opportunity 
Teaching other people how to play provides you with new players and allows 
1 set them on the path ta becoming topsnotch roleplayers. I's easier 
play with someone who already knows the game. Players who 
‘3 good teacher ina fun game are more likely to stick with the 
the long haul. Use this opportunity to encourage new players to 
‘ort of gamers you want to play games with 
2 few pointers on teaching the game 


4 to know the character creation rules so that you can help new 

5 build characters. Have each player tell you what sort of hero he 

OF she wants to play, then show the players how they can create those 

with the Star Wors rules. If they don't know what to play, show 

sm the five heroic classes, briefly describe each, and let them choose 
‘one that most appeals to them 


ABE 


* Don't worry about teaching all the rules ahead of time. All the players 
need to know are the basics that apply to understanding their heroes 
(what hit points are, how to make attack rolls, how to use stills, and 
s0 on), and they can pick up most of this information as the game 
progresses, 

+ You need to know how to play the game. As long as you know the rules, 
the game can mave along, and the players can simply focus on their 
characters and how they react to what happens in the game. Have play- 
crs tell you what they want their characters to do and translate those 
decisions into game terms for them, Teach them how the rules work 
when they need to learn them, on a case-by-case basis. For example, if 
a player wants her Jedi to use the Force, the player tells you what the 
hero attempts and you tell her what die to roll, which modifiers to add, 
and what happens as a result. After a few times, the player will know 
what to do without asking, 


PROVIDING THE BACKOROP 

The Gamemaster is the creator of his or her own campaign. Even though 
you'll be basing your adventures in the Star Wars universe, it's still your 
campaign. 

Consistency is the key to creating a backdrop that feels real to the players. 
When the heroes go back to Mas Eisley for supplies, they should encounter 
some of the same characters they met before. Soon, they'll learn the cantina 
‘owner's name—and she'll remember them as well. Once you've achieved this 


GAMEMASTER ACCESSORIES 
The following items are available to enhance your game; 

“Miniatures: The rules in this book assume that you are using Stor 
Wars miniatures—attractive, pre-painted plastic figures that can be 
used to represent heroes and adversaries in the game. Combined with 
‘the miniatures-scale battle maps, they make it easy to keep track of 
‘character position, tactical movement, line of sight, and other combat 
factors. Miniatures also add an exciting visual clement to the game by 
iving players a stronger idea of what GM characters, creatures, and 
‘ther heroic characters Jook like. 


products, < 

Galaxy Tiles: A creative alternative to the battle maps, the Stor Wars 
Goloxy Tiles accessories provides cardstock corridors, chambers, and 
map features that the GM can assemble to create Rebel bases, Imperial 
Installations, and other unique adventure locations. 


level of consistency, however, provide an occasional change. If 
come back to have their starfighter repaired again, they may d 
‘the man who ran the starport went back home to Corellia, and 
‘now runs the family business. That sort of change—one that has, 
do with the heroes directly, but which they'll natice~makes the p 
as though they're adventuring in a living universe as real as tk 

not just a flat backdrop that exists only for them to battle stormtro 
‘the villain-of-the-week, 


DETERMINING THE 

STYLE OF PLayY 

While the GM provides the adventures and the universe, the players 
‘GM work together to create the game as a whole, However, it's th 
responsibility to quide the way the game is played. The best way to 
plish this is by learning what the players want and figuring out 
want 3 well. Many styles of play exist, but a few are detailed below. 


Blast ‘Em All! 

The heroes blow open the biast door, fight the stormtroopers, and 
the princess. This style of play is very straightforward, I's fun, excitin 
action-oriented. Very little time is spent on developing personas 
heroes, engaging in roleplaying encounters, or mentioning situations: 
than what's going on in the adventure. If you're running this type of 
let the heroes face obviously evil opponents and meet obviously 
characters. Don’t expect heroes to anguish over what to do with pl 
Don't bother too much with credits earned or time spent recoverir 
whatever it takes to get the heroes back into the action as quichly a 
sible. A hero's motivation does not need to be much more than a 
fight evil (and maybe acquire credits) 

Rules and game balance are important inthis style of play, Having 
with combat ability greater than that of their companions can lead to 
situations; the more powerful heroes can handle more of the chal 
and thus their players have more fun. If you're using this style, be 
about adjudicating rules. Think long and hard about additions orc 
that you want to make. 


Immersive Storytelling 
The Galactic Senate is threatened by political turmoil. The heroes 
convince the senators to resolve their differences, but can only dos 


they've come to terms with their own differing outlooks and agendas 
style of gaming is deep, complex, and challenging, The focus isn't on & 
but on talking, developing in-depth personas, and character interaél 
‘Whole gaming sessions may pass without a single blaster being fired. 
In this style of game, most characters should be as complex and ff 
detailed as the heroes—aithough the focus should be on moti 
personality, not game statistics. Expect digression about what each Pl 


is his or her hero to do, and why. Buying spare parts might be 2s impor~ 
‘an encounter as fighting battle droids. (And don't expect the heroes to. 
it the battle droids at all unless their heroes have @ good reason to do 
) Heroes will sometimes take actions against their players’ better judg 
because "that's what a hero would do.” Adventures deal mostly with 
ytiations, political maneuverings, and character interaction. Players may 
talk about the “story” they/re collectively creating. 
‘Quoting the rules is less important in this style of play. ince combat isn't 
focus, game mechanics take a back seat to hero development. Skills take 
edence aver combat bofluses, and even then, the numbers don’t have 
jhe absolutes, Feel free to change things to fit the players’ roleplaying 
eis, perhaps even streamlining the combat system so that it takes less 
away from the story. 


jething in Between 
campaigns are going to fall between these two extremes. There's: 
y of action, but there's also a plot line and interaction between heroes 
‘nonherole characters, Players develop their heroes, but they're eager 
get into fights as well. The “in between style provides a nice mixture of 
playing encounters and combat encounters. Even in combat missions, you 
ypresent characters who don't need tobe killed. Instead, you can interact 
Uhem through diplomacy, negotiation, ora simple conversation. 


“PERHAPS YOU 
THINK YOU'RE 
BEING TREATED 
UNFAIRLY?” 


— DARTH VADER 


ADUUDICATING THE RULES 
‘everyone gathers around the tabe to pay the game, the Gamemaster 
charge. That doesnt mean that you can tll people what to do outside 
undarles of the game, but it daes mean that you're the Final arbiter 


fe authority aver the game mechanics. Good GMs know not to 
‘or overturn an existing rule without 2 good, logical justification so 
don't grow dissatisfied, 
iS means that you need to know the rules. You'e net required to memo- 
NE rulebook, but you should have a clear understanding of what's in 
ok so that when 2 situation comes up that requires a ruling, you know 
Yo reference the proper rule in the book. 


Often a situation arises that isn't explicitly covered by the rules. Insuch a 
situation, it's the GM who needs to provide guidance as to how it should be 
resolved. When you come upon 2 situation that doesn't seem to be covered 
bby the rules, consider the following 


© Look to any similar situation that is covered in the rules, Try to extrap= 
folate from what you see presented there and apply it to the current 
circumstance. 

‘= Ifyou have to make something up, stick with it for the rest of the cam 
ppaign. (This is called a “house rule“ Consistency keeps players satisfied 
‘and gives them the feeling that they are adventuring ina stable, predict 
able universe, nat in some random, nonsensical place subject only to the 
GM's whim. 

‘© When in doubt, remember this handy rule: Favorable circumstances 
provide 2 +2 circumstance bonus to any 420 roll; unfavorable circum= 
stances impose a -2 penalty. You'll be surprised how often this "GM's 
secret rule” solves problems, 


KEEPING THE GAME BALANCED 
Game balance ensures that most hero choices are relatively equal. Abalanced 
‘game is one in which one heso doesn't dominate aver the rest because of a 
‘choice that he or she made (species, class talent, feat, Force power, weapon, 


‘and so on). It also reflects that the heroes aren't too powerful for the threats 
they face, yet neither are they hopelessly overmatched, 
‘Two things drive game balance: good management and trust. 


Good Management 

‘A GM who carefully watches all portions of the game so that nothing 
gets aut of control helps keep the game balanced. Heroes and characters, 
Victories and defeats, awards and afflictions, items found and credits 
spentall these things must be monitored. No one hero should ever become 
significantly more powerful than the others. if this does happen, the others 
should have an opportunity to catch up in short order. The heroes as a whole 
should never get so powerful that al challenges become trivial to them. 
‘Nor should they be constantly overwhelmed by what they must face. It'sno 
fun to always lose, and always winning gets boring fast. When temporary 
imbalances do occur, it's easier to fix them by altering the challenges than 
bby changing anything about the heroes and their powers or equipment. No 
‘one likes to get something, only to have it taken away again because it 
was too unbalancing. 


Trust 

Players should trust the GM. This trust can be gained over time through 
consistent use of rule, by not taking sides (that is, not favoring one player at 
another's expense), and by making it clear that you're not vindictive toward 
the players or their characters. Ifthe players trust the GM~and through you, 
the game system—they will recognize that anything that enters the game has 
bbeen carefully considered. If you adjudicate a situation, the players should be 
able to trustit as a fair call and not question or second-guess you. That way, 
the players can focus their attention on playing their characters, succeeding 
in the game, and having fun, trusting their GM to take care of matters of 
fairness and realism. They also trust that you will do whatever you can to 
‘make sure that they can enjoy playing their heroes, potentially succeed in the 
‘game, and have fun. If ths level of trust can be achieved, you'll have greater 
freedom to add or change things in your game without worrying about the 
players protesting or scrutinizing every decision. 


Handling Unbalanced Heroes 

Sometimes, the unexpected happens. The heroes may defeat a villain, fll an 
‘unstoppable escape plan, and steal a custom starfighter you never intended 
to fall into their hands. Or, even more likely, the combination of some new 
acquisition with an item or power 2 hero already has will prove unbalancing 
in ways you didn't foresee. 

‘Once a mistake has been made, and 2 hera ends up too powerful, alls not 
lost. In fact, it's almost never difficult to simply increase the challenges the 
hero faces to keep him or her from breezing through encounters, However, 
this solution can be unsatistying, since the encounters can become too dif- 
ficult for the other, more balanced heroes. At the same time, it’s never fun 


to lose some aspect of your hero that turns out to be 
player's point of view, it’s not his or her fault. 

‘You have two options: Deal with the problem in-game or: 
problem out-of-game. 

Desling with the Problem In-Game: “In-game” isa term used 
‘something that happens in the story created by the play of the. 
‘example, suppose a hero becomes unbalanced by bullding a dr 
that fights better than any of the heroesin the group. (This: 
the GM shouldn't have let happen to begin with, but all GMs: 
make mistakes.) An in-game solution might be to have an enemy 
sabotage the droid, or suspicious guards might confiscate the: 
time the heroes visit Coruscant. Whatever you do, try not to make i 
‘ous that the situation is actually just a too! to balance the game, 
make it seem just a part of the adventure. (If you don't, indignant, 
will get very angry.) 

Dealing with the Problem Out-of-Game: “Out-of-game" means 
thing that happens in the real world, but has an impact on the 
‘An out-of-game solution to the problem described in the previous 
would be to take the player aside between sessions and explain that 
has become unbalanced because of her too-powerful droid and tl 
need to change or the game may fall apart. A reasonable person 
the value in continuing the game, and she'l work with you either 
(perhaps donating the droid to an appropriate allied organization) or 
‘game (perhaps by erasing the droid from her hero sheet and just 
twas never there). Be warned, however, that not every gamer is 16 
in this way. Many will not appreciate this level of intrusion on your 

i resent giving up a great ability or item their hero “earned. 
unfortunate exchange of this type, it will seem obvious and contrived 
try to balance things with an in-game solution. 


RUNNING A 

GAME SESSION 

‘After everything is prepared, and everyone sits down at the table, 
‘on, It’s your show. Here are some things you should consider, at the 
‘and before you ever get there, to help make the game run as smog 
possible. 


KNOWING THE PLAYERS 

Normally, ut not always, the GM is in charge of inviting players to pli 

‘or her game. If this is the case, it's your responsibility to know and. 

‘each of these people well enough that you can be reasonably sure t 

all get along, work well together, and enjoy the sort of game you 
‘Alot of this has to do with playing style. Ultimately, you have 

the kind of game your players want to play. With players new to 

‘or @ newly formed group, this may take 3 while to define. Recog 


ou're in charge it’s really everybody's game. The players are all there, 
ng back session after session, because they trust that you'l help them 


while 


0 
fave’ fun and rewarding experience. 


TABLE RULES 
‘i thing that wil help everyone, players and GM alike, to all get along 
becstablishing a set of rules~rules that have nothing todo with the ac 
Game but that govern what happens with the people around the table 

The following are some “table rules issues you'll need to deal with 
ventualy t's best to come up with the answers before you start a regular 
tampaign. You can establish these yourself, or you can work them out with 


your players, 


No-Show Players 
metimes 2 regular me session. The 
ced with the question of what to do with his or her he 


are several possiblities: 


Someone else runs that hero for the session (in addition to their own 


hhero). This is easiest on y fill-in player resents the 


task or the replaced player is unhappy with what happens to the hero in 
his oF her absence, 

You run the hero, doing your best to make the decisions that you think 
is might actually be the best solution, 
sme at the same time 


but don’t do it if running a hero and running the 
too much for you and hurts the whole session, 


t players come and go, Someone moves away, another 


busy, and yet anoth of the game. They qut At the same tig 
wil want toon. Mak sre to always ke the Go stam 
hat youre comfortabe with, The norml-szed grOup ha our rive laa 
iuding the GM). However, s ups areas small as two, and othegg 

¢ or more. You can also play the game one-on-one 
GM, but th r f Mai 
V G 3 of play experience 
>t way to handle special campaign ideas, such as a Jed] Mastepg 


est commitment from them to show up on = requlge 


somed paign, his or her hero needs to be integrated) 

cA h to be integrated into the 

up. Mak ww player knows the house rules and the table 
Rules Discussion 

if playe vour rulings or established rules, 

- " se rule induct ions on other aspects of the 

ya de from wh mediately at hand) during the game itself, Sugh 


Jokes and Off-Topic Discussions 


re always funny things to be said, movie q joo gossip, and 
ther conversations th up during the game, whether they're inspirediby 
r ession or comph traneous. Decide for yoursell 

4 5} how much is too much, Remember that this is a game and 

eople are there li fin, ¥ '¢ same time keep the focus om the 


WORKING WITH THE PLAYERS 
! ne fem. Each thinks his character €af 
an't find a way tO 


‘ ; pened earlier 
il the 
it's upto 


players 


re the confllt: 


clings 


“Another case is when a player gets really mad when you rule against him. 
, be firm but kind in telling him that you try your best to be fair. You 
mit have angry outbursts spoiling everyone else's fun. Settle the matter 
ide the game session. Listen to the player's complaints, but remember 
“you're the Final arbiter. By agreeing to play in your game. that player has 
so agreed to accept your decisions as GM. (See When Bad Things Happen 
Good Heroes, page 246.) 
“Sometimes one player's actions ruin the fun for everyone. An obnoxious, 
ible, troublemaking player can make the game really unpleasant. 
limes he gets others’ heroes killed because of his actions, Other times 
stops the game with arguments, tantrums, or off-topic conversations, Or 
might keep everyone from playing by being late or not showing up at al. 
ately, ou should get rd ofthis player. Just don’t invite him next time. 
play the game with someone that you wauldn't enjoy spending time 
ih another social setting. 
| Decide how many players you want in your game and stick with it. If 
one leaves, try to get a new player. If someone new wants to join an 
full group, resist the urge to let him or her in unless you're sure you 
‘handle the increased number of players. If there are too many players, 
ier dividing them into two groups that play at different times, If there 
-f00 few, you might want ta recruit more or have each player play more 
‘On€ hero, (It's good to have at least four heroes on a mission team.) 
‘Mf one player dominates the game and monopolizes your time with her 
Ho's uetions, the other players will quickly grow dissatisfied. Make sure 
ne gets his or her turn. Also, make sure each player gets to make his 
1 own decisions. Overeayer or overbearing players sometimes try to tell 
‘others what to do. If one player insists on controlling everything, talk 
im outside the game session and explain that his actions are making 
less un for everyone. 


ime Thinking 
‘hat there'll be a fever on the other side of the chasm that extends 
' player says to the others, “because the GM would never create 
p that we couldn't deactivate somehow.” That's metagame thinking, Any 
the players base hero actions on logic that depends on the fact that 
‘Te playing 2 game, they're “metagaming." This activity should always 
uraged, because it detracts from real roleplaying and spoils the 

of disbelief. 

ise your players by foiling this mode of thinking. Maybe there is 3 
On the other side of the chasm—but it might be malfunctioning. Keep 
fn their toes, and don’t et them second-guess you. Tell them 
in terms of the game universe, not of you as the GM, In the game 
Someone put the trench in the Death Star for 3 purpose. Figure 
hhows and whys for what they have done, The heroes will need to 


Insshort, where possible, encourage the players to employ in-game logic. 
Confronted with the situation given above, an appropriate response from @ 
clever hero is, "| figure there'll bea lever on the other side of the chasm that 
extends the bridge, because you'd have to be able to cross from either side.” 
Jn fact. this is wonderful-it shows smart thinking as well as verisimilitude 
Jn the game universe. 


RECAPPING 

“Last time, you had just discovered the secret entrance to the Imperial shield 
generator on the forest moon of Endor. We ended the session with you on @ 
‘nearby ridge overlooking the entrance. Arani suffered a terrible wound while 
fighting the biker scouts, Vor’en wanted to go straight to the entrance and 
shoot it out, but the rest of you talked him into helping you find a suitable 
place to wateh and plan. What do you want to do?” 

{In the middle of an ongoing campaign, recapping activity from the pre~ 
vious session at the start of a new session often helps establish the mood 
‘and reminds everyone what was going on, In most games, heroes continue 
‘what they're doing from day to day [or even hour to hour), but most players 
{in the real world) have several days of real time between game sessions, 
‘Some players might forget important details that will affect their decisions 
if they don't get reminders. 

Of course, that means that you, as the GM, need to keep notes of what 
‘happens so you don't forget, either. At the very least, jot down a few sen 
tences about what’s going on at the end of each game session. Leave your 
notes where you can find them right away at the beginning of the next ses- 
sion, You'l probably find that, as the GM, you tend to think about the game 
‘between sessions more than the other players do, and thus you'll remember 
more details, Youtl quickly get to the point where you won't forget what 
happened in past sessions, especially if the adventures you're currently 
working on build off those events. 


SETTING THE Pace 

The pace of the game determines how much time you spend on a given activ- 
ity or action taken by the heroes, Different players enjoy different paces, 
‘Some search every room they come across, but some think doing that is not 
worth the game time. Some roleplay every encounter, while some want to 
‘kip on to the “good bits." 

‘Do your best to please the group, but when in doubt, keep things moving. 
Don't fee! that it's necessary to play out rest periods, replenishing supplies, 
or carrying out daily tasks. Sometimes that level of detail is an opportunity 
to develop heroes, but most of the time it's unimportant. 

‘You should decide ahead of time, if possible, how lang the playing session 
will last. This not only allows everyone to make plans around the game but 
also enables you to judge about how much time is left during a session and 
pace things accordingly. You should always end a session at a good stop- 
ping point (see Ending Things, below). Three to four hours is a good length 


—— = 


for an evening game. Some people like to play longer sessions, usually on 3 
‘weekend. Even if you normally play for shorter periods, sometimes it's fun 
to run a longer “marathon” session. 


REFERENCING RULES 
Try to look at the rues a litte as possible during # game. Although the rules 
‘are thereto help you, paging through the book can slow things down. Look 
something up when necessary (and mark things youl nee to refer to again 
witha bookmari), but calla rule from memory when you can. Even if youre 
not exactly correct in your recollection, the game keeps moving. 


CHEATING 
(AND PLAYER PERCEPTIONS) 
Terrible things ean happen in the game because the dice just go awry. 
Everything might be going fine, when suddenly the players have a run of 
tad luck. Around later, half the heroes are down forthe count and the ather 
half almost certainly can't take on the opponents that remain If everyone 
dies, the campaign might very well end then and there, and that's bod 
everyone. Should you stand by and watch the heroes get slaughtered? Or 
should you “cheat” and have the opponents run off, or fudge the die rolls 
50 that the heroes still miraculously win in the end? There are realy two 
issues at hand 

Do you cheat? The answer: GMs rally cant cheat. You're the umpire, and 
what you say goes. As suc, it's certainly within your right to sway things one 
way of another to keep people happy or keep things running smoothly It's 
ro fun losing a beloved hero because he fell down a flight of stairs. A good 
rule of thumb isthat @ hero shouldn't die ina minor way by Some fluke of the 
dice unless he or she was doing something really stupid atthe time. 

However, you might not feel that it's right or even fun unless you obey 
the same rules the players do. Sometimes the heroes get lucky and kil an 
‘opponent you had planned to have around for 2 longtime. By the same token, 
sometimes things go against the heroes and disaster befalls them. Both the 
GM and players take the bad with the good, That's a perfecty acceptable way 
to play, and if there's a default method of running a game, that's it. 

dust as important an issue, however, is whether the players realize that 
You bend the rules, Even i you decide that sometimes it's okay to fudge a 
Iittle to let the heroes survive so the game can continue, don’t let the play- 
ers in on this decision. I's important to the game that they believe theyre 
always in danger, Consciously or subconsciously, if they believe you'l never 
let bad things happen to their heroes, they'll change the way they act. With 
‘no element of ris, victory wil seem less sweet. And if thereafter something 
‘bad does happen to @ hero, the player may believe you're out to get him. If 
he feels you saved other heroes when they were in trouble, he might Become 
disaffected with the game. 


WHEN BAD THINGS HaAPPE: 
TO Good HeRoCES 
Heroes suffer setbacks, lose prized equipment, and 
It's all part of the game, almost as much as success, gaining 
rewards, and attaining greatness. But players don't always take} 
‘something bad happens to their heroes, 
Remind players that bad things happen sometimes. Challenges 
the game's all about. Mention that setbacks are an of 
later. Reassure the player of the dead hero that there are lots of 
for new hero types she hasn't tried yet. The dead hero's surviving 
tell tales oF their fallen comrade for years to come. The game g 
It's rare (but possible) that an entire group of heroes can be 
Jn such a eas, dont let it end the whole game. Encourage the pi 
new heroes, perhaps of 2 class or species they haven't played 
that's not really so bad~in fact, i's an opportunity fora drat 
‘of pace. This new group of heroes might even be charged with rer 
bodies ofthe fallen heroes for honorable burl 


ENDING THINGS 
Try not to end a game session in the middle ofan encounter Le 
thing hanging in the midst of combat isa terrible way to end ase 


Aitfcult to keep track of things such as iitiatve order, in-game 
ther round-by-round details between sessions. The only exception 
is ending with a clffhanger. A cliffhanger ending is one in which 
just as something monumental happens or some surprising turn 


session. A cliffhanger ends a session right before an encounter beg 
to initiative checks, and you pick up the action with initiative check 
next game session 

If someone was missing from that session, and you had his 


‘Sometimes. even in a cliffhanger, this can work out well. The her 
‘come racing into the thick of things to help out his beleaguered ff 
help save the day 

‘Allow some time—a few minutes wll do—at the end ofthe sesion 
everyone discuss what happened. Listen to their reactions and secret 
“more of what they like and don’t like Reinforce what you thought! 


‘You may want to award experience points at the end of each 
you might wait until the end of each ad-ventur. Thats up to YOU: 
the standard approach is to give out experience points at the end 
adventure. so players whose heroes go up aleve! have time between ad 
tures to choose new skills, feats, and so forth, 


VUILDING AN 


NCOUNTER 
ir purposes of the Star Wars Roleplaying Game, an encounter is defined as an 
tacle, threat, or situation (whether ite an opponent, several opponents, 
hazard) that prevents the heroes from achieving a specific goal important 
sthe adventure. An obstacle, threat, or situation can be overcome through 
roleplaying, combat, or skill use. Persuading e crazed Force disciple to 
der might require heroes to enter difficult and perhaps life-threatening 
tions, while capturing a erime lord might require heroes to fight their 
pasta squad of thugs or infiltrate the crime lord's headquarters without 
ting off the security system, 


HHALLENGE LEVELS 
‘opponent or hazard the heroes face has a Challenge Level (CL), which 
{GMs how tough itis to avercome. For example, every stormtrooper has 


lence Points, below). 

‘Achallenging encounter is one the heroes should overcome with minor 
maderate damage to thernseives and some depletion of their resources. A 
obstacle, threat, or situation of Challenge Level nis challenging for a 
ingle character of similar level. For example, a Ist-level nero should find a 
‘\stormtrooper challenging. By extension, four CL 1 stormtroopers should 
fave challenging to four Ist-level heroes. 

‘Aditficult challenge is one that seriously taxes the heroes’ resources and 
require the heroes to withdraw and recover, while an unfair challenge 
Wd easily lead to a total party kill. Difficult and unfair challenges are 
cussed below (see Measuring Encounter Difficulty) 

Complications: An encounter can be made harder by adding complica- 
that make overcoming certain obstacles, threats, and situations more 
ifficut. in general, adding a complication to an encounter increases the 
GLof every affected obstacle, threat, or situation by 1. For example, if the 
Hes confront four CL 1 battle droids and two of them have the benefit of 
ved cover (and the heroes do not), the GM should treat the two battle 
with cover as CL 2 threats and award experience accordingly. However, 
‘two battle droids without cover would still be counted as CL 1 threats. 
ficial Circumstances: Sometimes an encounter is made easier by 
eumstances beyond the heroes’ control. In such cases, you may reduce 
¢ amount of XP the heroes earn for achieving their encounter goals by 

ch as half. For example ifthe heroes run across two bounty hunters 
are moderately injured from a previous skirmish, the GM may elect to 
W only hatf normal xP for overcoming them. AGM should avoid reducing 
‘awards when the beneficial circumstances are the direct or indirect 
‘of good planning or roleplaying on the heroes’ parts. For example, if 


the heroes use treachery or bribery to turn one bounty hunter against the 
‘other, they should receive full XP for both bounty hunters even though the 
‘encounter was made easier by their actions. 


Measuring Encounter Difficulty 

Creating balanced and fun encounters is more art than science. However, the 
following guidelines will help you build encounters that aren't so straight- 
forward that players will be bored and aren't so difficult that the heroes 
‘aren't ikely to survive: 

‘Multiple Opponents: Encounters with two to six opponents work best. 
‘Save the single-opponent encounter for higher-Cl. "bosses" like the rancor 
or Darth Vader. Avoid encounters with more than a dozen opponents unless 
you want the heroes to feel overwhelmed. 

Variety: The best encounters combine different sorts of obstacles, 
threats, and situations. Battling four Rodian soldiers in a corridor is much 
Jess interesting than fighting a Rodian noble, two Rodian soldiers, and the 
noble’s trained nexu in a storage bay filed with cargo containers. 

Combining Different CLs: When building encounters that involve 
multiple threats, obstacles, or situations of different Challenge Levels, add 
together the various CLs and divide this sum by 3 {round down). If the result 
is within one level ofthe heroes’ average level, it's probably a tough but fair 
challenge for the heroes. if the result is 2 to 3 levels above the heroes’ level, 
expect a difficult encounter that seriously taxes the heroes’ abilities and 
resources. If the result is 4 or more levels above the heroes’ level, expect the 
heroes to have a real fight on their hands, and also brace for one or more 
hero deaths. Note that these calculations are based on the assumption that 
there are four heroes in the party. Four each additional hero, subtract 1 from 
the result. For each missing hero, add 1 to the result. 

Here are some sample encounters to illustrate the formula: 


‘© An encounter with four CL 2 clone troopers and one CL 3 elite clone 
trooper has 2 combined CL of 11. Dividing 11 by 3 and rounding down, 
You get 3. Based on this result, you can expect this encounter to be a 
challenge for four 2nd-, 3rd-, or 4th-tevel heroes and a less challenging 
‘encounter for higher-level heroes, 

‘¢ Amencounter with two CL 15 elite troopers has a combined CL of 30. 
Dividing 30 by 3, you get 10. Based on this result, you can expect this 
‘encounter to be a challenge for four 3th-, 10th-, or 11th-evel heroes; a 
challenge for five 8th-, 9th-, or 10th-level heroes; ora challenge for six 
7th-, Bth-, or th-level heroes. 

‘© An encounter with a CL& crime lord and five CL'5 assassins has 3 com- 
bined CL of 33, Dividing 33 by 3, you get 11, This encounter is a challenge 
for four 10th-, 11th-, and 12th-level heroes and a difficult challenge for 
four &th- and Sth-level heroes. It's an unfair challenge for heroes of 7th 
level or less. 


AWARDING 

EXPERIENCE POINTS 

Heroes receive experience points (XP) for overcoming opponents, hazards, 
and other obstacles that stand in the way of achieving the goals of an 
‘adventure. Every opponent and hazard has a Challenge Level (CL) that 
determines how much XP the heroes get for overcoming it, 3s shown in 
Table 14-1: Experience Point Awards. Note that overcoming an obstacle 
doesn't always mean defeating it. Heroes who trick or bribe a Gamorrean 
guard into letting them pass should get full XP for the Gamorrean, just as if 
they'd bested him in combat 

‘The GM has the right to adjust XP awards depending on how rapidly he or 
she wants the heroes to gain levels and how easily the heroes achieve their 
encounter goals. Wherever possibie, the GM should split XP awards equally 
between the heroes so that they're gaining levels at the same rate. Once 
the heroes accumulate enough XP to gain a level (see Table 3-1 Experience 
and Level-Dependent Benefits, page 37), it's time to increase the difficulty 
of the challenges they must overcome. 

Beginning at 6th level, heroes receive less XP awards for obstacles with 
‘CL significantly lower than their character level. At some paint, low-level 
threats become fodder, and little experience can be gained from overcom- 
ing them, Heroes receive one-tenth XP for anything with a Challenge Level 
‘equal to or less than the heroes’ average level ~ 5. For example, a group of 
G6th-level heroes receive 20 XP for defeating a CL 1 stormtrooper (instead 
(of 200 XP}, 


OTHER REWARDS 
In addition to experience points, the heroes can earn other rewards for 
their actions. As a general rule, a challenging yet fair encounter should 
net the heroes resources equal their average level x 2,000 credits, to be 
divided equally amang them. Easy encounters may deliver half as many 
resources oF none at all, and difficult encounters should give 50% more at 
least. You don't have to hand out resources at the end of every encounter; 
often itis best to save the heroes’ rewards until the end of the adventure, 
in the form of a lump-sum payment given to them for completing the 
adventure’s goals. 

Resources can take several different forms, as detailed below. For pur- 
poses of comparison, all resources are measured in credits. 


CREDITS 
For many characters, no reward is better than cold, hard cash. This category 
includes eredit vouchers, electronic deposits of credits into 3 character's 
account (if the character owns a credit chip), credit coins, or trade goods 
(often precious metals). 

Credits may be found during the course of an adventure—inside a vault in 
a Hutt crime lord's palace, in the form of trade goods found in a freighter’s 


‘cargo hold, or perhaps even in the pockets or baggage of a 
However, heroes are mare likely to receive the bulk of their 
arateful benefactors for jobs well done. : 


1 Divide the XP award by the number of heroes in the party to de 
‘many XP each hero receives. Heroes receive one-tenth XP for anyth! 
‘Challenge Level equal to or less than their character level ~ 5. 


wercom cles. For instance, an 
IPMENT 
Gvering it from the field of battle, seizing it from enemies they goal might require the heroes to capture an 
in tion of the * str 
prstealing It from a less-than-secure place (such as the hold red SPY : v. 
Starship or 3 poorly defended warehouse) te the ailty defeat the Imperial forces in the Facity’s contro ream, 
Be judicious when giving out valuable equipment as a reward. Ifthe heroe oh erweap destruct 
ee valuable equipment too often, they will be tempted to spend several A cam d not have a clear goal (particularly when it begins), 
Iinutes after every battle looting bodies for usable gear and later se heme or content. When Lue and Ben met Han ond 
ed goods, and this can quickly derail or slow down an adventure. ley, they (and their “players,” in this mi no 
Mn: notable cauiprnend thet yoo aot the ‘ end of their "campaign" would be the overthrow of 
ign'tmeant to be useful, or emphasize why the eq is either unu 
Biivdisirable ("The smuggler's bloster pistol is dirty and rusted, a cheaj 
Inock-off of a BlasTech model. You doubt he ever took the time to cle 
Imaintain the weapon"). your players still spend ime loot 


Ehnuld strictly enforce the encumbrance rules (see page 14 


the valve of salvaged equipment from the rewards you give the 


BUILDING AN 
ADVENTURE 


Anadventure—sometimes called a mi 2 collection of relate 
{ers designed to fit together, creating a cogent storyline for the gam 
adventures arc only short episodes in the campaign or interludes bet 
longer a thers represent ‘missions, while still others 
form the backbone of the campaign 

When building a campaign, adventure, or encounter, try to think in term 
BFheroie goals, What must the heroes achieve or accomplish? A her 
Usually begins with a descriptive verb that best the required actic 
Faptire, defeat, discover, destroy, escape, find, negotiate, obt: tect 
FESCUe, and survive are good examples, Once you have a suitable verb, flesh 


DU the details: Reseue the princess fro! 
he plans for the Emy 


ne detention cell 


board the smuggler's space transport. 
Every encounter should have 2 specif 


attainable 


Athieve, For example, an encounter might require the 

code " 

8 cornering the thug in 2 can 

Bhtough the dusty streets of Mos Eisley. (Capturing the thug alive co 

Stcandary or additional goal.) Whether or not the heroes obt: 

SHinder will determine or affeet their 9 
Just 


cylinder from a Rodian thug. The encounter setup could be a 


as 3 landspeeder chase 


Is in subsequent encounter 
4s each encounter has a clearly defined goal, so too does 
Bdventure, For short adventures, the goal might be very simple; Find R2-D2 
M the Tatooine desert and bring him back safely. A longer adventure migh 

WE an ultimate goal that can be accomplished only after the hero 


0 


the Empire and the establishment of the New Republic. However, the GM of 
this “campaign” probably had a good idea that these heroes would become 
Involved with the Rebellion during the campaign, and the Empire would be 
their primary opposition, (See Building a Campaign an the next page) 


WHAT MAKES AN ADVENTURE 
EXCITING? 

Creating a memorable adventure requires more than just an interesting plot 
(ora grand finish. Remember that in most cases, the heroes won't be able 
to see the behind-the-scenes machinations ofthe vilain or the clever plot 
‘wists that occur onthe bridge ofthe imperial starship. While you want your 
adventures to fet like they could come From a movie, you can't always rely 
‘on the same techniques thatthe moviemakers use. Here area few tricks to 
help you keep your adventures memorable and exiting. 


Intriguing interactions 

Too often, players (and GMs} see an adventure as litle more than a string 
of firefight separate by “talking” Ths shortchanges one of the most com- 
pling parts of roleplaying game: playing a role. In addition to creating 
interesting characters, the GM must treat these characters as more than just 
cardboard props tobe interacted with and then discarded. 

In general, run a GM character just asa player would run a herotake 
whatever actions the character would take, assuming the action is possible. 
That's why it's important to determine a GM character's general outlook 
‘and characteristics ahead of time if possible, so you know how to play the 
character properly. 

‘When a GM character interacts with heroes, the GM determines the char- 
acters’ initia attitude (hostile, unfriendly, indifferent, friendly, oF helpfull A 
hero might try to influence this attitude with a Persuasion check. However, 
rot all interactions require a check. Calling a Wookiee 2 "walking carpet” 
might shift the Wookiee's demeanor from indifferent to hostile. It doesnt 
take o rol-just the right words and deeds—to turn someone more hostile 
In general, a hero cannot repeat attempts to influence someone. 

‘Although a GM character can use the Persuasion skit influence another 
‘GM character, the attitudes of the heroes are never influenced by 2 til 
‘eheck-the players always decide those. 


Worthy Adversaries 
While it’s all well and good for the heroes to mow through a few ranks of 
battle droids or stormtroopers during an adventure, this type of encounter 
grows tiresome quickly. Be sure to include competent adversaries for the 
heroes to encounter, whether as common enemies, archvillains, or even 
occasional fal 

‘An easy mistake is making an adversary too powerful, believing that the 
heroes will have it “too easy” unless their opponent is another Darth Vader. 


Not every opponent has tobe 2 Dark Lord ofthe Sith, An in 
‘enemy can often seem much more powerful than he appears on pa 

Inthe same vein, nothing is more disappointing than a ci 
with avlisin wh turns aut to havea glass jaw. If you know that: 
wll face the heroes in combat, make sure he can stand up tot 
plenty of assistance from underiings). 


Exciting Combats 

‘ne reason thatthe lightsaber duels in the Stor Warsmovies are sp 
‘is that they tend to take place in interesting locations. From a pitched 
‘on a narrow ledge above a Cloud City airshaft to a death duel 

by leaps between platforms and opening and closing energy fie 
elements aad twists to traditional combat scenes. 

While any combat can be exciting, you should occasionally hi 
heroes face opponents in 3 nontraditional setting, Sometimes 
combat (or aril mounted combat) can provide a change of pace, 
settings can be interesting as well. A shortlist of other suggest 
below. For more ideas, look to the Star Warsmovies, novels, and 


Daring Escapes 
‘Sometimes heroes get captured. It happens all the time in the 1 
‘While it would be fairly easy for the bad guys to simply kill the 
that point, i's more interesting and fun to “take them alive” 
villains plan to interrogate the heroes, or maybe the heroes are: 
to them ative 

When heroes are knocked unconscious or otherwise force 10 
the game isn't over. Quite the contrary! Instead, try setting up a 
hich the heroes ean perpetrate a daring escape, ether alone or 
unespected assistance. In The Empire Strikes Back, Leia and 
‘escape Imperial custody with the unexpected help of Lando Calf 
Return ofthe Jd the heroes escape the clutches of Jabba the Hutt 
resourcefulness, teamwork, and sheer luck. Daring escapes ate si 
‘900d adventure stories and an opportunity for heroes to turn a 
situation into an advantageous one. 


‘Compound Encounters 
‘You can spice up an otherwise boring scenario by adding new elem 
the action has already started. After the players think they know 
‘on, make the encounter more complex by adding a new theat, NeW 
‘oF new opportunity. The simplest kind of compound encounter ads 2 
foe halfway through 2 fight, Ifa group of assassins attacks the her 
cantina, have their bounty hunter lea show up 4 rounds late. 
if the heroes are convinced they focus of a fight in Mas Eisley is 10) 
few stormtrooper, they're nat expecting a bantha stampede. 

It's important to remember the overall Encounter Level of @ 
encounter. Heroes haven't had a chance to recover and heal 


eginning of an encounter, so anything they face is all part of the same 
encounte, and should be added together to determine the Encounter Level 
Hs slightly easier to deal with foes that attack 2 fem rounds apart (since 
aij enemies can attack the heroes of the bat), but in general you don't 
ito throw more challenges atthe heroes just because their arival time 
staggered, A compound encounter is 2 good way fora typical scenario to 
ye more interesting, not a way to sneak in more foes thatthe heroes 


For example, the heroes know an Imperial Inquisitor is hunting them 
{to capture their Force Sensitive members, They've been attacked by 
{troops ance already, and know how tough those nonheroic characters 
When the heroes are trying to convince a junk dealer to sell them 2 
tapad with critical information, the Inquisitor's troops attack. The junk 
hides at first, but after three rounds he screams he's leaving, and if 
the heroes want the datapad they can get it themselves. He throws it onto 
iconveyer belt, where it's carried toward a smelter. The next round, local 
show up and also start shooting at the eroes. Not only must they 
Awice as many foes, but the heroes must reach the datapad before 
jmelted. 


UILDING A CAMPAIGN 
Ie term “campaign” refersto the ongoing game created by the Gamemaster, 
Hinked set of adventures or missions that follow the escapades of 2 group 
heroes. A campaign might have a single ongaing storyine—such as the 
hrow of the Empire—or several, shorter plots. The “classic® trilogy (A 
(Hope, The Empire Strikes Back, and Return of the Jedi) is an example of 
gn with a single ongoing storyline. In this “campaign” we follow 
the baventures ofa central group of heroes group that changes slightly 
‘ime as individual heroes came and go—who generally work together 
accomplish their goals. 
Buliding a good Stor Worscampsign is more than just stinging together 
Ebunch of adventures, though. The guidelines below should help you create 
Eich, immersive campaign that is fun for both the players and the GM. 


ATE A CONTEXT 
‘any other campaign-bullding task, you should decide the context 
lich the players can place (and play) their heroes, While this context 
Vt have to be obvious tothe players at the beginning ofthe campaign 
‘indeed can change as play goes on], it greatly helps the Gamemaster 
esigning adventures and encounter goals for the game. 
course, this context will vary dramatically based on the era in which 
Set your campaign. A plotine appropriate to heroes of the Rebellion 
ight well be out of place in the days of the Old Republic. A variety of 
‘Options exist for the Star Wars Roleplaying Game, a few of which 
below. 


‘= Rebels plotting the overthrow of the Galactic Empire 

‘= Envoys ofthe Jedi Council searching for evidence of the Sith 

* Diplomats working for the Galactic Senate to foster peace and harmony 
in the galaxy 

‘= Representatives of the New Republic charged with hunting down rem- 
nants of the Empire 

‘© Private traders looking to gain wealth and influence 

'* Members of a mercenary team willing to work for the highest bidder 


INCORPORATE INTERESTING 

GM CHARACTERS 

{t's your job to portray everyone in the galaxy who isn't one of the heroes, 
These people are all your characters, running the gamut from the feisty Jawa 
‘who sold the heroes their astromech droid to the foul Sith Lord out to destroy 
‘the Rebelion, or the Hutt crime lord holed up in the Tatooine desert. 

Most people go about their own lives, oblivious to the actions of the 
hheroes and the events around them, Ordinary people wham they meet in a 
spaceport won't notice them as being different from anyone else unless the 
beroesdo something to draw attention, In short, the rest ofthe galaxy doesn't 
‘know the heroes are, in fact, heroes. It either treats them no differently from 
anyone ese, gives them no special breaks (or special penalties}, or gives them 
‘no special attention whatsoever. The heroes have to rely on their own actions, 
If they are wise and kind, they make friends and garner respect, If they are 
foolish or unruly, they make enemies and earn the enmity of all 

‘As you run your campaign, you need to portray all sorts of characters. Use 
the following tips for creating and controling interesting characters, 


Villains and Opponents 

Villains and opponents provide an outlet for play that is unique to being & 
GM. Running the foes of the heroes is one of your main tasks, and one of 
‘the most fun responsibilities. When creating opponents for the heroes, keep 
the following in mind. 

Piausible Villains: Fesh out enemies. Give a fair amount of thought 
toward why enemies are doing what they do, why they are where they are, 
‘and how they interact with ll things around them. f you think of them as 
just bad guys for the heroes to defeat, so will your players. 

Intelligent Vilains: Make the enemies as smart and resourceful as they 
really would be-no mote, no less. An average Trandoshan might not be the 
best strategist, but Hutts are very intelligent and usually have schemes and 
contingency plans 

Fallible Villains: Villains don't know everything, and even smart villains 
sometimes leap to the wrong conclusions. Avoid the temptation to make 
your vilains omniscient, and let the heroes surprise them once in @ while. 
{el make your villains seem mare realistic and help the players fet lke they 
have the advantage from time to time. 


Lackeys: Give your major villains underlings, employees, bodyguards, 
‘and other lackeys whenever possible. At the same time, don't deny the 
hheroes the satisfaction of eventually having the opportunity to defeat the 
major villain. 


Allies 

Most allies provide assistance to the heroes in the form of information, 
resources, or safe places to hide from the Empire. These allies may be friends, 
relatives, School chums, former coworkers, or anyone the heroes have met 
during their adventures. The Gamemaster should plan such characters in 2s 
much detail as necessary for the campaign, At the very least, a name, spe- 
‘ies, and personality should be included in the GM's notes. Allies wil have 
attitudes of friendly or helpful toward the heroes. 

(On rare occasions, heroes may have allies who will join them on their 
missions. This fs most useful when the group of heroes is small or doesn’t 
cover the requisite skills for an adventure. Either the GM or one of the 
players can run this type of GM character. Be careful not to overuse them, 
‘because you don't want the players (and their heroes) to become reliant 
‘on them, 


BUILD ON CAMPAIGN EVENTS 
‘Once you've finished setting up the campaign, don't think your work is done. 
Without a living, reactive environment, even the most exciting context will 
become stale, Use what's come before and prepare for what's sill coming, 
That's what makes a campaign different from a series of unrelated adven- 
tures. Some strategies for maintaining a campaign by bullding on the past 
include using recurring characters, having the heroes form relationships 
‘beyond the immediate adventure, changing what the heroes know, hitting 
them where ithurts, preparing the heroes forthe Future, and foreshadowing 
«coming events. 

Recurring Characters: While ths includes Tarnree, the bartender who's 
there each time the heroes visit Mos Eisley, it extends to other characters 
as wel. The mysterious stranger they saw in a back alley of Coruscant reap 
pears on Naboo, revealing his identity and original intentions. The rogue 
‘officer responsible for inciting mutiny returns, this time with a pirate crew 
at his command. The other Jedi the heroes beat out for a prime position 
as Counel Envoy shows up again, after he has turned to the dark side, The 
Scoundrel who helped the heroes free the princess returns justin time for 
a climactic battle. Overused recurring characters can make things seem 
artificial, but when you reuse existing characters judiciously, it not only 
lends realism, but also reminds heroes of their own past, reaffirming their 
place in the campaign 

Deep Relationships: The heroes make friends with 2 local bartender and 
Visit him everytime they ar in town, ust to hear anather of his jokes. hero 
falls in love with a princess, and eventually, they marry. Old Yaris, a retired 
soldier, looks upon the heroes as the children he never had. The Gungans of 


‘Change a few details that you have already established. You esti 
‘what the players know now and what they knew before more 
‘minds, They'll also be intrigued to know why things changed. 

Hit Them Where They Hurt: fa hero makes friends with the 
at the spaceport, then rule that his son was among those: 
the Imperials attacked, Ifthe heroes really enjoy visiting Mos Espa, pu 
spa in the path of the worst sandstorm in memory. Don't 
‘the heroes will never grow attached to anything for fear that it wll 
thing in danger. This strategy works 3s a powerful motivator when 
moderation. 

Foreshadowing: if you know that later in the campaign you 
an order of Dark Jedi rise up from secrecy and begin hunting Jedi, 
that event beforehand. Have the heroes hear rumors about Dark Jed 
s€¢ evidence of them on an unrelated adventure long before they) 
and destroy Jedi, It will make the later adventure much more 
Threading information into previous adventures while hinting at 
helps weave a campaign into a whole. 


HAZARDS 


Ahazard includes any effect that can cause harm but does nok 
stat block, Most hazards are seif-contained dangers that affect 
tr anything that comes into contact with them. A scorching 
toxic or corrosive atmosphere, and a virulent disease are all 
of hazards. 

Harards affect organic creatures, machines, or both. A haza‘d 1 
Its effects by making an attack roll against one of the target's dele 
scores; if the attack succeeds, the target suffers the effects of the! 
including damage that may require special actions to treat, A ha 
affect all targets within an area ora single target. depending on its 
and its range. 


AcID 
Corrosive acid deals damage on contact. 

‘Acid (CL 2): When a target comes into contact with acid make a 
‘ol (1420-5) against the target's Fortitude Defense. Ifthe attack 
the character takes 246 points of acid damage. If the attack 
target takes half damage that round. This attack occurs agiin €@¢h 
until the acd is washed off or treated (requiring a DC 1 Treat 
‘and 2 medical kit) 


ATMOSPHERIC HAZARDS 


Corrosive Atmosphere (CL 4): A corrosive a 
that can eat away at everything from armor to orgar 
character Is exposed toa corrosive atmosphere, make an attack roll (1 
inst the character's Fortitude Defense. If the attack succeeds, the ch 


amage, if the attack misse 
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BLINDNES: 
‘Ablinded creature ca't see and takes a -2 penalty to Reflex Defense, loses 
its Dexterity bonus to Reflex Defense iFany), moves at half speed, and takes 
2 ~5 penalty on Perception checks. All opponents are considered to have 
total concealment (page 156) to the binded creature. All checks and actions 
that rely on vision (such as reading) fall automatically. 


CRUSHING HAZARDS 

Some hazards, such as hydraulic walls or doors, can deal continual crushing 
damage to anyone or anything trapped Inside. Crushing hazards require 
rn attack roll as lang as the target is completely encompassed by the 
azard, 

Trash Compactor (CL 10): The powerful hydraulic walls of 3 trash 
‘compactor normaly take 10 rounds to close. Any creature inside the trash 
‘compactor once it closes completely takes 10d6 points of damage per round 
(no attack rol required). After 5 rounds, the walls retract, taking 10 rounds 
t0.0pen fully 


Disease 

Diseases are viruses and other organisms that attack the immune systems of 
living creatures. Disease hazards always attack the Fortitude Defense of 2 
{arg ignoring equipment bonuses to Fortitude Defense, damage reduction, 
‘and shield rating, They eause persistent conditions f they move you down the 
condition track (see Conditions, page 148). The persistent condition cannot 
‘be removed until the disease is cured (see Treat Injury skil, page 74) o until 
the disease fails its attack roll against you twice. Unlike other hazards, some 
diseases may require special equipment or medicine to treat Diseases affect 
‘only living creatures; droids and vehicles are immune. Airborne diseases are 
considered atmospheric hazards. 

Cardooine Chills (CL 2}: The frst time a characters exposed to the Car~ 
ddooine cil, make an attack roll (1420+2) against the characters Fortitude 
Defense. If the attack succeeds, the character tates 146 points of damage 
‘and moves ~1 persistent step down the condition track (see Conditions. page 
+148), Ths attack occurs again each day the disease remains untreated. Treat- 
ing the disease requires a successful OC 15 Treat Injury check. 

Krytos Virus (CL 5): The Krytos virus is a bioengineeres disease pro- 
‘duced by the Empire. The first time a creature is exposed to the Krytos 
virus, make an attack rol (1420+10) against ts Fortitude Defense. Apply a 
5 penalty to the attack rll if the target is Human. If the attack succeeds, 
the creature takes 246 points of damage and maves ~1 persistent step down 
the condition track (see Conditions, page 148). Ths attack occurs again 
each day the disease remains untreated. Treating the disease requires 3 
‘successful DC 20 Treat Injury check. Using a bacta tank reduces the Treat 
Injury DC to 15, 


EXTREME TEMPERATURE: 

‘The blistering desert of Tatooine or the chill winds of Hoth 
‘overcome even the toughest heroes, and creatures ll-equipped 
such conditions quickly suecumb to heatstroke or hypothermia, 
temperatures are not considered arez effects. 

Extreme Heat or Cold (CL 4}: Each hour 2 creature is 
‘extreme heat or cold, make an attack roll (1d20+5) against the 
Fortitude Defense. f the attack succeeds, the character tates 
‘of damage from heatstroke or hypothermia and moves ~1 
‘down the condition track (see Conditions, page 148). Ifthe attack, 
character takes half damage and does not move down the cond 
Heavy clothing or armor provides 3 +5 equipment bonus to your: 
Defense to resist extreme cold but imposes a =5 penalty to your 
Defense to resist extreme heat 

A creature suffering from heatstroke or hypothermia cannot 1 
points or improve its condition until it spends at least 1 hour in 
environment. 


FALLING OBvecTS 

Just as creatures take damage when they fall o too do they take 
‘when hit by falling objects. When a creature could be hit by a falling ob 
make an attack rll (using the attack bonus listed in Table 14-2: 
trom Falling Objects) against the target's Reflex Defense. If the utt 
ceeds, the target takes the listed damage. Ifthe attack misses, th 
‘takes half damage. This is considered an area attack. Objects of fin 


Diminutive size are too small to deal damage, regardless of the dis 
fallen. A falling object must land wholly or partly in a creature's 
space to damage the creature, 

The GM may adjust the damage depending on the circummsta 
‘example, a Colossal object might be extremely light (such a5 0 9 


wer balloon). Objects that are forced downward (such as a piston 
‘na droid factory or a closing door) deal damage as if they were two 
ine categories larger than they actually are. Additionally, if the target is 
least three size categories smaller than the falling object, the target 
ot move unless it succeeds on a Strength check to lft the object off 
elf (see Table 14-2 for the Strength check DC) or a DC 15 Acrobatics 
theck to craw! out from underneath, The GM can modify the DCs for 
“cither check based on the circumstances; for example. a character might 
herself trapped under an object that has openings or gaps that allow 

er to wrigale free, 


IRE 
‘ereature or character that takes fire damage also catches on fire. For 
‘ound that a creature ison fire, make an attack roll (1420+5) agai 
Aargjet’s Fortitude Defense. Ifthe attack succeeds the target takes 146 
of fire damage; if the attack fails, the target takes only half damage. 


is stain by a poisoned Kamino saberdart. In The Phantom Menace, 

Neimoidians pump paisonous gas into the conference room of their 

Federation battleship in a vain attempt to dispatch Qui-Gon Jinn and 
-Wan Kenobi, 

‘Poison hazards are toxins that can be ingested, inhaled, or contracted 
Ih contact. They always attack the Fortitude Defense of a target, 
iG Equipment bonuses to Fortitude Defense, damage reduction, and 
‘ating. They cause persistent conditions if they mave you down the 


4 Until the poison is cured (see Treat Injury skill, page 74) or until the 
falls its attack roll against you once. Contact poisons can be applied 


to weapons; when 2 poisoned weapon damages the target, the poison then 
makes its attack against the target's Fortitude Defense. 

‘Acreature that dies from poison damage can be revived (see the revivify 
ability of the Treat Injury sil, page 74). However, reviving a creature doesn't 
‘remove the poison fram its system; the poison must be treated separately 

A character wearing a functional breath mask (see page 136) is immune 
10 inhaled poisons, including toxic gases and atmospheres. Poisons affect 
only living creatures; droids and vehicles are immune. 

Dioxis (CL 8): Dioxs isan inhaled gas. Each round a living creature is 
‘exposed to dioxis, make an attack roll (1420+10) against the target's Forti- 
tude Defense: I the attack succeeds, the target takes 406 points of damage 
and moves ~1 step along the condition track (see Conditions, page 148), If 
the attack fails, the target takes only half damage and doesn’t move down 
the condition track. The poison attacks each round until cured with a suc- 
‘cessful DC 25 Treat Injury chech. 

Knockout Drops (Cl. 2): When a creature ingests knockout drops, make 
an attack oll (142045) against the target's Fortitude Defense. Ifthe attack 
succeeds, the target takes moves ~1 step along the condition track. The 
poison attacks each round until cured with a successful DC 15 Treat Injury 
check. 

Paralytic Poison (CL 5): When a living creature is injected with a 
Itc poison, make an attack roll (1420+10) against the targets Fortitude 
Defense. If the attack succeeds, the target moves -1 step along the condi- 
tion track. A target moved to the end of the condition track by the poison 
is immobilized, but not unconscious. The poison attacks each round until 
‘cured with a successful DC 15 Treat Injury check. 


RADIATION 

Radiation hazards always attack the Fortitude Defense of a target, ignore 
damage reduction and shield rating, and cause persistent conditions if they 
‘move you dawn the condition track (see Conditions, page 148). The persistent 
condition cannot be removed until the radiation is cured (see Treat Injury 
stall, page 74) 


RADIATION ATTACK RADIATION TREAT INJURY 
TYPE BONUS =—-DAMAGE oc 
Moderate (CL 4) 2 446 20 
Extreme {CL 10) +10 ad6 30 


Each round 2 creature is exposed to 3 harmful dose of radiation, make an 
attack rol (1420 + the radiation’s attack bonus) against the target's Fortitude 
Defense. If the attack fails, the target shrugs off the radiation and suffers 
none of its effects. IF the result hits, the target moves the ~1 persistent step 
along the condition track (see Conditions, page 148) and takes an smount 
Of radiation damage based on the radiation’s strength, as shown in Table 
14-3: Radiation. The Treat Injury check DC to heal this radiation damage is 
dependent on the classification ofthe radiation, 

‘A creature that dies from radiation exposure can be revived (see the 
revivity ability of the Treat Injury sil, page 74). However, reviving a crea 
ture doesn't remove the radiation from its system: the radiation must be 
treated separately 


SMOKE 
Characters breathing heavy smoke, ash, or other toxic gases are subject to 
smoke hazards, Each round a character is exposed to a smoke hazard, make 
‘an attack roll (1420+5) against the target’ Fortitude Defense. Ifthe attack 
succeeds, the target takes 146 points of damage and moves -1 step down 
the condition track (see Conditions, page 148). IF the attack fails, the target 
takes half damage and does not move dawn the condition track. 

Smoke grants concealment to characters within it [see Concealment, 
page 156). Smoke is an atmospheric hazard. 


Traps and Security Systems 

Military bases, criminal hideouts, and ether facilities often have security 

systems in place to deter intruders. The Detention Block of the Death Star 
an example ofa location laden with traps designed to halt unauthorized 

incursions. 

Set Explosive (CL 2 oF 5): A set explosive usually takes the form of 
detonite or an explosive charge (see Explosives, page 120). When a set explo- 
sive detonates, make an attack rol (1420+10) against the Reflex Defense 
of every creature and abject in its blast radius. (Any creature or object to 
hich the explosive is attached is hit automatically Ifthe attack succeeds, 


‘the creature or object takes full damage Ifthe attack misses, 
‘or object takes half damage. This \s considered an area effect, 
CL2 hazard; an explosive charge isa CL 5 hazard, 

Blaster Turret (CL 2}: This robotic blaster turret is usually 
section of floor, wall, or ceiling It has the range of a pistol, can fir 
direction, and has the follewing trained skis: Initiative +5, 
{tis equipped with darkvision (page 257) and makes one attack 


against the target's Reflex Defense. Ifthe attack succeeds het 
136 points of energy damage; on 3 miss, the target takes no 

Blaster Rifle Turret (CL 3): The blaster rifle turret is a 
variant of the blaster turret, It js statistically identical to its: 
‘except as noted here. It has the range of a rifle and can fire eith 
‘Shots or switch to autofire mode (see Autofire, page 156). lt deals: 
of energy damage with each successful attack, 


GRAVITY 
The force that gravity exests on a person determines how they devel 
cally 25 well as their ability to perform certain actions, In addition, 
affects the amount of damage a character takes fram falling, 
Gravity conditions may vary considerably from one envitotment | 
next. However, for ease of play, the Stor Wars Roleplaying Game: 
four simplified gravity environments: normal gravity (0.8 t0 1.2 gl 
gravity (0.1 to 0.8), high gravity (more than 1.2 g), and zero 
than 01 g). The following sections summarize the game effects 
type of environment 


NORMAL GrRaviTY 

Normal gravity imposes no special modifiers on a character's abil 
attack rolls, or skill checks. Likewise, normal gravity does not 
‘creature's speed, carrying capacity, or the amount of damage it 
a fall 


Low-GrRavity ENVIRONMEN’ 
In a lon-gravity environment, it becomes easier to move att 
‘objects as well as perform Strength-related tasks. n addition, You 
‘damage from falling 

‘Speed: Your speed increases by one-quarter (round down 10 
‘square, minimum 1). This bonus applies to al of your modes af 

Carrying Capacity: Your normal carrying capacity is doubled, In 
you gain 2 +2 bonus on any Strength check made to lift of MOVE 
unsecured object. 

‘Skill Check Bonuses: You gain 2 +2 circumstance bonus on 
based skill checks (including Climb, Jump, and Swim checks), 


‘Attack Roll Penalty: You take a -2 penalty on attack rolls unless you 

native to loW-aravity environments or have the Spacehound talent (see 

47). 

‘Damage from Falling: Roll ds instead of d6s when calculating falling 
ue [see Falling Damage, page 258). 


HIGH-GRAVITY ENVIRONMENTS 
‘high-aravity environment, the pull of gravity i significantly greater than 
| Although an object's mass doesn't change, it becomes effectively 
eayir. It becomes harder ta move and carry heavy objects as well as perform 
gth-related tasks. In addition, ou take more damage from falling, Even 
simple task of walking or lifting one's arms feels more laborious. 
‘Speed: Your speed decreases to three-quarters normal (round down to 
nearest square, minimum 1 square). This penalty applies to all modes 


Carrying Capacity: Your normal carrying capacity is halved. In addition, 
take a -2 penalty on any Strength check made to lift or move a heavy 
cured object. 

Skill Check Penalties: You take # ~2 penalty on Strength-based shill 
ecks (including Climb, Jump, and Swim checks). 

‘Attack Roll Penalty: You take 9 -2 penalty on attack rolls unless you 
re native to high-gravity environments or you have the Spacehound talent 
page 47), 

Damage from Falling: Roll d8s instead of d6s when calculating falling 
ge (see Falling Damage, page 255). 


ERO-GRAVITY ENVIRONMENTS: 
ino zero-gravity environment can move enormously heavy objects. 
imovement in zero gravity requires only the ability to grab onto or push 
{rom larger objects, Climb and Jump checks no longer apply 
Most creatures find zero-gravity environments disorienting, taking 
ties on their attack rolls and suffering the effects of space sickness 
In addition, creatures in zero gravity are easier to bull rush than in other 
environments, 
_Space Sickness: When a living creature is exposed to weightlessness, 
Make an attack roll (1420+0) against its Fortitude Defense. If the attack 
ceeds, the character moves -1 persistent step down the condition track 
5, page 148), This persistent condition cannot be removed 
ita DC 20 Treat injury check, or after eight hours, whichever comes 
This attack recurs after 8 hours but does not recur again after that, 
With the Spacehound talent (see page 47) and droids do not suffer 
of space sickness. 
I: In a zero-gravity environment, a creature gains 3 fly speed equal 
and speed, ort retains its natural fly speed {whichever is greater). 
F, mavernent is limited to straight lines only; a creature can change 
-anly by pushing away from larger objects (such as bulkheads). 


Carrying Capacity: Your normal carrying capacity inereases by 10times 
in azero-gravity environment. In 2dltion you gain a +10 circumstance bonus 
‘on any Strenath check made to lift or move a heavy unsecured objet, 

Attack Roll Penalty: You take 3-5 penalty on attack roils and shill checks, 
hile operating ina zero-gravity environment unless you are native to that 
environment or have the Spacehound talent (see page 47) 

Long-Term Exposure: Long-term exposure to 2er0-gravity conditions 
can cause serious problems when returning to normal gravity. A creature that 
spends 120 hours or more ina zero-gravity environment moves -2 persistent 
Steps Gown the condition track upon returning to normal gravity. These steps 
down the condition track cannot be removed unless the character spends at 
least 24 nous in normal gravity. 


VISIBILITY 

{t's a rare mission that doesn't end up in the dark somewhere, and heroes 
‘need 3 way to see. See Table 14-4: Light Sources for the radius that alight 
source iluminates and how long it ast. light source also provides shadowy 
Iiumination out to twice this distance; targets within shadowy illumination 
‘gain concealment (see page 156), but they are visible, Without alight source, 
heroes are effectively blinded (see Blindness, page 254) 


DARKVISION 
‘Acreature or droid that has this ability can seein the dark, ignoring conceal: 
‘ment and total conceaiment dve to darkness. Darkvsion slack and white only, 
‘0 there must be at least some light to discern colors tis otherwise ike normal 
‘sight, anda creature with darkvision can function with no ight at al 


LOW-LIGHT VISION 
A creature or droid that has low-light vision can see without penalty in 
shadowy illumination, ignoring concealment (but not total concealment) 
due to darkness. It retains the ability to distinguish color and detail under 
these conditions. 


Torch squares hours 


low rod 3 squares? Shouts 
* Creates o beam 6 squares long and 1 square high. 
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the Gamemaster, you are free to set your Star Warscampaign in any time 
pd. However, the core rulebook focuses on three eras in particular: the 
of the Empire era, the Rebellion era, and The New Jedi Order era. The 
ation presented in this chapter is intended to give you enough of a 

op to comfortably set adventures in any of these era, 
Rise of the Empire era represents a time of political unrest; the slow 
ion and ultimate demise of the Old Republic, the rise to power of 
lor Palpatine, and the Clone Wars. Specifically, it's the years around 
WorsEpisode I: The Phantom Menace, Episode Il: Attack ofthe Clones, 

id Episode il: Revenge of the Sith, 

The Rebelion era covers the time of the Galactic Civil War, as depicted 
in Episode IV: A New Hope, Episode V: The Empire Strikes Bock, and Episode 
Vi: Return of the Jedi 

Finally, The New Jed Order era is set twenty-five years after ANew Hope, 
The New Republic has been established, and Luke Skywalker’ Jed Knights are 
‘growing stronger. This era begins with the costly Yuuzhan Vong War, which 
reshapes much of the politics of the galaxy. This is the time 
in the Del Rey novel series 

Other Stor Wars eras 


EmpPIRE ERA 
22 to 32 Years before A New Hope 

‘A.campaign set in this era focuses onthe slow decline and corruption of 
the Republic, AS The Phantom Menace comes to an end, the future for the 
‘galaxy looks bright. The charismatic and popular Palpatine has been elected 
‘as Supreme Chancellor, the Trade Federation has seemingly been dismantle 
and the Jedi Knights ae at ther peak of power and influence. However, there's 
4 sinister shadow ereeping across the galaxy. The vile Sith have returned 
Crime is on the rise. Politicians continue to bicker and look after their own, 
petty interests. Nothing fs what it seems, 

The Phantom Menace unfolds with a galaxy torn asunder by strife, hatred, 
and greed. Led by a charismatic Separatist named Count Dooku, thousands of 
worlds have broken away from the Republic. This “confederacy of independent 
systems” wants to free itsef from the yoke ofthe corrupt Senate, unaware 
that their galactic insurrection could speil the rise of an even greater evil 

‘As war foments and erupts between the Republic and the Separatists, 
plenty of opportunities for adventure present themselves. Heroes working for 
the Supreme Chancellor, the Jedi Council, or Count Dooku might undertake 
assignments to stem the tide of decay that grows stronger with every passing 
Year. Remember that no matter what you or your players might think they 
know about Chancellor Palpatine, most people living in this era consider 
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“wider use. No starship, private or otherwise, i safe from Imperial inspection, 


¢ boardings occur on a regular basis. 
Heroes in this era probably work for the Rebel Alliance. They can be part 
“ofa Rebel eel, attached directly to Alliance High Command, or independents 
yn to the Alliance's cause. In addition to the Empire, opponents inthis 

(od include crime lords, smugglers, bounty hunters, and traitors to the 
“Alliance. It's up to the heroes to help turn the tide of Imperial domination, 


HE New JED! ORDER 
RA 
Years after A New Hope) 

‘In this era the New Republic is in place, although # small Imperial remnant 

‘maintains control of a portion of the galaxy. The Jedi on the rise again thanks 

the efforts of Luke Skywalker, are at a crossroads. Some members of the 
f which numbers about ane hundred individuals, want to take a more 
et and deliberate role in galactic affairs. Skywalker, meanwhile, is strug- 
‘with Whether or not he wants to reestablish the Jedi Council. Rash Jedi 
Jed New Republic officials to be wary of the Knights and suspicious of 

irttue motives. indeed, this ads to varying degrees of mistrust and even 
rin the general populace, many of whom still remember the Emperor's 
dj rhetoric from years before. 

The first galaxy-wide threat in the New Jedi order era is the Yuuzhan Vong 
F jon. It begins with Nom Anor, a spy who sows additional seeds of discard 
“throughout the galaxy. His efforts give rise to antitechnology cults dedicated to 

destruction of innocent droids. Masking his true identity, he recruits agents 
‘the native populations to carry out acts of sabotage and subversion. Nom 
r however, is only the beginning of the Yuuzhan Vong threat. 

The Yuuzhan Vong are humanoids that follow a religion of pain and nature. 
hate machines of all kinds, using instead living technology that they 
Dioengineered to serve as ships, weapons, and tools, These fierce, holy 
ors Seek to conquer the galaxy and bring their faith to the infidels who 

‘make use of unclean machines. Their invasion begins on far-flung 
such as Belkadan and Helska, but they quickly widen their hold on key 
‘of the Outer Rim and Mid Rim, terraforming worlds to produce the 
Coral and other living materials that serve as their ships and weapons, 
“Jedi learn, to their horror, that this intractable new enemy cannot be 
through the Force. The Jed, former guardians of peace, become the 
prey of the Yuuzhan Vong. Meanwhile, the extragalactic intruders 
tinue their retentiess advance toward the Core, crushing any force that 
ares stand in their way. A few worlds surrender without a Fight, while those 
sist are rendered uninhabitable. in time Coruscant itself falls, signaling 

of the New Republic. 
ually the Yuuzhan Vong discover ther history may nat be as they 
when the living planet Zonama Sekot came to Coruscant and fought 
‘against the Yuuzhan Vong, “welcoming home it's true inhabit- 


ants” The new Galactic Federation of Fre Alliances (Galactic Alliance allows 
the Yuuzhan Vong to surrender and take Zonama Sekot as their homeworld 
While not all Yuuzhan Vong accept this, the primary threat of the Yuuzhan 
\Vong ends as Zonama Sekot flies into hyperspace to seek a new home for 
the Yuuzhan Vong in the Unknown Regions. 

Though the wars over, many threats stil exist. Some Yuuzhan Vong and 
their cults stil fight against technological civilization. The Galactic Aliance 
has to rebuild the galany. And the New Jedi Order seeks out treats to peace 
and justice. 


MAIN CHARACTERS 
The following section describes the main protagonists from the Stor Wars 
feature films. 


“I FIND YOUR 
LACK OF FAITH 
DISTURBING." 


—- DARTH VADER 


ANAKIN SKYWALKER 

(DARTH VADER) 

‘Anakin Skywalker’s destiny and the fate of the entire galaxy are linked 
lnexorably After being freed by Qui-Gon Jinn, Anakin studies the ways ofthe 
Jedi under Obi-Wan Kenobi, but he allows feelings of anger fear, and hate 
to enslave him. The death of his mother and visions of Padme’s death drive 
him to seek out the wiscom offered by a Sith Lord, In pursuing the power 
necessary to preserve Padmé’ life, Anakin becomes death incarnate. 

‘As Darth Vader, he uses the power of the dark side ofthe Force to betray 
‘and murder his fellow Jedi and enslave the galaxy, Over two decades later, 
his Son Luke—now a Jedi himselfieads Anakin back to the light. He finds 
redemption in his sacrifice, bringing balance to the Force by ending the 
tyranny of the Emperor and the Sith 


Darth Vader (Episode IV) cL19 

Medium Human Jed 7/Jedi Knight Sface pilot 2/Sith apprentice 2/Sith 
lod 3 

Destiny 3; Force & Strong in the Force; Dark Side 14 

Init +17; Senses low-oht vision; Perceation +11 

Languages Basic, Binary, Huttese 

Defenses Ref 39 fiat-footed 36), Fort 36, Wil 33; Block, Delect 

‘hp 181; Threshold 36 


Immune fear effects. atmospheric and inhaled poison hazards 
‘Weakness life support 


‘Speed 6 squares 

Melee lightsaber +22 (248+17) or 

Melee lightsaber +20 (348-+17) with Rapid Strike or 

Melee lightsaber 417/417 (248+17] with Double Attack or 

Melee lightsaber +15/+15 (348+17) with Double Attack and 
Rapid Strike 

Ranged by weapon +20 

Base Atk +17; Grp +20 

‘Atk Options Double Attack, Rapid Strike, Severing 
Strike 

Special Actions Djem So, Redirect Shot. 
temptation 

Force Powers Known (Use the Force #17): 
ferseeing, Force disarm, Force grip, Force 
slam, Force thrust, move object, negate 
energy, rebuke, surge 

Force Secrets Distant Power, Multitarget 
Power 

Force Techniques Force Point Recovery 
Improved Move Light Object, Improved Sense 
Fore 

Abilities Sir 16, Dex 16, Con 17, Int 18, Wis 4, Cha 15 

Special Qualities life support 

Talents Armored Defense, Block, Dark Side Adept, Deflect, 
Djem So, Force Plat, Improved Armored Defense, Redirect 
Shot, Severing Strike, Vehicular Evasion, Weapon 
Specialization (lightsabers} 

Feats Armor Proficiency (light), Double Attack 
(lightsabers), Force Sensitivity, Force Training (3), Rapid 
Strike Skill Focus (Use the Force), Strong in the Foree, 
Vehicular Combat, Weapon Focus (ightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Initiative +17, Mechanics «16, Plat +17, Use the 
Force +17 (may reroll when using [dark side] Force powers) 

Possessions custom armor (treat as armored flight suit with 
helmet package; modified, +8 armor bonus}, lightsaber 
(self-built), cybernetic prosthetics (4, both arms and legs), Sith 
‘robes utility bet with medpae 

Tife Support—Due to injuries sustained on Mustafar, Darth 
Vader is completely dependent on the fife support 
granted by his armor or by special sealed chambers 
esigned specifically for him. Without this special life 
support, Vader begins to suffocate (see Hold Breath, page 66). 


OsI-WaN KeNOB: 
|A student of Yoda and Qui-Gon Jinn, Obi-Wan 
‘exemplifies al that is noble and heroic about the Jed, J 
Padawan, he defeats Darth Maul aftr the Sith Lord strikes 
‘Qui-Gon Jinn. Later, he is promoted tothe rank of Jel Kn 
given the responsibility to train Anakin Skywaler, then just = 
‘Over the next thirteen years, even into the Clone Wars, the two, 
‘become more than student and teacher-they became the 
of friends 
‘Asa general in the Clone Wars, Obi-Wan survives his 
assassination attempt when Palpatine issues Order 66, din 
‘Jedi Temple he sees horrible evidence of Anakin's fll to the 
side. Despite the crushing pain it causes him, Obi-Wan 
Anakin (now Darth Vader} on Mustafa, ultlmately 
the new Sith apprentice half-dead by a river of lava, 
Wan, together with Yoda and Bail Organs, arranges to 
‘Anakin and Padm’s newborn twins. Almost two de 
later, Obi-Wan Kenobi comes out of the Tatooine 
‘on one last desperate mission, realizing his destiny to 
more face his old apprentice. 


Obi-Wan Kenobi (Episode tt) cL 
‘Medium Human Jedi 7/edi Knight §/Jed| Master 2 
Destiny 2; Force 7 
Init +15; Senses Perception +8 
Languages Basic, hyriwook 
Defenses Ref 20 (fiat-footed 27), Fort 2, Wil 28, 
Block, Deflect, Soresu 
hp 129; Threshold 29 
Immune fear effects 

Speed 6 squares 
Melee lightsaber +20 (248+13) or 

Melee lightsaber +15/+15 (248-13) with 
Double Attack 
Ranged by weapon +16 
Base Atk +14; Grp +17 
‘Atk Options Double Attack, Severing Strihe 
Special Actions Cambat Reflexes, Equlloumy 
Redirect Sho, serenity 
Force Powers Known (Use the Force +18} 
farseeing, Force slam (2), mind tek (2), 
move object, rebuke, urge, vital transfer 
Force Secrets Quicken Power 
Force Techniques Force Point Recovery (2h 
Improved Mave Light Object 


[Abilities Str 15, Dex 16, Con 14, Int 13, Wis 
Talents Block, Deflect, Equilibrium, Greater Weapon Focus (I 


Redirect Shot, Severing Strike, Soresu, Weapon Sp 
(lightsabers) 

Feats Armor Proficiency (light), Combat Reflexes, Double Attack 
(lightsaber), Force Sensitivity, Force Training (3), Skill Focus (Use 
the Force), Weapon Finesse, Weapon Facus (lightsabers), Weapo 


oficiency (lightsabers, simple weapons} 


Skills Acrobatics +15, Initia 
aber [self-bu 


Possessions ligh 


belt with medpac 


PADME AMIDALA 


Queen of the planet Nabi 


Once the younges 
becomes the senator for her homeworld. Thou! 

Femains a tireless champion of democracy and dip 
end to prevent Supreme Chancellor Palpatine from 
of the Republic and later transforming the gover 
Empire. Her efforts to coordinate dissidents ultimate 


if the Rebel Alliance 


Padmé falls in love with Anakin Skywalker wh 


herat the outset of the Clone Wars, They are marries 


relationship hidden, even when she becomes preg 
0 the dark side, she confronts him with tragic conseque hough sh 

Survives her injuries, her destiny is realized when she trades her life for the 
5 of her newborn twins 

Senator Padmé Amidala (Episode It!) cL 10 


Medium Human noble 10 

Destiny 2; Force 5, Strong in the Force 

Init +12; Senses Pe 

Languages Basic, Gran, Gungan, High Galact 

Defenses Ref 24 (f 

hp 59: Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1445) 

Ranged sporting blaster pistol +9 (34445) o 

Ranged sporting blaster pistol +4/+4 (3d4 

Base Atk +7; Grp +9 

Atk Options Double Attack, Point Blank Shot, Precise Shot 

Special Actions Born Leader, Coordinate + 

Abilities Str 10, Dex 16, Con 12, Int 15, Wis 16, Cha 18 

Talents Born Leader, Coordinate, Trust, Wanted Alive, Wealth 

Feats Double Attack (pistols), Improved Defenses, Linguist, Point Blank 
Shot, Precise Shot, Skill Facus (Deception, Gather Information, 


eption +18 


footed 22), Fort 22, W 


with Double Attack 


sion), Strong in the F 


ape 
‘Skills Deception +19, Gather Information +19, initiative 


+12, Knowledge 
jal 


ure +17, Knowledge (galactic lore) +12, Knowledge (s 


ciences) +12, Perception +18, Persuasion +19 
Possessions sporting blaster pistol, comlink, senatorial wardrobe, 
astromech d 


LUKE SKYWALKER 


arm boy on the re world of Tat 


, young Luke Skywalker 


never dreamt that his de pe the fate of 


dance. He go redeem 


AAA RARARARRBARA 


0 


his father, Anakin Skywalker (now Darth Vader), helping to end the reign 
of the Empire 


In the decades that follow, Luke helps to build the fledgling New 
founds the Jedi Praxeum on Yavin 4, raises a new order of Jedi, and fight: 
back the menace of the Yuuzhan Vong invasion 


Luke Skywalker (Episode VI) can 
Medium Human 1 

Destiny 2; Force 5, Strong in the Force: Dark Side 
Init +13; Senses Pe 
Lan 


out 1/Jedi 7/ace pilot 2/Jedi Kn 


Defenses Ref 26 (f 
inp 93; Threshold 25 


footed 23), Fort’25, Will 25; Block 


Speed 6 squares 4 
Melee lightsaber +14 [248+11) or 

Melee lightsaber +9/+10 (2d8+11) with Double Attack 

Ranged blaster pistol +12 (346) 

Base Atk +9; Grp +12 

Atk Options Double Attack, Severing Strike 

Special Actions Melee Defense Redirect Shot 

Force Powers Known (Use the Force +16): mind trick, move object, surge 


Abilities Str 14, Dex 16, Con 14, Int 14, Wis 14, Cha 15 


Talents Biock, Deflect, Evasion, Redirect Shot, Severing Strike, Weapon 
Specialization (lightsabers) 
Feats Double Attack (lightsabers), Force Sensitivity, Force Training, Melee 
Defense, Skill Focus (Use the Farce), Strong in the Force, Vehicular 
Weapor ¢, Weapon Focus (lightsaber), Weapon 
Proficiency (lightsabers, pistols, rifles, simple weapons 


Skills Initiative +13, N 


2, Perception +12, Pilot +13, Ride #13, 


val +12, Use the Force +16 


Possessions blaster pistol, lightsaber (self-built), cybernetic prosthesis (1 


right hand), flight suit, robes, utility belt with medpa 


LEIA ORGANA 
deraan, Leia ( 
down 


na secretly serves the Rebel Alliance, 
ind injustice that her adopted father 


As the Senator o 


determined t tyranny 


(and her late mother) had hard to destroy, Leia is Instrumental In 
every turning point of the Galactic Civil War, and her influence shapes the 
government of the New Republic, particularly after she becomes the Chief 
of State in the wake of Mon Mothma's retirement, Over time, Lela becomes 


increasingly de 1, until finally she begins to live WP 


tothe 


oF the Skywalke 


Leia Organa (Episode V1) cL 10 


Medium Human noble 8/soldier 2 


Destiny 2; Force 5, Strc 


Init +12; Senses Perception 


‘an, High Galactic, Mon Calamarian, Shyriiwook Defenses Ref 28 


Languages Basic, Bot 


hp 77: Threshold 
Defenses Ret 23 (Nat footed 21), Fort 23, Wil 24 Speed 6 saeores 

hp 63: Threshold 23 Melee wienaet 

Speed 6 squares Ranged heavy blaster pistol +14 

Melee unarmed +9 (10446 Ranged heavy blast 2 with Rapid Shot 
Ranged sporting blaster pistol +10( Base Atk +9; Grp = 

Ranged sporting blaster pistol +5 s} with Double Attack Atk Options Point Blank Shot, Precise Shot, Rapid Shot, Sne 
Base Atk +8; Grp +10 Attack +146, Tigger Work 

Atk Options Deadeye, Double Attack, Pint 8 Special Actions Full Throttle, eroe 
Special Actions Bolster Ally. Born Leader. Ins ‘Abilities Str 13, Dex 15, Con 13,1 4 


Abilities Str 13, Dex 14, Con 13, Int 15, Wis 14, Cha 16 
Talents Bolster Ally, Born Leader, Inspire Confidence, Ra 
specialization (pistols) 
Feats Deadeye, Double Attack, Linguist, Point Blank Shot, Precise Shot, 
I Focus (Deception, Knowledge [tactics], Perception, Persuasion 
Strong in the Force, Weap tols), Weapon Proficiency f 
pistols imple weapons} 
Skills Deception +18, Gather Information +13, Knowledge 
(bureaucracy) +12, Knowledge (garactic lore) +12, Knowledg! fy 
[tacties) +17, Initiative +12, Perception +1 8 ; 
Possessions sporting blaster pistol, datapad, u with medpai 


HAN 

Once an Impe harged fe «life of a Wookiee slave, 
Han Solo goes on to become one of the best pilots and smug 
galaxy. One lost shipment of spice, however, leads to a debt to Jab 

Hutt that Han can't repay, and his shady past comes back to ha 

Cloud City after the Battle of Hoth, Still his friends manage t on 
he clutches of the Hutt gangster, and Han leads the Rebel con tea 


that destroys the shield Endor 


Years later, Han and Leia are married and have children, all of whom gt 
fo be Jedi studying under their Uncte Luke. When the Yuuzhan Vong 

the galaxy, Han’s suffers one loss after another, beginning with the death 
f Chewbacca and, later, his youngest son, Anakin Solo, Even after the € 


of the war, Man's personal pain cc 
and his native Corellia square c 
Som to the dark side begins to grow. 


inues as he watches the Gal 


and the fear of losing h 


Han Solo (Episode V1) an 
Medium Human scoundrel §/soldier 2/ace pilot 3/gunstinger 2 

Destiny 2; Force 6 

Init +18; Senses Percept 
Languages Basic, Huttese, Rodese, Shyriwook 


n-#12 


0 


Talents Full Throttle 
Stellar Wacror, Trager Wi 


Feats Point Blank SI 
(initiative Plot), Vehicular C 
weapons), Weapon Proficien 


ep It Together, S 


Skills Deception +13, Initiative +18, Knowl 


Mechanics +13, Perception +12, P 


Possessions heavy b 


YE130¢ 


nsport (Millennium Falcon 


SUPPORTING 
CHARACTERS 


The Following section presents sample supporting characters f 


fer pistol with targeting scope, tool i 


Wars feature flr 

CHEeweacca 

The mighty Chewbacca fights in the Clone Wars t 

Working closely with Jedi Master Yoda. When the 

fighting for the Republic. After a brut 

attaches himself to Han Solo and follows him everyw 

closest friend and sometimes conscience 

Chewbacca (Episode VI) 

Medium Wookiee scout 6/scoundrel 4 

Destiny 2; Force 5 

Init +6: Senses Perception #10 

Languages Basic (understand only), Huttese (understand only 
Shyritwook 

Defenses Ref 24 (flat-footed 22), Fore 27, Wil27 

hhp 110; Threshold 27: extraordinary recuperation 

Speed 6 square 

Melee unarmed +11 (146+9) or 

Melee unarmed +15 (146+14) with Powerful Charge 

Ranged bowcaster +8 (34105) or 

Ranged bowcaster +6 (441045) with Rapid Sho 


Base Atk +7; 


Atk Options 


Charge, Pri 


Special Action 


Abilities 


Grp 431 


Shot, Crush, Desdeye, 


cise Shat, Rapid Shot 


13, Con 20, Int 12, 


in, Point Blank Sh 


Talents Acute Senses, Extreme Effort Jury-Rigger, Spacchound, Stellar 
Warrior 
Feats Careful Shot, Cru 


Deadeye, Extra Rage, Martial Arts |, Pin, Point 
arge, Precise Shot, Rapid Shot, Skill Training 
Use Computer), Weapon Proficiency (pistols rifles, simple weapons) 
Skills Climb «5 (may take 10 when distracted), Endurance +10, 

+10 {may reroll when making jury-rigged repaid), 
+10 (teat range as one category les), Persuasion +5 (may 

timidate). Pilot +10, Use Computer +10 (may real 

better result when plotting hyperspace jump) 
Possessions bo oli, toolkit 


eral attempts to 


LANDO CALRISSIAN 

‘A gambler, smuggler, con artist, opportunist, and all-around scoundrel, 
Lando Calrissian considers himself more of an entrepreneur than a criminal 
Although his capital sometimes comes from questionable sources, Lando 
almost always puts it into more or less legitimate operations, with the sole 
purpose of turning it into even mare capital. He is nothing if not ambitiovs— 
though sometimes his ambition gets the better of him. 


Lando Calrissian (Episode VI) 

‘Medium Human scoundrel 8 

Destiny 1; Force 4; Dark Side 1 

Init +8; Senses Perception +10 

Languages Basic, Shyriiwook, Sullustese 

Defenses Ref 22 flat-footed 20), Fort 19, Wil 20; Dodge, Mobility 

hyp 50; Threshold 19 

‘Speed 6 squares; Running Attack 

Melee unarmed +7 (1d4¢5) 

Ranged blaster pistol +9 (3464) or 

Ranged blaster pistol +4/+-4 (246+) with Double Attack 

Base Atk +6; Grp +8 

‘Atk Options Dastardly Strike, Double Attack, Point Blank Shot 

Special Actions Foo'’s Luck, Fortune's Favor, Gambler 

‘Abilities Str 12, Dex 14, Con 12, Int 14, Wis 13, Cha 16 

Talents Dastardiy Strike, Foo!’s Luck, Fortune's Favor, Gambler 

Feats Dodge, Double Attack, Mobility, Point Blank Shot, Running Attack, 
‘Skill Focus (Deception), Vehicular Combat, Weapon Focus (pistols), 
‘Weapon Proficiency (heavy weapons, pistols, simple weapons) 

‘Skills Deception +17, Gather Information +12, Mechanics +11, 
Perception +10, Persuasion +12, Pilot +11 

Possessions blaster pistol, coming, expensive clothes 


R2-02 

At first glance, R2-D2 seems an unassuming astromech droid, typical of his 
Series. But Artoo is unusual in that he has a unique personality quite: cour- 
ge, Artoo demonstrates his bravery again and again, taking the typical RZ 
Unit's helpfulness to an unheard-of extreme. 

Although he serves faithfully, Artoo does so in the manner he feels is 
‘best—which doesn’t always coincide with the instructions given to him. In 
‘addition to being innovative and resourceful, he is often absolutely right 
‘bout the best course of action. 


R2-D2 (Episode VI) 

‘Small droid (2nd-degree) nonheroic 2/scoundrel 6 
Destiny 1; Force 4 

Init +3; Senses darkvision; Perception +6 


ce 


cLé 


Languages Basic, Binary, Huttese, Man Calamarian, Shyriiwook 

Defenses Ref 23 (fiat-footed 20), Fort 16, Will 18: Dodge. Mobility 

hp 34; Threshold 16 

Immune droid traits 

Speed 4 squares (wheeled), 1 square (walking), 6 squares (Fiying) 

Melee electrashock probe +10 (148+3 jon) 

Ranged by weapon +14 

Base Atk +5: Grp +3 

‘Special Actions Melee Defense, Point Blank Shot 

Special Actions Gimmick 

Abilities Str 8, Dex 16, Con —, Int 16, Wis 10, Cha 7 

Talents Gimmick, Master Slicer, Trace 

Feats Dodge, Improved Defenses, Melee Defense, Mobility, Point 
Blank Shot, Skill Focus (Mechanics, Use Computer), Skill Training 
(Perception), Toughness, Weapon Finesse, Weapon Proficiency (simple 
weapons) 

Skills Deception +7, Mechanics +17, Perception +9, Pilot +12, Use 
‘Computer +15 (may reroll and keep better result when improving 
‘access to a computer) 

‘Systems wheeled locomotion, walking locomotion, flying locometion 
(limited), magnetic feet, heuristic processor, 6 tool appendages, 1 claw 
appendage, diagnostics package, internal storage (2 kg) 

Possessions circular saw, electroshock probe, fire extinguisher, electric arc 
‘welder, holorecorder, holoprojector 


c-3P0 

The gleaming golden protocol droid C-3P0 is typical of his model: outspoken, 
fussy, and even a bit high-strung. But since these qualities hardly interfere 
with his work, his personality quirks are mostly tolerated. Threepia is unusual 
in that he was not manufactured by Cybot Galactica, like most protocol 
droids. He was, in fact, assembled from spare parts by young Anakin Sky- 
walker on the remote planet of Tatooine. Still, Threepio meets all the safety 
‘and performance standards of the original manufacturer, so he has managed 
to serve several masters adequately 


C-3PO (Episode VI) 

Medium droid (3rd-degree) nonheroic 1/nobie § 

Destiny 1; Force 4 

Init ~1; Senses Perception +0 

Languages Basic, Binary, Bocce, Bothan, High Galactic, Huttese, Mon 
Calamarian, Shyriiwook 

Defenses Ref 16 (flat-footed 16), Fort 15, Will 18 

hp 26; Threshold 15 

Immune droid traits 

‘Speed 6 squares (walking) 


cls 


‘Melee unarmed +2 (143+) 

Ranged by weapon +2 

Base Atk +3; Grp +2 

Special Actions Coordinate +2 

Abilities Str 8, Dex 9, Con —, Int 12, Wis 12, Cha 16 

Talents Coordinate (2), Educated 

Feats Improved Defenses, Linguist (2), Sill Focus (Persuasion), Skil 
Training (Deception, Knowledge [bureaucracy], Knowledge [galactic 
lore], Perception), Toughness 

Skills Deception +11, Knowledge (bureaucracy) +9, Knowledge 
(galactic lore) +9, Knowledge (social sciences) +9, Perception +3, 
Persuasion +16 

Systems walking locomotion, standard processor, translator unit (DC §), 2 
hand appendages, vocabulator 

Possessions audio recorder 


YODA 

The wizened Jedi Master Yoda is a living legend to the Jedi order, the per= 
‘sonification of ts ideals. He is nearly 900 years old when Senator Palpatine 
\s elected Supreme Chancellor of the Republic. Yoda plays a significant 
part in the events surrounding the start of the Clone Wars. He forges close 
friendships with the Wookiees during the war and spends much of his time 
away from Coruscant. He escapes the destruction and death caysed by 
Order 66, andl when the Jedi order is destroyed, Yoda retreats into hiding 
‘on Dagobah to await the day he will be needed to help restore balance to 
the Force. To that end, Yoda trains Luke Skywalker in the ways of the Jedi 
‘and helps prepare him to confront Darth Vader and the Emperor. This task 
complete, Yoda finally succumbs to age and, ike sa many Jedi before him, 
becomes one with the Force. 


Yoda (Episode It!) cL20 
‘Small Jedi 6/Jed) Knight 7/Jedi Master 5 

Destiny 4; Force 8, Strong in the Force 

Init +18; Senses Use the Force +24 

Languages Basic, Cerean, Shyriwook 

Defenses Ref 37 (flat-footed 34), Fort 33, Will 38; Block, Deflect 
hp 174; Threshold 33 

Immune fear effects 

Speed 4 squares 

Melee lightsaber +25 (248+16) or 

Melee lightsaber +24/+24 (248+16) with Double Attack or 
Melee lightsaber +29/+29/+28 (2d8+16) with Triple Attack 
Ranged by weapon +23 

Base Atk +20; Grp +14 

‘Atk Options Acrobatic Strike, Double Attack, Triple Attack 


Special Actions Regirect Shot, serenity, Skilled Advisor 

Force Pawers Known (Use the Force +24): battle strike (2), farseeing, 
Force disarm, Force slam (2), Force thrust, mind trick (2), move o 
(2), negate energy, rebuke (3), surge (2), vital transfer 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Force Techniques Improved Sense Force, Force Point Recovery (2) 

Abilities Str 8, Dex 16, Con 11, Int 15, Wis 21, Cha 19 

Talents Ataru, Block, Defiect, Force Perception, Foresight, Multiattack 
Proficiency (ightsabers x2), Redirect Shot, Severing Strike, Skilled 
Advisor, Visions 

Feats Acrobatic Strike, Double Attack, Force Sensitivity, Force Training 
Running Attack, Skill Focus (Use the Force), Skil Training (Acro 
‘Strong in the Force, Triple Attack, Weapon Finesse, Weapon Focus 
{lightsabers), Weapon Proficiency (lightsaber, simple weapons) 

‘Skills Acrobatics +18, Initiative +18 (may spend a Force Point to reroll 
and keep better result), Knowledge (galactic ore) +17, Knowledge 
tactics) +17, Use the Force +24 (may substitute for Perception che 

Possessions lightsaber [self-bult), cane, Jedi robes 


EMPEROR PALPATINGE 

(DARTH Sipious) 

Possessed of the boundless power of the Force and adept in the ways 
the dark side, the Emperor is one of the most dangerous and evil Hu 

in galactic history. The Emperor began his career of evil so subtly tha 
‘outward change evidenced the darkness in his heart. Those who encount 
‘him considered him a kindly fellow, perhaps even a bit outclassed by the pace 
and magnitude of the political arena into which he had been thrust when 
became a senator. But even then he was scheming, forging alliances 
‘influential figures in the Senate and the great learning centers. 

Ten years after he i elected Supreme Chancellor of the Senate, Palpa 
sways Count Dooku to the dark side and uses him to found the Confede 
Of Independent Systems. The ensuing conflict between the Republic and) 
Separatists enables Palpatine to trick the Senate into forming the Er 
‘and voting him in as Emperor. Following the death of Dooku, he secures 
service of Anakin Skywalker as his new apprentice, using him as. foil ag 
the Jedi and the Separatiss. His master stroke isthe secret Order 66, with 
which he orders the clone troopers, programmed to obey him, to betray. 
assassinate the Jedi. 

With the resources of a million worlds at his disposal and an 
supply of political malcontents to serve as slave labor, the Emperor 
great engines of destruction to ensure his domination of the galaxy: 
‘greatest of these weapons is the planet-destroying Death Star, To 0 
its construction and deployment, the Emperor turns to his new apprer 
Darth Vader. Although the Emperor foresees the return of the Jed) Ki 
in the form of Luke Skywalker, he can't foresee (or won't accept) the: 


that young Skywalker wil Vader—or the ultimate betraya! th 

yould spell the Empire's do: 

Emperor Palpatine (Episode II!) cL20 

Destiny 4; Force 8; Dark Side 2c 

Init +16; Senses Improved Sense Surroundings; U ce +24 

Languages Basic, Bothan, Geo ( N _ 

Defenses Ref 35 [fat-fo ), Fort 34, W jefe 

bhp 132; Threshold 34 

Immune fear eff 

Speed 6 square: 

Melee lightsaber +21 (248% 10/33) or 

Melee lightsaber +20/+20 3) with Double Attack 

Melee lightsaber +15/+15/+15 (248 fh Triple Attack 

Ranged by 

Base Atk +18: Grp + 

Atk Options Dark S Double Attack, Melee 0 Triple Attack 
Whirlwind Attack 

Special Actions Redirect Shot, temptation 


Force Powers Known 


Force Secrets Deva 


Force Techni 
Abilities St 
Talents 


Pow 


0 


Ranged missile launcher +18 
Ranged stun grenade +18 (4d6+7, 2 
Ranged whipcor 

Base Atk +14: Grp +18 


7, 2-square spiash) ot 
© burst) or 


ho His name fi 
eems bereft of cor Atk Options Double Attack, Hunter's Mark, Keen Shot, Point Blank Shor, 
sis then retest Precise Shot 
Special Actions fam e's Target, Quick Draw 
Boba Fett (Episode 1V) CL15 Abilities Str 15, Dex 5, Int 14, Wis 14, Cha 13 3 
Medium scout 3/soldier 5/bounty hunt per 2 Talents Acu Armored Defense. Hunter's Mark, Hunter's Target 
Destiny 3; Force 6; Dark Side 7 Improved Armored Defense, Juggernaut, Keen Shot, Multiattack 
Init +16; Senses low-ig Perception + Pr es), Notorio 
futtese Feats Armor Proficiency (light, medium), Double Attack, Exotic Weapor 
Ta EDSON, Ea Proficiency (flamethrower), Martial Arts, Point Blank Shot, Precise 
hp 122; OR 1: Threshold hot, Quick Draw, Running Attack, Weapon Proficiency (he 
Speed 6 squares ly 6 squares [etpack); Running Atta imple weapor 
Melee unarmed +16 (14649) Skills Endurance +14, initiative +16, Knowledge (tactics) +14, 
Ranged biaster carbine +16 (348+7) or Perception +16, Persuasion +8 (may reroll and keep better result when 
Ranged blaster carbine +1 148 +7} with Doub " idating), P 6 h +91, Survival +14 
Ranged gre launcher 18 (66667. Possessions Mandalorian armor (+8 armor, + 
Ranged flameth quipment; as battle armor with helmet 


kage; 4 weapon attachments), blaster 


rbine with mounted grenade launcher, 4 stun grena 
flamethrower (5 shots), missile launcher, 4 m 
Wwhipcord (treat 2s net), 
hold-out biaster), jet p 
medpac heavy blaster pistol + 
Base Atk +13; Grp +19 
Atk Options Double Attack, Dual Weapon Mastery, 
Melee Defense. Point Blank Shot, Triple At 
Special Actions Battie Analysis, Deployment Tactics 
ou N 


with Double Attack and 


re gauntlet (treat 


(10 charges), utility belt with with Triple Atta 


(34847) 


GENERAL GRievouSs 
fe 
warlord fighting against the Huk 
fended when the Jedi Council decre 
be the v aggression 
Kaleesh people pay for their actions. Angered by Ch 
the Jedt order, 


he barely survives a shuttle crash. His broken body 


neral Grievous learned the art of war as a Ka 


pecies. That war 


ctims of Kalee 


‘Special Qualities command cover +2, share talent 
Outmaneuver) 


ebullt on Geonosis, an act paid for by the InterGa Rakeaks Avited Defense 


le Analysis, 


aetic Banking Clan asa gift to thelr Separatist leader, Deployment Tactics, Greater Weapon Focu 
t Dooku Lightsabers), Impraved Armored Defense, 
Count Dooku trains Grievous in lightsaber due Qutmaneuver, Tough as Nails, Weapon 

ing techniques, and Grievous proudly collects the Specialization (lightsabers) 

lightsabers from the Jedi he defeats. Grievous ha Feats Armor Proficiency (light, medium), Double 


fat once, making him a terrifying opponent in melee 
eombat. He faces Anakin Skywalker and Obi-Wan 


Kenobi during the Battle of Coruscant bi 


¢ with four light 


Attack (lightsabers), Dual Weapon Mastery |, Dua 


Weapon Mastery ll, Martial Arts |, Melee Defense 


Point Blank Shot, Triple Attack (lightsabers) 


to elude them. He Is not so fortunate when he fig iency (lightsabers, pistols rifles, 

against Obi-Wan on Utapau, dying at the end of an weapons} 

epie confrontation, ‘Skills Clim +8 (may take 10 when distracted, 
and keep better result), Endurance +12, 


General Grievous cL 14 

Medium Kaleesh (cyborg) soldier B/elite troope 
afofficer 3 

Destiny 2; Force 6; Dark Sid 

Init +16; Senses darkvision; Perception +14 

Languages Basic, Kaleesh, Muun, G 

Defenses Ref 30 (flat-footed 27), Fort 26, 

hip 101; OR 1); Threshold 28 

Immune atmospheric and inhaled polson hazards 


ve +16, Jump +13 (may take 10 when 
fed, may reroll and keep better result) 
Knowledge Ita 
Survival +7 (may reroll and keep better result i 


ies) +14, Perception +14, 


hot or arid environments) 
Systems walking locomo 


jump servos, 6 hand appendages (leys may 
das hi 


improved sensot package, darkvision 


unique armor (+8 armor), 


Weakness vulnerable to jon damage and stunning effects blaster pistol, 
climb 4 squares 
Melee lightsaber +21 (248+21) or ig hyorid, General 
Melee lightsaber +19 (248+15) and Grievous may use any type of droid system 
lightsaber +19 (26815) except a processor. His cyborg chassis includes 
Melee lightsaber +14 (248+15) and Jpport system, making him immune to atmospheric 


lightsaber +14 (248+15) and 
lightsaber +14 (248+15) with Double Attack 


ALLIES AND 


‘Wors universe is home toa dizzying array of sapient species. Despite 
that Humans have been traveling the stars for tens of thousands 
and many aliens have been doing the same for an equal amount of 

ts discover new inhabited worlds all the time. 
jer presents various creatures and characters that GMs can use 
allies or adversaries forthe heroes, from rampaging rancors to 
Each ally or opponent comes with ready-to-play statistics 


EASTS 
Ailanimats and other nonsentient life forms have levels in the beast class (a 


nonheroic class) Inthe Stor Wors universe, beasts are usually encountered 
25 threats (such as acklays,rancors, and wampas) oF as mounts (such as 
ddewbacks and tauntauns). 

Beasts have an Intelligence of 1 or 2, They roll their other five ability 
scores normally (see Chapter 1: Abilities). Beasts that show above average 
cunning usually have a good Wisdom score 

Beasts increase only one ability score by one point every fourth level 
{instead of increasing two scores by one point éach). However, they gain 
feats normally a they advance in level, as shown in Table 3-1: Experience 
and Level-Dependent Benefits (page 37), A beast that gains an intelligence 

her as a result of an ability increase is eligible to multiclass (see 
39. below). 
do nat gain talents or starting feats, do not add their beast 
lass level to their defense scores, and do not gain Force Points or Destiny 
Points. 


EXAMPLES OF BEASTS IN 
STAR WARS 
‘Acklay, dewback, nexu, rancor, reek, tauntaun, wampa. 


GAME RULE INFORMATION 
Beasts have the following game statistics. 


Hit Points 
‘At each level, beasts gain 1618 hit points + their Constitution modifier. 


Force Points 
Beasts do not gain Force Points. 
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(Class. Skils (trained in 1 + Int modifier, minimum 1): Acrobatics, Climb, 
Endurance, Initiative, Jump, Perception, Stealth, Survival, Swim. 


CLASS FEATURES 
Beasts gain the following class features at Tst level 


‘Natural Armor F 

Many beasts have thick hides or scales that grant a natural armor 
to their Reflex Defense. The amount of natural armor varies from c 
10 creature. A beast’s natural armor bonus is never higher than its 
class level 


Natural Weapons 

‘A east has one or more natural weapon attacks (see below). It applies 
‘Strength bonus on melee attack rolls made with natural weapons and its 
Dexterity bonus on ranged attack rolls made with natural weapons. fa beast 
‘has two or more natural eeapons, it may make attacks with all of them a 
‘no penalty when using the full attack action 

‘A beast gains a bonus on damage rolls made with its natural weapons 
‘equal to one-half its beast class level, rounded down, A beast is proficent 
with its own natural weapons, but not with any other weapon group, 

The most common natural weapon attacks for beasts are summarized 
here. 

Bite: A bite attack deals an amount of piercing damage determined by 
‘the beast'ssize:Fine, 1; Diminutive, 142; Tiny, 143: Small, 144; Medium, 16) 
Large, 148; Huge, 246; Gargantuan, 306; Colossal, 446, 

Claw: A caw attack deals an amount of slashing damage determined by 
‘the beast’s size: Fine or Diminutive, 1: Tiny, 162; Small, 143; Medium, 1d 
Large, 146; Huge, 168; Gargantuan, 246; Colossal, 346. j 

Gore: The creature impales opponents with a horn or anter, dealing 
lan amount of piercing damage determined by the beast's size: Fine, 1) 
Diminutive, 142; Tiny, 143; Small, 144; Medium, 16; Large, 148; Huge, 248), 
Gargantuan, 346; Colossal, 406 


ABILITY 
BEAST SIZE. MODIFIERS! ‘TO REF DEFENSE 
Colossal “#32 Str, #32 Con, ~4 Dex 10 
Gargantuan 424St, +24 Con, ~4 Dex 5 
‘Huge +16 Str, +16 Con, ~4 Dex 2 
Large +8 Str, +8 Con, -2 Dex 7 
‘Medium None 0 
Small -2 Str, +2 Dex + 
Tiny 45th, 14 Dex 2 
Diminutive ~6:Str, +6 Dex 8 
Fine “8 Str, +8 Dex 0 


1 An bility score can never be lower thon 1 
2 Beasts with four or mare legs double their carrying capacity 


SIZE MODIFIER SIZE MODIFIER SIZE BONUSTO CARRYING 


TO STEALTH OMGTHRESHOLD CAPACITY’ WEIGHT OR LENGTH 
“0 +0 220193 mor more 
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Slam: The creature batters opponents with an appendage, dealing 
an amount bludgeoning damage determined by the beast’s size: Fine or 
Diminutive, 1; Tiny, 162; Small, 143; Medium, 104; Large, 166; Huge, 148; 
Gargantuan, 246; Colossal, 306. 

sting deals piercing damage and may also inject poison (see 
Polson, page 255). Sting damage is determined by the beasts size: Fine or 
Diminutive, 1; Tiny, 162; Small, 143; Medium, 144; Large, 105; Huge, 148; 
Gargantuan, 246; Colossal, 366. 


Species Traits 
Some beasts have adapted to living in extreme environments and gain special 
bonuses and traits, as summarized below 

Airborne: May reroll Initiative checks but must keep the second result 
even if it's worse 

‘Aquatic: Can't drown in water and doesn't need to make Swim checks; 
low-light vision (see page 257), 

Arctic: May reroll Survival checks made to endure extreme cold, keeping 
the better result 

Desert: May reroll Survival checks made to endure extreme heat, keeping 
the better result. 

Subterranean: May reroll Perception checks but must keep the second 
‘esult, even if t's worse; darkvision (see page 257) 


MULTICLASSING 

A beast with an Intelligence of 3 or higher can multiclass into any heroic 
class (see Chapter 3: Heroic Classes), Beasts with an Intelligence of 1 of 2 
cannot multiclass, 


Size MoorrieR 
Abeast applies a size modifier to its Reflex Defense and Stealth checks 
based on its size. A beast of Large size or bigger also gains a size 

bonus to its damage threshold, Table 16-2: Beast Size Modifiers 
summatizes this information, 


Beast 
DESCRIPTIONS 
Thisseetion contains sample beasts from the Stor Wars 
feature fms. Each description includes statistics fora 
typical member of the species. 


ACKLAY 
The most dangerous predator native to Geonosis is the savage acklay, 3 
monstrous arthropod with an armored exoskeleton and slashing foreclaws. 


Acklay cL 10 
Huge beast 11 
Init +9: Senses Perception +10 
Defenses Ref 15 (flat-footed 15), Fort 18, Will 10, 
hp 148; Threshold 29 
Immune mil, moderate, and severe radiation 
Speed 8 squares 
Melee 2 claws +11" (148+18) and 
bite +11* (206+18) 
Fighting Space 33; Reach 2 squares 
Base Atk +8: Grp +26 
Abilities Str 27, Dex 9, Con 29, Int 2, Wis 11, Cha 17 
Feats Cleave, Power Attack, Skill Training (Initiative, Perception) 
Skills Climb +18, initiative +8, Perception +10 
* Includes 5 points of Power Attack 


Deweack 

OF all the creatures indigenous to Tatooine’s vast deserts, the dewback is 
the most respected. While the plodding bantha makes for shelter at the first 
hint of a sandstorm, 2 dewback marches resolutely on without so much as 
3 grunt, even right through the heart of the storm 


TAR SSeS. 


Dewback 
Large desert beast 3 
Init +0; Senses Perception +0 


Rancor , 
Huge beast 12 
Init +5: Senses low-light vision; Perception +9 


Defenses Ref 12 (flat-footed 12), Fort 18, Will 


Defenses Ref 17 (fiat-footed 17), Fort 16, Will 8 


hp 43; Threshold 28 bhp 138; fast healing 5; Threshold 36 
Speed 6 squares Speed 8 squares 

Melee bite +6 (1d8+5) Melee 2 claws +11" (148420) or 
Fighting Space 2x2; Reach } square Melee bite +11" (2d6+20) 


Base Atk +2; Grp +11 
Abilities Str 19, Dex 8, Con 26, Int 1, Wis 8, Cha 3 
Feats Improved Damage Threshold, Toughness 
‘Skills Survival +5 


Nexu 

Native to the jungles of indona and Cholganna, the nexu is fierce, stealthy 
predator with littl fear of larger opponents, or even the weapons of sentient 
beings. Hunted for sport on their native planet, nexu often turn the tables 
‘on their would-be hunters and slash them to ribbons before they can fire 
a shot, 


Nexu 
Medium beast 6 
Init +12; Senses low-light vision; Perception +10 
Defenses Ref 16 (flat-footed 12), Fort 13, Will 12 
hp 45: Threshold 13 
Speed 8 squares 
Melee 2 claws +8 (14447) and 

bite +8 (1d6+7) 
Fighting Space 1 square; Reach 1 square 
Base Atk +4; Grp +8 
‘Atk Options ambush +246, Pin 
‘Abilities Str 18, Dex 18, Con 17, Int 2, Wis 14, Cha 12 
Feats Pin, Skill Training (Initiative, Perception) 
Skills initiative +12, Perception +10, Stealth #12 


cls 


Fighting Space 3x3; Reach 2 squares 

Base Atk +9; Grp +27 

‘Atk Options Cleave, Crush, Pin, Power Attack 

Abilities Str 26, Dex 8, Con 23, int 2, Wis 7, Cha 15 

‘Special Qualities fast healing 5 

Feats Cleave, Crush, Pin, Power Attack, Toughness 

Skills Perception +3 

Fast Healing 5A rancor automaticaly regains 5 fit points every round 
at the end of its turn, up to its normal maximum, until itis killed, 

* Includes 6 points of Power Attock 


ReEeKk 

Recks wander the plains of Yiesia in great herds, contentedly munching, 
ass and lichens. Although immensely strong, they generally reserve the 
violent behavior for the mating season, when the sound of two bull reeks 
fighting for dominance rumbles lke thunder across the plains. 

When a reek attacks, it lowers its head, charges, and attempts te gore 
with its large horn. Should the intial attack miss, the reek flals its head 
about blindly, hoping to chase away its prey so that it can attempt anather 
charge. 


Reek 

Huge beast 8 

Init +3; Senses Perception +3 

Defenses Ref 15 [fiat-footed 15), Fort 20, Will 9 
bhp 124; Threshold 30 


cle 


‘Ambush—A nexu deals +246 points of damage with its natural weapons 
against a flat-footed opponent. 


RaNnNcorR 

‘While there are certainly larger and mare vicious creatures in the galaxy, the 
rancor holds a special place in the nightmares of countless sentient creatures. 
Creatures of vast rage and single-minded carnage, rancors are periodically 
captured by big game hunters and shipped to new worlds as exotic pets. 


Speed 6 squares 

Melee gore +10* (246+16) or 

Melee gore +12* (246+20) with Powerful Charge 
Fighting Space 3x3; Reach 1 square 

Base Atk +5; Grp +24 

‘Atk Options Power Attack, Powerful Charge 
Special Actions rage 

Abilities Str 27, Dex 8, Con 30, Int 2, Wis 8, Cha 2 
Feats Power Attack, Powerful Charge, Toughness 
Skills Endurance +20 


Rage—The first time a reek takes damage greater than its Will Defense 
From a single attack, it flies into a terrible rage. While enraged, the 
reek temporarily gains a +2 rage bonus on melee attack rolls and melee 
damage rolls. The reek’s fit of rage lasts for a number of rounds equal 
105 + its Constitution modifier, At the end of its rage, the reek moves 
=I persistent step along the condition track (see Conditions, page 148). 
The penalties imposed by this condition persist until the reek takes at 
least 10 minutes to recuperate, during which time it can't engage in 
any strenuous activity. A reek can be pulled out of its enraged state by 
making it friendly (see the Persuasion skil, page 71). 

* Includes 4 points of Power Attack 


TAUNTAUN 

Dirty and smelly, the reptilian tauntaun is perfectly suited to life on the 
barren ice world of Hoth. The tauntaun's thick fur and layers of Fat keep its 
body temperature high enough for it to operate during the day, but it must 
seek shelter from the bitter cold at night. 


Tauntaun cL 

Large arctic beast 2 

Init +2; Senses scent; Perception +0 

Defenses Ref 13 (flat-footed 12), Fort 13, Will 9 

hp 17; Threshold 18 

Speed 8 squares 

Melee claw +5 (14645) or 

Melee bite +5 (1d8+5) 

Fighting Space 22; Reach 1 square 

Base Atk +1 Grp +10 

Abilities Str 18, Dex 12, Con 16, Int 2, Wis @, Cha 6 

Feats Toughness 

Skills Survival +5 

‘Scent—Tauntauns ignore concealment and cover when making Perception 
checks to notice opponents within 10 squares, and they take no penalty 
from poor visibility when tracking (see the Survival skill, page 73), 


WAmMPA 

The wampa is a fearsome predator, both aggressive and subtle. Displaying 
Uncanny cunning, a wampa sometimes ventures into even heavily guarded 
teas to slaughter and drag a victim away, leaving the survivors confused, 
terrified, and ripe targets for another attack later, 

Wampas are covered in dirty white fur and move with amazing stealth. 
Only their claws, honns, and gleaming yellow eyes show up against the back= 
drop of Hoth’s endless snowfields. Most of the time, especially in a raging 
storm, that simply isn't enough to betray the wampa's presence. 


Wampa cL4 

Large arctic beast § 

Init +2; Senses darkvision; Perception +2 

Defenses Ref 15 (fiat-footed 15), Fort 16, Will 12 

hp 52: Threshold 21 

‘Speed 6 squares 

Melee 2 ciaws +7" {1d6+8} and 
bite +7" (108+8) 

Fighting Space 22; Reach 2 squares 

Base Atk +3; Grp +13 

‘Atk Options rend +246 

‘Abilities Str 20, Dex 10, Con 22, Int 6, Wis 15, Cha 10 

Feats Power Attack, Skill Training (Stealth) 

Skills Stealth +7, Survival +9 

Rend=If a wampa hits with both ofits claw attacks in the same turn, it 
rends its opponent for an additional 246 points of damage. 

* Includes 1 point of Power Attack. 


NONHEROIC 
CHARACTERS 


Nonheroic characters include everything from professional workers to petty 
criminals, police officers to common thugs. They lack the inclination or train 
ing to be heroes, but they are capable in their own fields, Skiled engineers, 
educated professors, and master architects are ali nonheroic characters, 
1as is the local governor, the self-serving spice merchant, and the baseline 
Imperial stormtrooper. 

Nonheroic characters do not gain talents, do not add their nonherolc class 
level to their defense scores, and do not gain Force Points or Destiny Points. 
In addition, they only get to increase one ability score by one point every 
fourth level {instead of increasing two scores by one point each). However, 
they gain feats normally as they advance in level, as shown in Table 3-1: 
Experience and Level-Dependent Benefits (page 37) 


EXAMPLES OF NONHERDIC 
CHARACTERS IN STAR WARS 
Battle droids, clone troopers, ordinary civilians, Rebel troopers, 
stormtroopers, 


GAME RULE INFORMATION 
Nonheroie characters have the following game statistics. 


Hit Points 
‘At each level, nonheroic characters gain 1d4 hit points + their Constitution 
modifier. 


Force Points 
Nonheroie characters do not gain Force Points. 


CLASS FEATURES 
Nonheroie characters receive no special class features other than some 
starting Feats at 1st level. 


Starting Feats 
‘A nonheroic character gains three starting feats at Ist level, chosen from 
the following list 

‘Armor Proficiency (light), Armor Proficiency (medium), Skil Focus", Skill 
Training’, Weapon Proficiency (advanced melee weapons), Weapon Pr 
ciency (heavy weapons), Weapon Proficiency (pistols), Weapon Proficiency 
(rifles), Weapon Proficiency (simple weapons). 
* This feat may be selected more thon once. Each time the feats selected topples 
toa different sil (see the relevant feat description in Chopter 5: Feats), 


MULTICLAS: 
‘Anonherolc character can multiclass into @ heroic class. The normal multi- 
classing rules apply (see Multictass Characters, page 4). 


BASE ATTACK BASE ATTACK 

LEVEL BONUS LEVEL BONUS 
aS ee 
2nd aa Vth 9 
ia Sa wa. 
4th +3 14th +10 
aS aa 
‘6th 4 ‘6th 412 
aS a ae 
8th +6 18th +13 
Sa ee me 
Toth 47 20th +15 


Class Skills (trained in 1 + Int modifies, mis 
Deception, Endurance, Gather Information, Initiative, Jump, Knowledge (all 
skils, taken individually), Mechanics, Perception, Persuasion, Pilot, Stealth, 
Survival, Swim, Treat Injury, Use Computer. 


CHARACTER 
ARCHETYPES 
‘The following pregenerated characters are examples of typical allies 
‘opponents that you can thraw into an adventure or campaign, They 
resent some of the more common characters seen across the various. 
Wars eras. Add personalities and histories to these archetypal char 
as you see fit, 


CREATING NON-HUMAN 
CHARACTERS 

The statistics provided here use the Human species as the baseline (see 
Humans, page 23). If you wish to change the character's species, follow. 
these simple rules: 


# Remove one of the character's feats. (Human characters gi 
feat.) 

‘© Remove one of the Human's trained skills. (Human characters gain a 
bonus trained skill.) 

‘© Add the relevant species traits for the selected species (see Chapter 2: 
Species or Other Species, page 284). 


a bonus 


THE GaALacTic EMPIRE 
The Galactic Empire is a vast and highly organized government ruled over 
bby Emperor Palpatine. The Galactic Empire seized power at the end of the 
Clone Wars following an unprecedented military build-up and the destriite 
thon of the Jedi order. 

The Empire is divided into sectors, each of which is governed by a Moff 
and guarded by military forces. The Empire's authority on any given world 
‘can range from a single garrison (found mostly on backwater planets lke 
Tatooine) to an intense presence with a stormtrooper on every street corner 
(as in the Deep Core and important Core worlds), 


Stormtrooper 
Stormtroopers are the elite troops of the Empire, trained to fight and die” 
without fear or question. Squads of stormtroopers strike terror into the 
hearts of civilians throughout the galaxy, enforcing the Emperor's will with 
ruthless zeal and efficiency. 

‘Stormtroopers are a separate force from the troops of Imperial Forces 
‘and do not answer directly to Imperial military officers. They are obedient 
‘and devoted to the Emperor. They cannot be bribed, blackmailed, or seduced: 
‘Any such attempt automatically fails. ‘ 

‘After recognizing the need for troopers with special equipment and 
training, the Emperor ordered the development of additional types of tof 
troopers, including (but nat limited to) snawtroopers, sandtraopers, 3d 
scout troopers. 


Stormtrooper cu 
Medium Human nonheroic 4 

Dark Side 1 

Init +2; Senses low-light vision; Perception +9 

Languages 


Scout Trooper 


Medium Human nonheroic 6 


Dark Side 1 


Init +4; Senses low 
Languages Basic 


Defenses Ref 16 (flat-footed 16), Fort 
hp 10; Threshold 12 


Defenses Ref 15 (fiat 
bhp 21; Threshold 11 


ight vision; Perception +10 


cL2 


Speed 6 square 

Melee unarmed +4 (14441) 

Ranged blaster rifle +4 (3¢8) or 

Ranged frag grenade +3 (4d6, 2-square burst) 

Base Atk +2; Grp +4 

‘Atk Options autofi 

Special Actions Coordinated Attack 

‘Abilities Str 12, Dex 11, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), C 
(blaster rifles), Weapon Proficiency (pistols, rifles, simple weapon 

Skills Endurance +7, Perception +9 


(blaster rifle) 


inated Attack, Weapon Focu: 


Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle 
frag grenade, utility belt with medp 


Heavy Stormtrooper C2 

Medium Human nonheroic 8 

Dark Side 

Init +4; Senses low-light vision; Perception +10 

Languages Basic 

Defenses Ref 16 (fat-footed 

‘hp 20; Threshold 12 

Speed 6 squares 

Melee unarmed +8 (144 

Ranged |ight repeating bla 

Ranged light repeating blaster +5 (38) with b 

Ranged frag grenade +6 [4d6, 2-square burst) 

Base Atk +6; Grp +8 

Atk Options autofire (light repeating blaster), Burst Fire, Point Blank Sh 

Special Actions brace (light repeating blaster 

Abilities Str 15, Dex 11, Con 10, nt 12, Wis 9, Cha 8 

Feats Armor Proficiency (light), Burst Fie, Point Blank Shot, Weapon 
Focus (rifles), Weapon Proficiency (heavy weapons, rifles, si 
weapons) 

‘Skills Endurance 

Possessions stormtrooper armor (+6 armor, +2 equipment), light repeating 
blaster 3 explosive charges, frag grenade, 


er +2 (348) with aut 


ed autofire or 


Mechanics +10, Perception +10 


y belt with medpac 


Speed 6 squares 
Melee unarmed 


Ranged 0) 
Ranged 


Ranged frag grenade (446, 2-square burst} 

Base Atk +4; Grp +4 

‘Atk Options Burst Fire 

Abilities Str 10, Dex 13, Con 12, Int 10, Wis 11, Cha 8 

Feats Armor Proficiency (light), Point Blank Shot, Skill Training (Stealth), 
Vehicular Combat, Weapon Proficiency (pistols, rifles, simple weapons} 

Skills Perception +10, Pilot +9, Stealth +9 

Possessions scaut trooper armor (+4 armor; as combat jumpsuit with 
helmet package), blaster pistol, blaster rifle with standard targeting 
scope, frag grenade, utility belt with medpac, Aratech 74-2 military 
speeder bike 


Imperial Officer 

‘Admired, respected, and feared, the officers of the Imperial Army and Imperial 
Navy are drawn from prestigious families with long histories of military ser 
vice, Few are promoted up from the lower ranks. Most are inducted straight 
into officer training academies, instructed in doctrine, leadership, and tactics, 
and then awarded commissions, There, if they distinguish themselves, they 
finally get a chance to rise through the upper echelons—but rarely do they 
find occasion to dirty their hands, 


Imperial Officer CLs 

‘Medium Human nonherole 4/noble 3/otficer 1 

Force 2; Dark Side 5 

Init +3; Senses Perception +10 

Languages Basic, Bocce, Durese, High Galactic 

Defenses Ref 15 (flat-footed 15), Fort 14, Will 18 

hp 33: Threshold 14 

Speed 6 squares 

‘Melee unarmed +6 (1d4+2) 

Ranged blaster pistol +5 (3d5+2) 

Base Atk +6; Grp +6 

Special Actions Born Leader, Coordinate, Trust, Vehicular Combat 

Abilities Str 10, Dex 8, Con 10, Int 12, Wis 12, Cha 14 

Talents Born Leader, Coordinate, Trust 

Feats Armor Proficiency (light), Linguist, Skill Focus (Persuasion), Skill 
Training (Deception, Plot), Toughness, Vehicular Combat, Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +11, Knowledge (tactics) +10, Perception +10, Persuasion 
+16, Pilot +8 

Possessions blaster pistol, code cylinder, comlint (encrypted), officer's 
uniform 


REBEL ALLIANCE 

The Rebel Alliance fights against the tyranny of the Empire in order to restore. 
Justice and freedom to the galaxy. Formed by loyalists such as Mon Mothma 
‘and Senator Bail Organa, the Rebel Alliance struggles against the Empire at 
every turn. It uses guerilla warfare and undercover violence to weaken the 
Imperial machine and help free the oppressed people of the galaxy, Though 
the Alliance sometimes engages in direct military action against the Empire, 
‘a8 seen at the Battle of Yavin or the Battle of Endor, most of the efforts of 
the Alliance take place under the guise of legitimate activity. For this reason, 
the Alliance has attracted not only freedom fighters but also outlaws, smuge 
aglers, and even pirates, 

The Rebel Alliance is loosely organized into cells that can operate rela 
tively independently of Alliance command. Each cell operates on Imperial 
worlds or out of hidden bases, such as the base on Hoth, Any worlds that 
sympathize with the Alliance find themselves the targets of Imperial wrath, 
Alliance agents are always on the run from the Empire, and Rebels that are. 
captured are dealt with swiftly and harshly. 


Rebel Trooper 
The basic Rebel Trooper is stationed on Rebel bases and aboard Alliance star- 
‘ships throughout the galaxy, serving as the first line of defense against the 
Empire's stormtroopers. They are also used as scouts and saboteurs. 


Rebel Trooper cL 

Medium Human nonheroic 3 

Init +7; Senses Perception +6 

Languages Basic 

Defenses Ref 13 (flat-footed 12), Fort 11, Will 10 

‘hp 10; Threshold 11 

Speed 6 squares 

Melee unarmed +2 (104) 

Ranged blaster pistol +4 (306) or 

Ranged frag grenade +3 (446, 2-square burst) 

Base Atk +2; Grp +3 

Special Actions Point Blank Shot" 

Abilities Str 11, Dex 13, Con 12, Int 9, Wis 10, Cha 

Feats Armor Proficiency (light), Point Blank Shot", Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifies, simple weapons) 

Skills initiative +7, Perception +6" 

Possessions blast helmet and vest (+2 armor), blaster pistol, comlink 
(encrypted) 

H Human bonus feat or trained skill 


Elite Rebel Trooper cL2 

‘Medium Human nonheroic & 

Init +9; Senses Perception +8 

inguages Basic - 

Defenses Ref 13 (flat-footed 12), Fort 17, Will 10 

hp 21; Threshold 16 

Speed 6 squares 

Melee unarmed +5 (1d4+1) 

Ranged blaster pistol +6 (346) or a 

Ranged frag grenade +5 (406, 2-square burst) 

Base Atk +4; Grp +5 

Special Actions Point 8 

Abilities Str 12, Dex 
Cha 8 

Feats Amor Proficiency light), Improved 
Damage Threshold, Point Blank Shot, 
Weapon Focus (pistols), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills initiative +9, Perception +8 

Possessions blast helmet and vest (+2 
armor) blaster pistol, 2 frag grenades, 
comlink (encrypted) 

H Human bonus feat or trained skill 


Con 12, Int 3, Wis 10, 


Garactic 
RePuBLic 
Consisting of thousands of 
civilized worlds, the Galactic 
Republics the oldest gov- 
fining body in history. 
Senators from its con- 
stituent worlds deter- 
mine policy and enact 
laws, ensuring that peace and prosperity 
reign throughout the galaxy. 

The greatest treat tothe Galaetie Repub 
lic isthe Confederacy of Independent Systems, a coall- 
tion of worlds that believes the Republic has become 
Corrupt. The Senate authorizes the deployment of a vast 
clone army to quell the Separatist threat, leading to 
the Clone Wars and ending with the destruction of the 
Separatist leadership and the dissolution of the Republic 
in favor of a new Empire. 


Clone Trooper 

To counter the threat of the Trade Federation's droid armies, the Republic 
deploys an army of cloned warriors. The clones’ creators, the Kaminoans, 
conceive the clones from 3 single genetic blueprint (that of the bounty hunter 
Jango Fett), making 2 few alterations to ensure the voopers ropid maturation 
2nd unwavering obedience. The true loyalty ofthe clone troopers fs revealed 
2t the end of the Clone Wars, when Darth Sidious issues Order 66 and turns 
the clones against the Jedi order, 

Although identical in appearance, lone troopers have diferent leves of 
training, which accounts for their varying levels of ability. Clone troopers 
can't be bribed, blackmailed, or seduced. Any such attempt automatically 
fails 


Clone Trooper cL2 
Medium Human nonheroic 6 
Init +9; Senses Perception «4 
Languages Basic ae 
Defenses Ret 17 [lat-footed 16), Fort 13, Willd 
np 21; Threshold 13 


‘Speed 6 squares 
Melee by weapon +5 

Ranged biaster rifle +5 (3483) 
Base Atk +4; Grp +5 

Atk Options Careful Shot 


Abilities Sir 12, Dex 1: 
Con 12, Int 10, Wis 9, 
Chae 
Feats Armor Proficiency 
(light), Careful Shot, Point 
Blank Shot, Weapon Proficiency 
(pistols), Weapon Proficiency 
(rifles), Weapon Proficiency 
{simple weapons) 
Skills Initiative +8, Perception +4 
Possessions clone trooper armor 
(+6 armor, +2 equipment), 
blaster rifle, combink 


| 


Clone Trooper Commander cs 

Medium Human nonheraie 6/soldier 2/otticer 1 

Force 3; Dark Side 5 

Init +4; Senses low-light vision; Perception +11 

Languages Basic. High Galactic 

Defenses Ref 18 (flat-footed 18), Fort 17, Will 17 

‘hp 30: Threshold 17 

‘Speed 6 squares 

‘Melee unarmed +7 (18841) 

Ranged heavy blaster rifle +8 (341041) or 

Ranged frag grenade +7 (4061, 2-square burst) or 

‘Ranged jon grenade +7 (446-1 ion, 2-square burst) 

Base Atk +7; Grp 47 

‘Atk Options autofire (heavy blaster rifle) 

‘Special Actions Assault Tactics, Battle Analysis, Coordinated Attack, 
Vehicular Combat 

Rilties Str 11, Dex 10, Con TO, Int 13, Wis 10, Cha 12 

Talents Assault Tactes, Battle Analysis 

Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, Sill 
‘Training (Perception, Pilot) Vehicular Combat, Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons} 

‘Skills Endurance +9, Knowledge {tactics} +10, Perception +11, Persuasion 
+10, Pilot +8 

Possessions clone trooper armor (+6 armor, +2 equipment), heavy blaster 
rifle, frag grenade, ion grenade, comlink (encrypted, long-range 
[miniaturized], holo capability), utility belt with medpac 


ARC Trooper 

The ARC Troopers (Advanced Recon Commandos) are elite clone units that 
were personally trained by Jango Fett. Whereas most clone troopers are 
trained to work as a unit, ARC Troopers function well as individuals, making 
them even more formidable as foes. 


ARC Trooper cs 
Medium Human nonheroic 6/soldler 3/elite trooper 3 

Destiny 1; Force 4; Dark Side 2 

Init +12; Senses low-light vision; Perception +13 

Languages Basic, Mando's 

Defenses Ret 21 (fiat-footed 20), Fort 24, Will 16 

bhp 57: OR 1; Threshold 24 

‘Speed 6 squares 

Melee unarmed +12 (14845) or 

Ranged heavy repeating blaster +10 (5¢10+5} with Burst Fire or 
Ranged heavy repeating blaster +10 (3410+5] with autofire or 
Ranged missile launcher +12 (61645, 2-square splash) or 


Ranged heavy biaster pistol +6 (3d8+3) and 
heavy blaster pistol +6 (3083) or 

Ranged frag grenade +11 (40643, 2-square burst) or 

Ranged jon grenade +11 (44643 ion, 2-square burst) 

Base Atk +10; Grp +12 

[Atk Options autofire (heavy repeating blaster), brace (heavy repeating 
blaster), Burst Fire (heavy repeating blaster) 

‘Special Actions Point Blan Shot 

‘Abilities Str 15, Dex 13, Con 10, Int 12, Wis 10, Cha 8 

Talents Armared Defense, Controlled Burst, Improved Armored Defense, 
Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 
|, Martial Arts |, Point Blank Shot, Weapon Focus (heavy weapons), 
Weapon Proficiency (heavy weapons, pistols, rifles, simple weapons) 

‘Skill Initiative +12, Perception +13, Stealth +10 

Possessions ARC trooper armor (+6 atmor, +2 equipment), heavy 
repeating blaster, missile louncher, 4 missiles, 2 heavy blaster pistols, 2 
frag grenades, 2 ion grenades utility belt with medpac 


THE FRINGE 

Fringers live at the edges of society, Criminals, independents, traders, and 
‘mercenaries of all kinds consider themselves fringers, While not all members 
of the fringe are criminals (certainly, many are hard-working and honest 
folk), anyone who operates far from the seat of galactic power or outside 
the bounds of the law can be considered part of the fringe. 


Assassin 

‘An assassin usually maintains a cover that enables him to travel freely, yet 
‘also explains why he's in 2 given location ata given time, Many assassins 
hold jobs as merchants, sales representatives fo interstellar corporations, oF 
<iplomats A truly vilainous assassin has a “signature” consisting of unique. 
weapon, a particular approach, or some memento left with his vietins 


Assassin Ls 
‘Medium Human scoundrel § 

Force 1; Dark Side 12 

Init +10; Senses Perception +8 

Languages Basic plus 2 other languages 
Defenses Ref 20 (at-footed 17), Fort 14, Will 17 
bhp 27: Threshold 14 

Speed 6 squares 

Melee vibroblade +6 (246+2) or 

Melee vibroblade +4 (345+2) with Rapid Strike 
Ranged biaster rifle +6 (348+2) 

Base Atk +3: Grp +6 


‘Atk Options Careful Shot", Dastardly Strike, Rapid Strike, Sneak Attack 
+206 

Special Actions Point Blank Shot, Precise Shot 

Abilities Str 10, Dex 16, Con 8, Int 14, Wis 12, Cha 13 

Talents Dastardly Strike, Sneak Attack +206 

Feats Careful Shot’, Point Blank Shot, Precise Shot, Rapid Strike, Weapon 
Finesse, Weapon Proficiency (advanced melee weapons, pistols, simple 
weapons) 

Skills Acrobatics +10", Deception +8, Gather Informat 
+10, Perception +8, Persuasion +8, Stealth +10 
Possessions blaster rifle with enhanced targeting scope, hold-out blaster, 

vibroblade, vibrodagger, comiink (encrypted), utility belt with medpac 
H Human bonus feat or trained skill 


+8, Initiative 


Bounty Hunter 

Bounty hunters track and recover sentient beings to bring them to “justice”— 
even if that's little more than # Hutt’s personal vendetta. Before the Empire, 
most bounty hunters were members ofa galaxywide guild that worked openiy, 
taking contracts to hunt down criminals for various authorities. During the 
Emperor's reign, the guild fragmented, leaving a large number of independent 
‘operatives, Though they occasionally band together to tackle particularly 
difficult targets, most of the time they work alone, vying against each other 
to collect the largest rewards. Bounty hunters differ from assassins in that 
they usually seek to capture their targets, not kill them. 


Bounty Hunter cL7 

Medium Human nonheroic 4/scout 3/bounty hunter 3 

Force 2; Dark Side + 

Init +13; Senses low-light vision; Perception +14 

Languages Basic 

Defenses Ref 23 (flat-footed 21), Fort 20, Will 18 

hp 64; Threshold 20 

Speed 4 squares 

Melee vibrobayonet +10 (246+7) or 

Melee vibrobayonet +10 (346+7) with Mighty Swing 

Ranged blaster carbine +11 (3d8+3) or 

Ranged blaster carbine +9 (448+3) with Rapid Shot or 

Ranged stun grenade +9 (446+3 stun, 2-square burst) 

Base Atk +8; Grp +11 

Atk Options Hunter's Mark, Mighty Swing, Rapid Shot 

Special Actions familiar foe +1, Hunter's Target, Point Blank Shot, Precise 
Shot! 

Abilities Str 15, Dex 16, Con 14, Int 8, Wis 14, Cha 10 

Talents Acute Senses, Expert Tracker, Hunter's Mark, Hunter's Target 


Feats Armor Proficiency (light, medium), Mighty Swing, Point Blank 
Shot, Precise Shot, Rapid Shot, Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

‘Skills Initiative +13, Endurance +12%, Perception +14, Survival +12 

Possessions Corellian powersuit (+7 armor) with helmet package, biaster 
carbine, vibrobayonet, 2 stun grenades, utility belt with medpac, 
bounty hunters license, datapad 

H Human bonus feat or trained skill 


Crime Lord 

Crime lords come from all strata of society. Some began their careers as 
streetwise thugs, crawling up from the darkest, fithiest pits of the galaxy 
to positions of power within the criminal underworld. Others are noble-born, 
Using their money and influence to support their fiendish syndicates. 


Crime Lord cla 

Medium Human scoundrel 4/noble 3/crime lord 1 

Force 2; Dark Side 3 

Init +6; Senses Perception +10 

Languages Basic, High Galactic, Huttese, plus § other languages 

Defenses Ref 22 (flat-footed 20), Fort 18, Will 23; Dodge 

hhp 51; Threshold 18 

Speed 6 squares; Running Attack 

Melee unarmed +4 (14443) 

Ranged heavy blaster pistol +7 (308+4) or 

Ranged heavy blaster pistol +5 (3484) and 
heavy blaster pistol 5 (34844) 

Base Atk +5: Grp +7 

‘Atk Options Acrobatic Strike, Dastardly Strike, Dual Weapon Mastery tl, 
Sneak Attack +146 

Special Actions Point Blank Shot, Presence 

Abilities Str 8, Dex 14, Con 10, Int 17, Wis 12, Cha 15 

Talents Connections, Dastardly Strike, Minion, Presence, Sneak Attack 
+106 

Feats Acrobatic Strike, Dodge, Dual Weapon Mastery |, Dual Weapon 
Mastery Il, Linguist, Point Blank Shot, Running Attack, Skill Focus 
(Deception), Toughness", Weapon Proficiency (pistols, simple weapons) 

Skills Acrobatics +11, Deception +16, Gather Information +11, Knowledge 
(bureaucracy) +12, Knowledge (galactic lore) +12°, Perception +10, 
Persuasion +11, Stealth +11 

Possessions 2 heavy blaster pistols, datapad, comlink (encrypted), 
enforcers [including several thugs and a 6th-level minion), 1,000 
credit 

H Human bonus feat or trained skill 


Dark Side Marauder 

Though the Jedi are the most powerful Force-users in the galaxy, they are by 
‘no means the only ones. Dark side marauders are Force-sensitive individuals 
‘consumed with rage, hatred, or an insatiable hunger for personal power. 


Dark Side Marauder cL4 

Medium Human soldier 4 

Force 1; Dark Side 14 

Init +7; Senses Perception +4 

Languages Basic 

Defenses Ref 19 (flat-footed 19), Fort 19, Will 16 

hp 50; Threshold 24 

Speed 4 squares 

Melee vibro-ax +7 (2410+10) or 

Melee vibro-ax +7 (3410+10) with Mighty Swing 

Ranged hold-out blaster +4 (3d4+2) 

Base Atk +4; Grp +7 

‘Atk Options Mighty Swing 

Special Actions indomitable, Tough as Nails 

Force Powers Known (Use the Force +8): dark rage (21, surge 

Abilities Str 16, Dex 10, Con 13, Int 8, Wis 14, Cha 12 

Talents Indomitable, Weapon Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training, 
Improved Damage Threshold’, Mighty Swing, Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

‘Skills Endurance +8", Initiative +7, Use the Force +8 

Possessions battle armor (+8 armor, +2 equipment), vibro-ax, hold-out 
‘blaster, comlink, 100 credits 

H Human bonus feat or trained skill 


Thug 

Thugs are basic bruisers. They are street toughs aspiring to become swoop 
‘champions, grunts working for a local erime lord, security guards, or law 
‘enforcers prone to breaking heads and taking bribes. 


Thug cut 
Medium Human nonheroic 2 

Dark Side 3 

Init +6; Senses +5 

Languages Basic 

Defenses Ref 10 (flat-footed 10), Fort 11, Will 

hhp 8: Threshold 11 

‘Speed 6 squares 

Melee vibro-ax +2 (2410+2) 

Ranged blaster pistol +1 (306) 


Base Atk +1; Grp +2 

‘Atk Options Cleave” 

Abilities Str 13, Dex 17, Con 12, Int 8, Wis 9, Cha 10 ¥ 

Feats Cleave", Toughness, Weapon Proficiency (advanced melee weapons; 
pistols, simple weapons) 

‘Skills Initiative +6, Perception +5" 

Possessions Biaster pistol, vibro- 

H Human bonus feot or trained skill 


OTHER SPECIES 

AAlof the character stat blocks inthis chapter use Human as the base species, 
However, you can easily use these stat blocks to represent non-Human charac= 
ters as well by removing the Human species traits (one bonus trained skill and 
‘one bonus feat) and applying the new species traits. You may use the species 
described in Chapter 2: Species or any of the species presented below, 


AQUALISH 

Aqualish are walrus-Faced humanoids with skin ranging in color from dark green 
Cor blue to deep russet or black. Some Aqualish subspecies have four eyes instead. 
of two or fins instead of hands, The Agualish admire strength and are openly 
hostile toward the weak. In fact, itis customary and accepted social behavior 
among Aqualish to be pushy and belligerent upon first meeting others. 


Aqualish Species Traits 

Ability Modifiers; +2 Constitution, -2 Wisdom, -2 Charisma, 

Size: Medium. 

Speed: 6 squares. 

Breathe Underwater: As amphibious creatures, Aqualish can't drown in 

water. 

© Expert Swimmer: An Aqualish may choose to reroll any Swim check, 
but the result of the reroll must be accepted even if it is worse. In addi= 
tion, an Aqualish may choose to take 10 on Swim checks even whet 
distracted or threatened 

‘© Bonus Feat: Toughness. 

© Languages: Aqualish, Basic. 


HuTTs 

Hutts are immense, sluglike, creatures with bulbous heads. Two catlke eyes 
rise from the surface of a Hutt's face, while a lipless mouth spreads from ear 
hole to ear hole. Most Hutts are vicious megalomaniacs who consider theif 
kind to be beyond morality as perceived by lesser beings. They have a talent 
for manipulating others and enjoy exerting power over others. 


Hutt Species Traits 
© Ability Modifiers: +2 Strength, +2 Constitution, +2 Intelligence, ~6 
Dexterity. 


Size: Large, Hutts take a 


size penalty on Stealth 


hecks, and a +! 
threshold. Their lifting and carrying limits are double those of 
characters, 

© Speed: 2 squares. 


‘© Force Resistance: +5 species bonus to Will Defense against any Use the 
ee check 

‘© Supreme Stability: Hutts can't be tripped or knocked prone 

‘© Skills: A Hutt may reroll a Persuasion check, keeping the better re 

© Languages: Basie, Huttese. 

NemMoIDIANS 

Neimoidians stand between 1.6 and 2 meters tall and are 

Their skin ranges from mottled green to gray, and their vague a 


faces are flat and elongated. They have red eyes, thick lips, and no nose 


Neimoidians have two primary motivations: to contr gsat 
all times and to acquire as much wealth and power iatter 
{goal might seem a lagical mesns of attaining the former, but to a Neimoidian 
the pursult of wealth and power is an end unto itself. Such traits gave rise 


To the Trade Federation, one af the most powerful and influential econo 

forces in the Galactic Republi 
imoidian Species Traits 

* Ability Modifiers: +2 Intelligence, +2 Wisdom, ~2 Strength 

* Size: Medium 

# Speed: 6 squares 

* Conditional Bonus Feat: Neimoidians with Deception as a trained sk 
gain Skill Focus (Deception) as a bonus feat 

* Skills: A Neimoidian may reroll a Deception check but must keep the 
cond result 

# Languages: Basic, Neimoidian, Pak Pak 


YUUZHAN VoONG 
Conquerors from beyond the galactic rim, the Yu 


bloodthirsty, ritually scarred warriors 
cally engineered life forms, 


riven by reg 


iotechnology; their clothing, weapons, and ec 


ey despise mechanical technology (droids in 
particular) and destroy any such tech 
disconnected from the Force i 
beings find unsettling 

The culture of the Yuuzhan Vong is based on the domination of le 
species. To the Yuuzhan Vong, most other species are unworthy and s 
able only as slaves. The worthy are regar 
them a clean death. 


ogy they encounter. The 


a way that Jedi and other Force 


with enough tolerance t 


Yuuzhan Vong Species Traits 


Ability Modifiers: +2 Strength, -2 Wisdom 

Size: Medium 

Speed: 6 squares 

Force Immunity: Yuu 
Force check 


n't take the Force Sensitivity feat, 
and never gain Force Points. In add 


re immune to any Force effect that targets thelr Will Defer 
ing Force powers and aspects of the Use the Force skill, 


Technophobic: Yu 
fects made whe 
Weapon Familiarity: Yu 
(simple weapor 


Language: Yuuzhan Vong 


n Vong take a -§ penalty on attack rolls and skill 


using mechanical weapons or too! 
an Vong with the Weapon Proficiency 


(cat are considered proficient with the amphistafl. 
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Saga Edition Web Enhancement 1 
The Tech Specialist 


Rodney Thompson 


A favored archetype of long-time Star Wars gamers, the tech specialist is a character that focuses on modifying 
and enhanced fantastic technology to fit his or her needs. Tech specialists range from brilliant engineers to prodigious 
outlaw techs, though all share a love for the guns, gear, and gadgets found in the galaxy far, far away. 


This web enhancement includes a few rules (cut from the Saga Edition core rulebook for space) that allow heroes to 
take on the role of the tech specialist. Additionally, you will find sample heroic characters -- a Zabrak engineer and a 
Mon Calamari outlaw tech -- that illustrate two ways to build tech-oriented characters for your own campaign. Of 
course, these are just two examples, and a hero who wants to tinker with machines and electronics has a number of 
options available across many different classes. 


Additionally, these rules will be featured in an upcoming sourcebook for reference at the gaming table, and will be 
expanded upon with more talents and rules to further enhance your game. 


New Talent Tree: The Outlaw Tech 


The following new talent tree is intended for use by characters with the scoundrel class. 
Scoundrels learn a variety of tricks that allow them to squeeze more life out of ailing 
technology, and they can enhance their gear in ways the manufacturer never intended. 


Fast Repairs 

Whenever you jury-rig an object or vehicle, the vehicle gains a number of temporary hit 
points equal to the result of your Mechanics check. Damage is subtracted from these 
temporary hit points first, and temporary hit points go away at the conclusion of the 
encounter. 

Prerequisites: Trained in the Mechanics skill. 


Hot Wire 

You can use your Mechanics check modifier instead of your Use Computer check modifier 
when making Use Computer checks to improve access to a computer system. You are 
considered trained in the Use Computer skill for purposes of using this talent. If you are 
entitled to a Use Computer check reroll, you may reroll your Mechanics check instead 
(subject to the same circumstances and limitations). 

Prerequisites: Trained in the Mechanics skill. 


Quick Fix 
Once per encounter, you may jury-rig an object vehicle that is not disabled. All normal 
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benefits and penalties for jury-rigging still apply. 
Prerequisites: Trained in the Mechanics skill. 


Personalized Modifications 

Asa standard action, you may tweak the settings, grips, and moving parts of a powered weapon you wield, tailoring it 
to your needs. For the remainder of the encounter, you gain a +1 equipment bonus on attack rolls and a +2 
equipment bonus on damage rolls with that weapon. You can use this talent only on powered weapons (those that 
require a power cell to operate), including weapons connected to a larger power source, such as vehicle and starship 
weapons. 


Encrypted Transmission: The Outlaw Tech Talent Tree 


The Outlaw Tech talent tree fills some niches left by the existing Mechanics rules and options for repairing broken 
pieces of technology. Here's a behind-the-screen look at the design decisions that went into creating these talents. 


Fast Repairs is designed to make jury-rigging more appealing to tech-oriented characters. As it stands now, jury- 
tigging an object or vehicle moves it up the condition track but does not provide temporary hit points. If your ship is at 
O hit points and you jury-rig it, it's still disabled from hit point loss. This new talent alleviates that problem, while still 
making jury-rigging useful for ships pushed down the condition track by other means (such as ion damage). 


Quick Fix builds on Fast Repairs and gives a techie character a way to restore some hit points to a vehicle 
that's still in the fight, but brings with it the threat of becoming disabled at the end of the encounter. This new talent 
also gives ship engineers something else to do in combat, especially in desperate situations, and it can bring a 
vehicle back up to full fighting form very quickly. 


Hot Wire is similar to the other skill-substitution talents and makes sense for a techie who may not be the best 
slicer around. 


Personalized Modifications is designed to give a scoundrel another means of activating some of his other 
talents. For example, many of the scoundre''s talents from the Misfortune talent tree rely on a successful attack roll to 
activate. Combined with the Tech Specialist feat below, this new talent gets the scoundrel a small boost to attacks 
that can compensate for the difference between low base attack progression and Defense progression, even at high 
levels. The scoundrel might still need to work closely with his friends against tougher foes, but this talent is designed 
to capture the feel of tweaking your own weapon while still synergizing with many of the Misfortune talents. 


New Feat: Tech Specialist 


The new Tech Specialist feat allows a hero to make custom modifications to weapons, armor, droids, devices, and 
vehicles so that they function beyond their normal specifications. 


Prerequisite: Trained in the Mechanics skill. 
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Benefit: You can modify a device, suit of armor, weapon, droid, or vehicle so that it gains a special trait. Specific 
traits are given on the Tech Specialist Modifications table below. You may perform only one modification at a time. 
Unless noted otherwise, you cannot grant more than one benefit to a single device, suit of armor, weapon, droid, or 
vehicle, and you can't apply the same benefit more than once. 


Before beginning the modification, you must pay one-tenth the cost of the device, suit of armor, weapon, droid, or 
vehicle you wish to modify or 1,000 credits, whichever is more. Completing the modification requires 1 day per 1,000 
credits of the modification's cost. At the end of this time, make a DC 20 Mechanics check; you can't take 10 or take 
20 on this check. If the check succeeds, the modification is completed successfully, and the object gains the desired 
trait. If the check fails, you lose all credits spent making the modification, and the object doesn't gain the desired trait. 
However, you may start over from scratch if you wish. 


Other characters trained in the Mechanics skill can assist you, reducing proportionately the time 
needed to complete the modification. At the end of modification process, they can make a 
Mechanics check to aid your check. 


The market value of a modified item is equal to the base cost of the item plus double the cost of 
the modifications made to it (not including credits wasted on failed modification attempts). 


Special: This feat is considered a bonus feat for the noble and scoundrel classes. 


Tech Specialist Modifications 
Armor Trait Benefit 
Agile Armor Increases the armor's maximum Dexterity bonus 1. 
Fortifying Armor Increases the armor's equipment bonus to Fortitude Defense by 1. 
Protective Armor Increases the armor's armor bonus to Reflex Defense by 1. 
Device Trait Benefit 


Enhanced Strength Increases the device's Strength score by 2. 


The device's damage reduction increases by 1, and it gains extra hit 


proved Burealiy points equal to one-quarter of its base hit points. 


Skill checks made using the device gain a +1 equipment bonus, or the 
Mastercraft Device ‘ 
device's existing equipment bonus increases by 1. 
Droid Trait Benefit 

Enhanced Dexterity —_ Increases the droid's Dexterity score by 2. 
Enhanced Intelligence Increases the droid's Intelligence score by 2. 


Enhanced Strength _Increases the droid’s Strength score by 2. 
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Vehicle Trait Benefit 
Enhanced Dexterity —_ Increases the vehicle's Dexterity score by 2. 


Increases the vehicle's speed by one-quarter of its base speed (minimum 


Improved Speed 1 square). 


Improved Shields Increases the vehicle's shield rating by 5. 
Weapon Trait Benefit 
Improved Accuracy The weapon gains a +1 equipment bonus on attack rolls. 


The weapon deals +2 points of damage with a successful hit. If the 
Improved Damage weapon has a damage multiplier (for example, 6d10 x 2), apply the extra 
damage before applying the multiplier. 


An autofire-only ranged weapon can be set to fire single shots, or a single- 


Soe shot ranged weapon can be made to have an autofire mode. 


Sample Character: The Outlaw Tech 


An outlaw tech is a master of making machines do what she wants them to do. Operating far outside the bounds of 
manufacturer intentions (and sometimes outside the law), she is able to hotwire starships and amp up weapons to the 
point where her after-market modifications can be considered illegal. 


An outlaw tech works well on her own without the need of other classes for support. She can run-and-gun just as well 
as she can use a hydrospanner, and her strengths lie in areas where her own actions are what save the day. Though 
an outlaw tech has a less formal education than other technically minded characters, she is a good fighter and a fast 
worker who can fulfill a variety of roles. 


OutlawCL 
Tech 7 


Medium Mon Calamari scoundrel 7 

Force Points 5 

Init +5; Senses Low-light vision, Perception +15 

Languages Basic, Binary (understand only), Huttese, Mon Calamarian, Ryl, Shyriiwook 
(understand only) 


Defenses Ref 21 (flat-footed 19), Fort 17, Will 20 
hp 39; Threshold 17 
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Speed 6 squares 

Melee +5 

Ranged heavy blaster pistol +8 (3d8+3) 
Base Atk +5; Grp +5 

Atk Options Careful Shot, Running Attack 


Abilities Str 10, Dex 14, Con 10, Int 18, Wis 15, Cha 9 

SQ breathe underwater, expert swimmer 

Talents Fast Repairs, Knack, Quick Fix, Personalized Modifications 

Feats Careful Shot, Point Blank Shot, Precise Shot, Running Attack, Skill Focus (Mechanics), Skill 
Focus (Perception), Skill Focus (Use Computer), Tech Specialist, Weapon Proficiency (pistols, simple 
weapons) 

Skills Deception +7, Gather Information +7, Knowledge (Galactic lore) +12, Knowledge (technology) 
+12, Mechanics +17 (+18 when using mastercraft tool kit), Perception +15, Pilot +10, Swim +15 (may 
reroll Swim checks and accept the second roll; may take 10 even under pressure), Use Computer 
+17 (+18 when using mastercraft datapad) 

Possessions heavy blaster pistol (improved accuracy), comlink, mastercraft datapad, mastercraft 
tool kit, various personal belongings 


Sample Character: The Engineer 


An engineer is more of an academic designer than a jury-rigging mechanic. He considers the outlaw tech’s work to be 
a sloppy imitation of real ingenuity and can use his knowledge to create more solid and reliable designs. An engineer 
is much more of a team player, and many heroes find that an engineer helps them get out of scrapes by encouraging 
them to work together. Because he's familiar with coordinating teams, an engineer has the knowledge and resources 
to create all-new (and significantly improved) pieces of technology that function reliably under all conditions. 


. cL 
Engineer, 


Medium Zabrak noble 6/scoundrel 1 

Force Points 5 

Init +9; Senses Perception +10 

Languages Basic, Binary (understand only), Bocce, High Galactic, Huttese, Mon Calamarian, 
Shyriiwook (understand only), Sullustese, Zabrak 


Defenses Ref 21 (flat-footed 20), Fort 18, Will 22 
hp 37; Threshold 18 


Speed 6 squares 


Saga Edition Web Enhancement 1 


Melee +3 
Ranged hold-out blaster +7 (3d4+3) 
Base Atk +4; Grp +3 


Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 13 

SQ heightened awareness 

Talents Coordinate, Inspire Haste, Trace, Wealth 

Feats Linguist, Skill Focus (Knowledge [technology)), Skill Focus (Mechanics), Skill Focus (Use 
Computer), Skill Training (Mechanics), Tech Specialist, Weapon Focus (pistols), Weapon Proficiency 
(pistols, simple weapons) 

Skills Initiative +9, Knowledge (Galactic lore) +11, Knowledge (physical sciences) +11, Knowledge 
(technology) +16, Mechanics +16, Perception +10 (may reroll any Perception check and keep the 
second roll), Persuasion +9, Pilot +9, Use Computer +16 (+17 when using masterwork datapad or 
masterwork portable computer) 

Possessions hold-out blaster (improved accuracy), comlink, masterwork datapad, masterwork 
portable computer, personal holoprojector, various personal belongings 
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